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What is T he Mayhem Game?

Mayhem is a role-playing game, as much a social gathering and storytelling device as it is a tactical combat 
simulation. The game is designed to allow players to craft their own original characters and to join with their 
friends to tackle great challenges and to weave grand stories. 

The tone of this game is of melee and magic. It is a fantasy adventure using themes of light versus darkness,  
order versus chaos, and life versus death. Horned demons battle divine angels, wild animal races struggle  
against the mysterious fae, and shapeshifters and undead prey upon civilized humanity. Your characters  
will find themselves in the thick of these struggles, in a position to take sides and sway battles for their  
own great causes.

As all role-playing games, Mayhem owes much to its predecessors, but also brings some new ideas  
and mechanics to the table. This game utilizes its own system of combat mechanics, built on the  
Skill Die game system, the Combat Clock timing mechanic, the Feedback Magic system, and others.  
In comparison to other role-playing games, Mayhem has been designed to stretch the tactical  
and creative capacities of the players as they pit their characters against the world at large,  
granting great creative freedom without losing the strategic combat that many players also enjoy. 

This Mayhem game stands on its own in both rules and content, but is designed to be both  
modular and flexible. Conversion tools are provided for adapting outside content, such as  
characters, monsters, adventures and abilities from d20 open gaming system, so that with  
a few tweaks, players and storytellers alike can tap into the wealth of content that has been created  
for these other games, while still keeping the rules and concepts that make the Mayhem game shine.

This book, Volume I, Core Content, is designed to walk a player through the Mayhem game, explain all  
of the core rules needed to run a game, and enough character content to keep players busy for some time. 
Further books will add to this content, giving players and storytellers more tools to use in writing their own 
stories, but this manual is where the game starts. 

We hope you enjoy playing the game as much as we have enjoyed building it.
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Section One
GETting started



Chapter one

Getting Started

Although the four companions had been out of touch for nearly  
a decade, it did not take much effort to bring them together. For the 
master thief, it was the promise of wealth. Today’s expedition was 
guaranteed to be as lucrative as it was dangerous. For the Fae 
sorceress, it was a matter of law. She had an obligation to keep, a  
debt that the rules of her people demanded she respect. For the 
old soldier it was a question of honor, coming to the aid of a friend  
and companion. 

The scholar, who had brought them together, needed nothing 
more than the opportunity to explore, to unravel a mystery of 
the past that had been nagging at the fringe of her study for far 
too long. Her enthusiasm was not alone. She could see the light 
in all their eyes as she unrolled her maps. 

Carefully weighting the corners of the aging documents with 
polished stones, she smiled. Their party was diverse, a collection 
of mismatched ideals and methods, but it was pleasant to see 
them sitting around the table again, with a bond that let them 
overcome their differences and travel the same dark roads. 

“I don’t need to remind any of you that this will be a difficult task,” 
she began. “There are powerful foes ahead, and if the dangers of 
the road don’t kill us, then what we find at our final destination 
may make us wish they had. Any of you can leave at any time, 
and I will hold no grudge.” 

A glance around told her what she already knew. None of them  
would be abandoning the party, regardless of the risk. 

There was adventure to be had. 

Her smile grew to a f ierce grin. “Very well. Let us begin.”



Setup: This chapter will help you get started with the Mayhem game, explaining the necessary tools and walking 
through character creation. This process will reference many rules and content discussed later in the book.  
If something is unclear, it will likely be covered in greater detail later.

Role-playing and tactical combat games can be complex, but don’t let that ruin your fun. The game itself is 
meant to be flexible, and was created to fit a variety of tastes. Once you get a feel for the system, there’s no 
reason why your group can’t apply your own house rules or system edits. Additional information and good 
conversation can be found at: www.midnightcampaign.com. 

Gathering a Group & Materials
This is a social game, so you will need between two  
and six players. The game plays best with about four 
players, but that can vary based on the group’s dynamics.

Materials
Gaming dice: These dice come in sets, from four-sided dice 
to twenty-sided dice, and are commonly referred to by the 
number of sides they have. A ‘d4’ then is a four-sided die. 
Frequently, a number will be placed in front of that to 
represent how many of these dice are rolled together,  
such as 2d4, to represent rolling two four sided dice and 
adding them together.

Outside of the standard sets, a d14 and a d16 may become 
useful for some advanced abilities. If unavailable, these can 
be simulated by rolling the d20 and re-rolling results higher 
than 14 or 16, respectively. 

A hex-grid playing map: If one is not available, it is also 
fine to photocopy the hex-map pages at the back of this 
book and to draw relevant environments there, or to look 
online for printable grids and maps. 

A character sheet: This is a multi-page sheet that can  
be found in the back of this book. Photocopy the first 
sheet and any of the second sheets that are needed for 
each character. 

At least two small, physical tokens: You need one to 
represent their location on the map and the other to 
represent their turn on the combat clock. Many players 
prefer to use pewter or plastic figurines, but any fairly 
unique object will work, such as scrabble tiles or spare 
dice. Some have even gone so far as to paint coins or 
other small items, but the material really doesn’t matter,  
as long as it is unique and can designate a forward direction. 
Characters using flight mechanics will want a third to 
designate their height.

Cards: Cards are also available for quick-reference  
of abilities and spells, and will be available through  
our website, midnightcampaign.com

Preparing A Campaign
One of the players will have a unique and particularly 
challenging role in the game. Designated a Storyteller, 
this player will forgo playing a character of their own,  
and instead plan the adventure for the other player-
characters, commonly called PC’s. 

Planning a campaign requires a little bit of advance 
preparation and a healthy amount of creativity. 
Essentially, they will be creating the environments, 
opponents, challenges, and the over-arching story  
for the players, and verbally portraying them.

There are many styles of doing this, and this book 
contains some materials for a storyteller to use, but the 
best storytelling will come from creative drive and the 
desire to entertain. So long as everyone is having fun  
and rolling dice, it’s hard to fail at this job. 

Further advice can be found in myriad books and other 
games with similar mechanics, or just by asking other 
Storytellers. It’s also a good idea to just play the game  
a few times with a few different groups, to see what  
styles of gaming you like, and build your  
own campaign based on personal taste.
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Step one: Before actually going through the process of creating a character, it is a really good idea to take a  
few minutes to decide what kind you’d like to play. The great majority of this book is dedicated to character 
options, ways of changing who they are and what they can do. The actual mechanics of how these abilities 
function are very important, but even more important is the tone and personality that arises from the way the  
character is played. 

Choosing a Concept 
Before actually putting pen to paper, you will need to 
have a general idea of what kind of a character you 
want to play. If you feel stuck, it might help to think 
of a specific novel or movie character that you think is 
fun, or to think of some personality that you may find 
interesting, and then to build what fits from there.

Of course, we also include many great character concepts 
within the abilities in this book, with enough flexibility 
and mixing options to create something unique for 
your game. Below is a brief overview of some of these 
concepts, which can be further explained in their 
respective chapters.

Races, Curses & Talents
Races, Curses and Talents can make the backbone of  
a character’s design, creating a variety of unique abilities 
and appearances that define them. Some of these,  
like races, must be taken on starting a character,  
while many others require special circumstances to 
acquire. Races, Curses and Talents are found in  
Chapter 5.

Animal Races take a more humanoid form of their  
primal counterparts, gaining the according strengths  
and weaknesses.

Demonic Races & Talents thrive on darkness and 
destruction, which is reflected in their appearance and 
capabilities.

Divine Races & Talents thrive on goodness and virtue,  
which is reflected in their appearance and capabilities.

The Fae are creatures of nature, ancient and powerful,  
they specialize in elemental magics.

Shapeshifters include werewolves and other shape-
changing characters, gained sometimes  
from innate racial talents and sometime from  
acquired curses.

The Undead include Vampires and Liches, beings  
who have transcended this life, warping their own 
natures to live unnaturally beyond the gates of death.

Attribute Abilities
While a race, curse or talent defines what a character is, 
attribute abilities highlight the strengths and weaknesses 
of that character, adding tricks and tactics they can use 
based on their physical, social, and intellectual qualities. 
These are found in Chapter 6.

Combat Techniques
Combat Techniques generally involve the use of  
various weaponry or other specific combat maneuvers. 
These include Axes, Bows, Crossbows, Daggers,  
Shields, Spears, Swords, Scythes Shields, Spears and 
Whips, as well as Unarmed, Mounted and winged 
combat. These are found in Chapter 7.

Elemental Magics
While there are many forms of magic in the Mayhem 
Game system, some of the strongest and most basic 
magics are elemental in nature. These include Fire, Ice, 
Earth, Wind, Void and Life magics. Elemental Magics 
are detailed in Chapter 8.

Other options
Apart from the character options, this game also includes 
a chapter on storytelling. This includes finding a plot 
path and motivation for your characters, as well as  
a separate chapter on the Crimson Realms world,  
which also has a some ideas for characters and settings 
that can be useful for your games. 

Part of the core mission of this game is not to restrict 
which ideas you have to use, but to provide some tools 
and ideas to get started. Use what you like, don’t use 
what you don’t, and feel free to build as much of your 
own content as you want, using some of the ideas here  
as a template to work from. 

Just make sure to check with your Storyteller or other 
players as you do so, and be willing to take into account 
some game balance issues as you interact with others,  
so that the game is fair and fun for everyone in equal parts.
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Step two: Attribute scores are numbers that represent a character’s physical, mental, and social capabilities. 
These attribute scores naturally range from 3 to 12. Below is a list of the attributes and a quick list of what skills 
they will in turn influence. It should also be noted that some races and talents will further raise these attributes.  
Specif ic restr ictions can be found in Chapters 5 and 6.

ATTRIBUTE SCORES

Strength includes the capacity to lift, swing, and move 
yourself or other objects. Its useful for Melee combat, 
wrestling, and for feats of athleticism.

Agility governs the speed and grace with which an 
individual moves. It is useful for ranged attacks,  
as well as dodging attacks and acrobatics.

Endurance will directly determine how much damage a 
character can take before dying, as well as their capacity 
to suffer through other averse physical conditions. 

Willpower affects the character’s ability to withstand 
magic and their threshold for consciousness. It is also 
very useful for arcane casters who have a tendency to 
overshoot their limits. 

Intelligence represents sheer mental ability and 
knowledge-collecting prowess, as well as the strength  
of some magics. 

Charisma affects how agreeable, convincing, and charming  
a character is, including the first impression they will 
make on the people they meet.

Cunning demonstrates how competent the character is in 
terms of taking advantage of a given situation, especially 
by stealth or trickery.

Allocating AtTribute Scores
There are several methods available to allocate  
ability scores. Talk to your Storyteller to determine 
which method will be used in your campaign.

Standard Method
The simplest and fastest method for determining 
attribute scores is to simply start with what you  
want your highest score to be, and assign a 12 to that 
score. Then take your next priority and assign an 11, 
and the next 10, etc., until you’ve allocated all of your 
scores, the last being a 5. This provides an evenly build 
character, with some strengths and some weaknesses.

Some players want a different distribution of numbers, 
and so there are several examples listed below for the 
players to try out. Just assign each number to a different 
score, based on what fits that character. Some of these 
arrays are more moderate and some more extreme, 
providing some differences in the way a character  
might play.

dISTRIBuTION OF NuMBeRS 
Set 1 12 11 10 9 8 7 6 5

Set 2 10 10 9 9 8 7 6 5

Set 3 10 9 9 8 8 7 7 7

Set 4 12 12 11 11 6 5 5 3

Alternate method: 65 Points
Another method is assign the numbers directly, but 
make sure that the total sum of stats does not exceed 
65, and no single score is higher than 12. This method 
can generate some oddly balanced characters, but some 
players prefer that.

Alternate method: 3d4
Roll 3d4 eight times, and then record these scores in 
your character sheet, either by choice or simply by  
rolling each stat one by one. This can generate  
interesting characters, but be aware that the dice are  
not always kind, and re-rolling until you get the stats  
you want might not be entirely fair to other players.
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Step Three: There are several minor details associated with building a character, things that are necessary 
for that character to run and are dependent upon the attributes explained previously. This section includes an 
explanation of how these vital statistics are determined and how to record them on the character sheet. 

Skill Dice
Each attribute score has an associated Skill Die, which 
will be rolled when using any of the skills associated with 
that attribute. Write out the Skill Die for each attribute 
in the circle attached on the character sheet. 

This can be done by referencing the table below,  
but you may notice that the skill die matches the closest 
even number, rounded down. This may make it easier to 
fill out quickly without having to reference a chart at all.

SkILL dICe 
Attribute Score Skill Die

1 d1?

2-3 d2*

4-5 d4

6-7 d6

8-9 d8

10-11 d10

12-13 d12

14-15 d14*

16 d16*

*The d14 and the d16 do not come in a standard dice set, but 
they may be useful for characters or monsters with superhuman 
attributes. If a d14 or d16 is not available, a player may instead 
roll a d20 and re-roll any result higher than the 14 or 16 for a 
d14 and d16 respectively. These specialty dice can be found in  
some stores, or ordered on the internet. A d2 is a coin.

Action Speeds 
A character’s action speeds, which will be useful for 
combat, are listed on a chart on the character sheet. 
Sometimes a character will run across effects or abilities 
that change that speed, so there are spaces provided on 
the sheet to track these numbers if they are modified. 
This will be further explained in Chapter 3, where the 
Combat Clock timing mechanic is explained.

Intuitive Defense & Surprise Attack Bonuses 
Each character has an intuitive defense bonus and 
a surprise attack bonus, which are determined by 
their Intuition and Cunning respectively, and can be 
referenced below. Look up these numbers and fill them 
out in the corresponding boxes on the character sheet. 
More information on surprise attacks can be found in 
Chapter 3, Combat.

SuRpRISe ATTACk BONuS 
cuNNiNG boNuS

0-3 0

4-7 +1

8-11 +2

12-15 +3

16 +4

INTuITIVe deFeNSe BONuS
iNtuitioN boNuS

0-3 -2

4-7 -1

8-11 0

12-15 +1

16 +2

First Impressions 
When meeting new characters within a campaign, 
each PC will have a lasting first impression. This is 
determined by that player’s Charisma score, and can be 
referenced below. Raising or lowering an individual’s 
impression can be done through the Charisma skills, 
described in chapter 2, or through some other act of 
kindness or cruelty. Many people may refuse to help or 
do business with a character with a poor first impression, 
and may go out of their way to help someone with a high 
first impression.

FIRST IMpReSSION 
chAriSmA FirSt impreSSioN

1 Nauseating

2-3 Very bad

4-5 bad

6-7 Neutral

8-9 Good

10-11 Very Good

12-13 Adorable

14-15 captivating

16 enthralling
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Death & consciousness Limits
The total amount of damage that a character can  
take before dying is based on their Endurance,  
according to the chart below. The total amount of 
damage they can take before falling unconscious is  
based on their Willpower, and is also listed below.  
More information on the consequences for accruing 
damage up to either the critical state or total life can  
be found in Chapter 3, Combat.

CONSCIOuSNeSS 
WillpoWer uNcoNSciouS

1-2 5

3-4 10

5-6 15

7-8 20

9-10 25

11-12 30

13-14 35

15-16 40

deATH 
eNDurANce DeAth

1-2 15

3-4 20

5-6 25

7-8 30

9-10 35

11-12 40

13-14 45

15-16 50

The character sheet provides a fast 
method to input this information, 
without referencing these charts,  
through a tracking bar on the right-hand 
side of the sheet. There are longer boxes 
set at each interval of five spots on the 
side, labelled with endurance and  
will-power scores, as shown here.

Normally, the first marker will show  
when a character loses consciousness, 
while the second indicates death. If the 
death limit is actually lower than their 
unconscious limit, they may only want  
to include one bar, to simplify.

Damage can be counted on the small 
boxes, as shown by the red x-markings, 
while each character’s Death and 
Unconscious limits can be marked  
in the column next to them, for  
easy reference. 

The following example shows a character with 
an endurance of 10, for a death Limit of 35, 
and a Willpower of 7, for an unconsciousness 
limit of 20. They have taken 17 damage. 

When their damage has passed the first maker,  
they will be unconscious. When it passes the second, 
they will be dying. Further instruction on death and 
dying can be found in Chapter 3.

Feedback Tracking
Feedback is a term used to denote the mental stress 
that a character undergoes when they perform activities 
like spellcasting or when using some magic items. If a 
character takes too much feedback, it can cause them 
serious harm, or even kill them. Feedback starts at  
zero and counts up when a player casts a spell, and  
will go down when a character concentrates or rests,  
as explained in Chapter 8. Conveniently, there is also  
a chart on the character sheet that can be used for 
tracking feedback.

The amount of feedback a character can take before 
risking harming themselves is determined by their 
Willpower. To show this on the feedback tracking chart, 
block out all of the boxes below the one corresponding 
to the character’s Willpower, as shown by the red  
blocks below. 

In this example, the example character has 
a Willpower of 10. By counting the spaces 
above that, we can see that they can take  
12 feedback before risking damage.

To count feedback as it is incurred, 
mark the boxes above the blocked  
out space. As feedback is lowered, 
erase the feedback marks until they  
are gone. The blocked out spaces  
do not change unless the character’s  
willpower changes.

When a character’s feedback extends 
into the gray area at the top of 
this chart, the character will risk 
taking damage. They must roll their 
willpower die, with no skill levels or 
any other modifiers. If they fail to roll 
at least as high as the number on the 
left, they take damage equal to the 
number on the right. If they are 7  
over their buffer, and fail their check,  
they die. 

Further examples of how this works 
can be found in Chapter 8.

dAMAge 
CHART 

DAmAGe

oV
er

ki
ll

50
end 15-16

45
end 13-14

40
end 11-12
Wil 15-16

35
end 9-10
Wil 13-14

30
end 7-8
Wil 11-12

25
end 5-6 
Wil 9-10

20
end 3-4 
Wil 7-8

15
end 1-2 
Wil 5-6

10
Wil 3-4

5
Wil 1-2

FeedBACk 
CHART 

FeeDbAck

7 Death

6 45

5 40

4 35

3 30

2 25

1 20

Wil 1

Wil 2

Wil 3

Wil 4

Wil 5

Wil 6 

Wil 7

Wil 8

Wil 9

Wil 10

Wil 11

Wil 12

Wil 13

Wil 14

Wil 15

Wil 16
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Step Four: Most of the mechanics in the Mayhem game depend on skill rolls to determine their success and  
failure, which makes a player’s skill set critical to how that character will play. Skill points are used to buy 
levels in these skills, and are also used to purchase other abilities in the game, including races, spells, weapon 
techniques, and other abilities.

Skill Points
Skills range in levels from 1 to 20, and each level is 
purchased with skill points. A starting character will 
have 10 skill points, and will gain more as the game 
progresses from session to session. When starting a  
new character, write 10 down in the total skill box  
on the character sheet. 

To buy the first level in any skill, spend 1 point and  
write down a 1 in the skill level box on the character 
sheet. As a player hones their capabilities, they will  
spend skill points again each time, progressing step  
by step as their skills develop. 

After a point, however, the skill point cost to advance 
will increase. Buying skills 1 to 5 costs 1 point each, but 
buying skills 6 through 10 costs 2 each. 11 to 15 will cost 
3, while 16 to 20 costs 4. This forces characters reaching 
higher levels to start to prioritize the way that they 
develop characters, and rewards some diversification  
over single-minded progress.

After spending points on skills, write the number of 
unspent points in the “Extra skills” box. These can be 
spent between sessions, but generally not in the middle 
of a game. At this point, it might be a good idea to save  
a few points to spend on abilities in the next step.

The Skill Cap
While a character may generally spend their skill points 
in any way they want, there is a limitation to how far 
they can progress at any given point. This skill cap  
keeps the game competitive and helps the storyteller 
maintain a balance in the opposition that the PCs will 
face. This limitation is based on the total number of skill 
point that the character has, and advances when they hit 
higher numbers. 

For example, a starting character, at 10 points, can put  
no more than 1 level in any of their skills. A character 
who has accrued 50 skill points will be at a skill cap of 5, 
and so can have up to 5 levels in any given skill.

For a more challenging game, the storyteller may choose 
to use the strict skill cap, which makes skill selection 
much more difficult. For an easier game, especially later 
on, the characters may also use the relaxed skill cap.

Normal Progression
At the end of each session, the storyteller should give out 
some skill points in order for the players to progress their 
skills. 10 is the standard number per session, but 15 or 
20 or more can work as well, depending on how far the 
storyteller wants characters to progress between sessions. 

Characters should develop skills based on what best 
fits their character, as well as on what skills they use 
throughout the game. 

When accruing skill points, don’t forget to adjust the 
total skill pints box. 

Skipping Progression
Often, a higher-level character may want to invest in a 
skill that they have not previously used, or a character 
may want to quickly jump into an on-going game, or a 
group of characters may simply want to start at a higher 
level to begin their game. In any of these cases, a chart 
has been included on the right page that can explain how 
to quickly progress their skills.

This chart includes a suggested number of skills to have 
at cap for that level, and then how many skill points the 
character can spend on abilities, and how many points 
that are left over that they can spend on minor skills or 
save. Once built, a character can be adjusted  
to fit the player’s taste.

Keep in mind however, that the game was designed 
for a more gradual progression, building skills over 
time. Skipping directly to higher tiers can create a very 
different kind of character than one who has developed 
more naturally.

Knowledge, Profession, & Additional Skills
In addition to points spent on the standard skills,  
each character may also choose a few unique skills that 
they can add to their character. These skills represent 
your character’s individual knowledge, and are not 
purchased with skill points in the same way as normal 
skills. There is no serious limit to these, so long as  
they don’t interfere too much with the standard skills. 
This is an opportunity to be creative and to make each 
character unique.
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STANdARd SkILL CAp 
leVel coSt totAl Skill poiNtS

1 1 10

2 1 20

3 1 30

4 1 40

5 1 50

6 2 80

7 2 110

8 2 140

9 2 170

10 2 200

11 3 230

12 3 260

13 3 290

14 3 320

15 3 350

16 4 380

17 4 410

18 4 440

19 4 470

20 4 500

ReLAxed SkILL CAp
leVel relAxeD Skill cAp

1 10

2 20

3 30

4 40

5 50

6 80

7 110

8 140

9 170

10 200

11 240

12 280

13 320

14 360

15 400

16 460

17 520

18 580

19 640

20 700

STRICT SkILL CAp
leVel Strict Skill cAp

1 10

2 20

3 30

4 40

5 50

6 70

7 90

8 110

9 130

10 150

11 170

12 190

13 210

14 230

15 250

16 270

17 290

18 310

19 330

20 350

QuICk SkILL SpeNdINg SuggeSTIONS (STANdARd CAp) 
totAl Skill poiNtS Skill cAp cumulAtiVe coSt SkillS At cAp poiNtS For AbilitieS extrA poiNtS

10 1 1 5 5 -

20 2 2 5 10 -

30 3 3 5 15 -

40 4 4 5 20 -

50 5 5 5 25 -

80 6 7 7 30 1

110 7 9 7 40 7

140 8 11 8 50 2

170 9 13 8 60 6

200 10 15 8 80 -

230 11 18 8 80 6

260 12 21 8 90 2

290 13 24 7 120 2

320 14 27 7 130 1

350 15 30 7 140 -

380 16 34 7 140 2

410 17 38 7 140 4

440 18 42 6 180 8

470 19 46 6 190 4

500 20 50 6 200 -
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Step Five: Before spending all of their points in skills, a player may want to look through some of the other character  
options to see what is available in terms of talents, races, and abilities. Spend are remaining skill points in 
purchasing whatever other abilities that they want to use.

“Hawk’s favorite chapter for abilities is the weapon 
techniques, but he has learned through hard 
experience that sometimes just a touch of magic 
makes all the difference in the world.”

Applying A Race, curse or Talent
First, each player has the opportunity to choose one race, 
curse or talent to start off with, at no cost. Choose from 
the options in chapter 5, and write down the abilities 
and the attribute score adjustments that come with 
each of these options. These adjustments can affect the 

player’s vital statistics, so it may be necessary to review 
the affected attributes and make the change.

A character who does not wish to use any of these 
options is instead a human with no obvious supernatural 
talents. They gain 20 bonus skill points that they can 
spend on other abilities. These points do not count 
toward their skill total or their skill cap.

It is also possible for a character to pick up a secondary 
talent or curse as they progress. These are purchased 
just like abilities, with a listed cost and other possible 
restrictions. A character can only have one race,  
for example, which must be taken as a starting  
character, but a character could have a race and a talent, 
or even a race, talent and curse, provided the they are all 
compatible. The specifics of this compatibility are listed 
in each entry in Chapter 5.

Buying other Abilities
Like skills, abilities are purchased with skill points.  
Each ability has a specific cost, which will be listed in 
that ability’s entry. The abilities in this book cover a  
wide variety of attribute abilities, combat techniques,  
and magics that are available to the player. Some abilities 
also have specific prerequisites, also listed in that ability.

The game allows great freedom in acquiring abilities,  
but this does have limits. If a character is acquiring 
an ability very different from their current set, they 
may need to justify it by seeking out training for their 
character in-game.

skills versus abilities
It’s easy to go overboard with abilities, creating a 
character with hundreds of options in spells or abilities, 
but very few skills. Characters who neglect their skills 
may have some spectacular abilities, but will likely be 
limited in what they can do.

It’s also easy to get hung up on one or two favorite 
abilities and to use those in every game and with every 
character. Exploring different ideas and trying new 
concepts will keep the game fresh and interesting,  
and make the favorite characters more fun when  
they come back.

14

Races, Talents, Abilities & Magics



Step Six: The equipment with which your character will start depends largely upon the scene and setting your  
storyteller is trying to run in each individual campaign. We recommend starting with a weapon, possibly 
armor, and basic survival gear, but there are many campaigns where starting with a book and a little bit of cash 
might better fit the story. Check with your storyteller to determine what your character might need.

Weapons & Attack Options
First and foremost, your character is likely to need a 
weapon. Luckily, there is a fairly comprehensive list of 
options in Chapter 4 to select from. A character should 
choose what weapon they wish to start with, and write 
down the statistics for that weapon on the character 
sheet, to make for faster play later. 

It is important to notice that there are a lot of options, 
and that while some are a little stronger than others, 
most weapons are fairly evenly balanced in their 
effectiveness and their unique strategy. The specific 
weapon that a character chooses should be based on 
personal style and character concept, rather than just on 
which one does the most damage in one hit. 

Often, a character will have to use a makeshift weapon, 
or may choose a weapon that we don’t have direct 
statistics for. In these cases, it is bet to just approximate 
statistics based on the available options. If a weapon is 
sword-like, use the statistics for the most similar sword. 
If a weapon is club-like, use the statistics for the club.

Armor & Defensive Options
Armor is very powerful, but also represents a tactical 
decision, balancing the available damage reduction, 
against the movement penalties. A character may  
need to work up their Athletics skill in order to 
effectively use some heavier armors. 

As with weapons, choose the armor that best fits your 
character and write down the relevant statistics on  
the character sheet.

More information on how armor and weapons work  
is found in Chapters 3 and 4.

Kits
Rather than get caught up in the minutia of managing a 
full item inventory, the Mayhem game also includes some 
basic kits that represent a series of tools that a character 
might have access to. Selecting one or two of these kits 
can help your characters to gain some bonuses to their 
skill rolls, and can be useful for having the necessary gear 
to get a job done. This list is by no means comprehensive, 
so a player should have some leeway to adjust their gear 
as it suits their character.

Magic Items & Artifacts
Often in fantasy games, players will want to have access 
to objects of some arcane power. These kinds of magic 
items can be fun to utilize, and can greatly increase the 
character’s power. These should be available for purchase 
or crafting, but should allowed at the storyteller’s 
discretion. If an item gives a character too much power, 
the storyteller may want them to invest skill points in 
its use, as they would an ability, or apply some other 
contingency, like feedback or other requirements. 

Specific magic items are available in other volumes or can 
be created for your own game context, but should be used 
with deliberately, with a thought to how it affects the  
game balance.

A Final note
At this point, assuming all of the previous steps have 
been filled out, the character should be ready to play!

With all of the statistics, rules, and guides for building 
and running a character, don’t forget that the point of 
the game is to be creative and to have fun. The rules are 
designed to serve the players, not the other way around, 
so feel free to add, remove, or edit any of the content in 
this book as you and your fellow players see fit.
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Chapter TWO

Basic Gameplay

Laid out before him was a long leather band, strapped to which 
were nearly two dozen fine metal instruments. drawing several 
out of their places, the career thief turned half of his focus to the  
complicated mechanism in front of him, and half of it to the 
apprentice at his side. He spoke so softly as to almost whisper. 
“The trick with these kinds of mechanical traps,” he said, “is to 
take it very slowly. We’ll start by disabling the most lethal actions,  
and then move on to the alarm gears. This particular model is fairly 
old, so it shouldn’t take much to get to the second stage. We’ll  
just concentrate, so we don’t make mistakes, and we’ll be into the  
vault reasonably quickly.” 

The apprentice nodded, paying minimal attention, and glanced 
nervously over his own shoulder. The master thief cringed 
inwardly, but did his best to smile and exude supreme confidence. 
Sometimes, working the right charm and social control was as 
important to this job as was the fine tinkering. This was doubly 
true when dealing with apprentices. He had just gotten to the first  
of the alarm mechanisms when the apprentice finally spoke, a 
harsh whisper that wasn’t quiet at all. “How much longer?”

His hand slipped at the distraction. A pin snapped, and gears 
started spinning, gathering speed. The master grit his teeth with  
a quiet curse and very calmly rolled his tools together, tucking them  
away. He started rising just as the alarm gear began to shriek,  
metal tearing at metal in an extremely irritating noise.

He couldn’t hear the footfalls of the street guards, but he knew 
they were coming. “What do we do now!?” the apprentice said, 
shouting to be heard. The master thief cringed at his lack of tact. He  
drew a heavy knife from one side of his belt and stabbed it into 
the mechanism he had been working with, jamming the gears and  
taking out more than a little of his frustration on the now-useless 
clockwork. The shrieking stopped.

He smiled at the apprentice, although he felt like stabbing him 
too. “Now, we practice our getaway.”



Skill checks are the central mechanic of the Mayhem game. They determine the effectiveness of most efforts, 
and need to be rolled high enough to beat a set difficulty for the appropriate task, or against the opposing skill 
of their opponent. A character’s purchased abilities will increase the number of things that a character can do, 
as well as providing some bonuses for how well they do it, given the specific situation. 

Attribute Checks
Some checks function directly off of an attribute instead 
of a specific skill. Tasks that require the raw attribute, 
such as Strength or Intuition, roll a skill die and add the 
attribute itself. 

Skill Checks
To roll a skill check, roll the die associated with that skill 
and add the skill level, as well as any other applicable 
bonuses and penalties. The total value is the effectiveness 
of that check. For skills which aren’t assigned to a specific 
attribute, roll a d8 as the skill die.

Skill Check Bonuses: What stacks?
There are a lot of different ways to add bonuses to  
a skill or attribute roll, but only some of them will  
be able to stack together for a higher sum bonus. 

They are:

1. Skill Level 
2. Equipment Bonus 
3. Technique Bonus 
4. Circumstance Bonus

If a player is able to stack up more than one bonus which 
belong to the same category, the highest value applies and 
the other is ignored.

If a climber had good climbing tools, (a +2 equipment bonus,)
had the Leeven’s athletic bonus, (+4 to technique bonus) and had  
an athletics skill of 10, the total score would be +16. If they 
rolled a 7, their total skill result would be 23.

Equipment Bonuses 
These apply to skills that use specific tools to accomplish 
a task. This includes the weapon’s offensive or defensive 
skill bonuses, as well as bonuses from tools and kits,  
like a shovel or a set of lock-picks

Technique Bonuses
These includes bonuses gained from races, talents, 
abilities, spells, or any other similar effect.

Circumstance Bonuses 
These include anything that comes from the environment 
or timing of a skill check, such as: whelm bonuses,  
used when players attack simultaneously, as well as 
Surprise Attack/Intuitive Defense bonuses, which 
apply when someone is caught off guard. Any other 
special bonuses applied for the specific situation can be 
designated by the storyteller and applied here.

Penalties
Penalties work in the same categories as bonuses. 
Combine the sum penalties and bonuses to get the  
final adjustment.

Skill & Attribute Checks Against a Set Difficulty
Every task has a difficulty assigned to it, usually  
leveled between 1 and 40. The harder the task,  
the higher the difficulty assigned to that task.  
When a player’s character wants to perform a  
difficult task, the storyteller assigns a difficulty  
level to that task, and the player attempts a Skill  
or Attribute check. If the player’s roll exceeds the 
difficulty of the task, they succeed. If not, they fail.

If the climber in the previous example were climbing a rock face  
with a difficulty of 18, they would have succeeded. If they were 
climbing a wall with a difficulty of 28, they would have failed 
to climb the wall, and likely have fallen.
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STRENGTH SKILLS
Whether maneuvering through one’s environment 
or engaging in combat, Strength is important to 
most adventuring. Many physical contests depend 
on these skills to apply the brute force that resolves 
many encounters. More information on combat 
applications can be found in Chapters 3, 4, and 7.

Athletics
The athletics skill is quite versatile. It can be used for 
basic feats of physical prowess such as climbing and 
swimming, and is used to help determine bonuses to 
movement, as well as reducing the movement penalty 
assigned by armor. 

Mobility Bonus: A character who is very athletic can find  
it faster to move across rough terrain, to function well  
in heavy armor, or to outright sprint across level  
ground. This is done through a mobility bonus,  
which is determined by the character’s Athletics score,  
as shown in the chart below. This can be recorded on  
the character sheet.

MOBILITy BONuS 
AthleticS mobility boNuS SpriNt SpeeD

- None Very Slow

5 1 Slow

10 2 Average

15 3 Fast

20 4 Very Fast

Move Penalties: Many effects in the game, such as  
armor and difficult terrain, can incur a move penalty, 
which directly decreases the distance a character can 
move in a single action. For each point of move penalty, 
they move one meter fewer. 

A character moving through knee-deep snow might have a move 
penalty of 2. When they would normally move 5 spaces, they could  
instead move only 3.

A character can use their mobility bonus to reduce this 
movement penalty. For each point of mobility bonus, 
they can reduce the move penalty by 1.

Continuing the previous example, a warrior moving through heavy 
snow would move only 3 spaces. However, if they had a mobility  
bonus of 1, they could off set that penalty, sot hat they instead 
move 4. If they had a mobility bonus of 2 or higher, they could 
ignore that move penalty completely.

Sprinting: After mobility bonus points have been used 
to reduce any move penalties, they can be applied to 
sprinting. For each point of mobility bonus they have left 
over, they may reduce the action speed of their full move 
by 1 speed, to a minimum of very fast. 

Other abilities, such as the Leeven’s run or the Ahrlen’s 
flight, can further improve sprinting speeds, and stacks 
with the Athletics Mobility Bonus.

A character with a mobility bonus of 3 and no move penalty could 
make a full move as a fast action, an impressive feat. If the same 
character had on armor with a move penalty of 1, they would need 
to apply their mobility bonus to off-set that first, which would 
only leave them 2 left over for sprinting. This would still allow them 
to make a full move as an average action, much faster than normal. 

Either by fighting penalties or outright sprinting,  
a high athletics score can really help a character to  
move around the battlefield. The chart below tracks  
the athletics score required to gain a Mobility Bonus, 
and shows how fast that bonus will allow them to sprint, 
if unhampered.

Swimming: When swimming, apply a -4 move penalty, 
which can be reduced by the Mobility Bonus listed 
previously. The character must also make an athletics 
check with a difficulty assigned by the Storyteller,  
based on the conditions, or they will begin to sink and 
possibly drown. For this swim check, assign a penalty 
equal to any other movement penalties that they might 
have. Such as those incurred from armor.

A character swimming through a still pond might have a 
swim check difficulty of 5, but a character swimming in a 
rushing river might have a difficulty closer to 15 or higher. 
A character wearing heavy armor, with a -3 move penalty, would 
suffer -3 equipment penalty to this check.
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Climbing: Below are some examples of climb difficulties. 
Climbing generally incurs a movement penalty of -3. 
This movement penalty can be negated by making a  
‘fast climb’ which increases the difficulty by 5. 

A character climbing a rough stone ridge would need to make an  
athletics check with a difficulty of 10. If they wanted to make  
this climb check with no movement penalty, they would increase  
the difficulty to 15.

CLIMBINg dIFFICuLTIeS
climbiNG DiFFicultieS AthleticS req.

easy stone climb 5

rough stone ridge 10

Steep stone ridge 15

brickwork, ruined Stonework 20

Naturally Shear wall, Stonework 25

Glass or unadorned metal 30

jumping: To make a long jump, a character must make  
a Jump skill check, and must have at least 3 meters  
to run toward that jump. They may make a standing 
jump, without such running space, by increasing  
the difficulty by 5. If a character falls short by  
1 meter, they may attempt to grab the edge of the  
gap by making another athletics check with the  
same difficulty.

JuMpINg dIFFICuLTIeS
loNG Jump DiFFiculty DiFFiculty

Jump a 3 meter gap, or reach 3 high 5

Jump a 4 meter gap 10

Jump a 5 meter gap, or reach 4 high 15

Jump a 6 meter gap 20

Jump a 7 meter gap, or reach 5 high 25

Melee
Hand to hand combat is a critical  
part of most adventurers. The Melee  
skill is required for attacking with  
any physical weapon, such as a sword,  
axe or even a fist. The actual process of  
carrying out melee combat is covered specifically in 
chapter 3, but the tools and abilities that make this skill 
really shine are found in chapters 4 and 7. Melee attacks  
are defended with the Parry skill, and occasionally  
with Dodge.

Parry
Parry is the most effective defense against the Melee  
skill, the art of deflecting an opponent’s attack. It can 
also be used against Thrown attacks, and in some cases, 
even Shot attacks. 

“Strength isn’t the only attribute that’s important 
to combat, but speed, charm and wit all feel pretty 
small when a real warrior starts swinging steel.”
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AGILITY SKILLS
Agility skills are all about nuance and grace, 
emphasizing the more controlled and sophisticated 
human motions, rather than the brawn of  
Strength skills. Ranged attacks, dodging, and  
feats of acrobatics all fall under this category.  
More information on combat applications can  
be found in chapters 3 and 4.

Acrobatics
Acrobatics can be used for many subtle tricks,  
such as running a wire, rising very quickly,  
or similar actions. Specific tricks that can be  
done with the acrobatics skill are found in the  
chart below.

Acrobatics can also be used to avoid damage when 
falling, per the chart below, and to keep one’s footing 
on unstable terrain. Difficulties for these checks are 
set by the storyteller.

ReduCe FALLINg dAMAge 
reDuciNG FAlliNG DAmAGe AcrobAticS req.

tuck and roll, reduce effective falling distance by 2 meters 5

reduce effective falling distance by 4 meters 10

reduce effective falling distance by 6 meters 15

reduce effective falling distance by 8 meters 20

reduce effective falling distance by 10 meters 25

reduce effective falling distance by 12 meters 30

ACROBATICS dIFFICuLTIeS
AcrobAticS trick DiFFicultieS AcrobAticS req.

kip up, stand up from being prone as an instant action 7

roll, begin or end a movement in a prone position 5

Walk a balance beam, or similarly narrow surface with a movement penalty of -3 5

hurdle a 1 meter object 8

beam run, walk a balance beam or similarly narrow surface with no movement penalty 10

Wall run, run along or up a vertical wall as a normal movement 10

high hurdle, leap a 2 meter obstacle during a normal move 15

rolling charge, begin or end a move while prone, and make a melee or thrown attack at the end of movement 15

Wire walk, walk a taut wire or other rope, with a movement penalty of -3 15

Double hurdle, leap over 2 obstacles in one movement, of up to 1 meters in height each 15

Wall leap, after making a wall run action, make a long-jump action as though they had a running start 20

Wire run, wire walk with no movement penalty 25

Dodge
Arguably the single most useful skill in the game,  
Dodge is primarily used to avoid ranged attacks,  
like Shot and Thrown and many magics, and can  
also be used to avoid Melee attacks, at a penalty. 

Shot
The Shot skill is most applicable with bows and 
crossbows, a combination of nuance in aiming and  
the steady hand required to fire with great accuracy.  
Shot attacks have the capacity to deal deadly force from  
a distance, and are very difficult to parry. Shot attacks are 
generally opposed by Dodge.

Thrown
Like Shot attacks, thrown attacks are effective at dealing 
damage from a distance, as with throwing axes or 
daggers. Thrown attacks are defended by either parry 
or dodge. This skill also determines the accuracy of any 
other throw, such as tossing a rock into a basket.
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Intelligence SKILLS
Mastery of the mind is the work of the scholar, but it 
is also the strength of the engineer, the expertise of 
the medic, and the survival of the explorer. Intelligence 
skills should not be overlooked, as even the strongest 
of adventurers can be stopped cold by not having the 
information they need when they need it.

Lore
The Lore skill can be used to find information or gain 
a better understanding about a person, place or some 
artifact or object. It can be used when trying to decipher 
an ancient text, or when the party needs specific 
information about the nature of their situation,  
where the knowledge of the scholar might be applicable. 
Lore can also be used to determine the specific purpose 
and even the kinds of magic used by an arcane device, 
including potential triggers and key-words required by 
such an object.

Only one check may be made to Lore a specific topic per 
day. Additionally, bonuses may be applied if the character 
has access to books or libraries that might contain 
information on the topic at hand. 

More specific knowledge skills or arcane ideals,  
if appropriate, may be used in place of a Lore check,  
but a Storyteller should not require a more specific  
skill in most cases.

Medic
Medic can be used to patch up after combat, and at 
more complex levels, can be used to correct specific 
injuries at a surgical level.

Recovering Damage by Resting: A talented medic can speed 
the healing process considerably. When an individual or 
a party rests for the night, any member of that party may 
make a Medic check. The party recovers that amount of 
damage by resting for the night. Only one Medic check 
may be applied per individual per period of rest, but it 
is possible to take the highest result from among several 
party members.

Reviving an Unconscious Character: The medic skill can  
also be used to revive someone from unconsciousness.  
As an average action, make a check with a difficulty  
equal to the amount of damage that character is over 
their unconsciousness limit. This does not remove  
the damage, but it will make them able to act again.  
If they take any further damage, they will be rendered 
unconscious again.

Saved From Death: As an average action, the medic skill 
can also be used to save a character from death. If an 
individual takes damage greater than their death limit, 
they have 3 rounds to be stabilized, or they will die.  
A successful medic check, made by another character 
can stabilize their injury, with a difficulty equal to the 
amount of damage they have received over their death 
limit. This does not heal that character, but does prevent 
them from dying. More information on damage and 
injury can be found in chapter 3.

tinker
The Tinker skill is a mastery of mechanical things. 
The use of springs, gears and other such mechanisms 
make tinker useful for locks and traps and many 
other applications. Bonuses to tinker can be obtained 
by using specialized tools. 

Disarming Traps: The tinkerer is very useful as a 
dungeoneer. When faced with wire traps, dart traps,  
pit traps, pendulums, giant gears, falling boulders and 
any other nightmare than an engineer can come up with, 
the tinkerer is the best line of defense against certain 
death. The difficulty for these traps is set individually, 
depending upon the complexity and skill of its design.

Picking Locks: A good lock is a deterrent to crime. A good 
tinkerer doesn’t care. Locks range very widely in their 
complexity, and frequently come hand in hand with traps. 
Difficulties should be set based on the complexity of  
the lock.
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wilderness
When away from civilization, the wilderness skill can 
mean the difference between life and death. It can 
prevent people from losing their way, can be used to 
find food or water, or even just to avoid disturbing 
the wyvren nest on their way to the next town.

Tracking: Tracking an individual with wilderness is made 
as an opposed check against the character they are 
tracking. This can become significantly easier or harder 
depending on the terrain, but the skill roll generally 
includes the kinds of things that people do to avoid 
detection, such as hiking through streams or leaving  
false trails.

Finding Food, Water & Shelter: When someone swings  
a sword at you, no skill is more important than Parry.  
In a similar way, when far from home and out of supplies, 
no skill is more important than Wilderness. Finding food 
is critical to many adventures, and is largely determined 
by the environment. Difficulties in finding these supplies 
are found in the chart below. 

FINdINg FOOd ANd WATeR
circumStANce WilDerNeSS req.

lush jungle environment 5

temperate forest, caves 12

Desert or sparse environment 20

extreme desert or other  
extraordinary condition 25

Finding Direction
Most travelers use the stars and sky to determine their 
direction and avoid getting lost, but there are situations 
when these avenues are not available. Use the difficulties 
below as a guideline for determining characters to find 
their way. 

FINdINg dIReCTION
circumStANce WilDerNeSS req.

open sky 5

thick canopy, or cloudy area 10

caverns or other indoor locations 25

Very difficult conditions, such as indoor locations  
after being confused or blindfolded. 30

INTUITION SKILLS
Intuition skills are centered around the powers of 
observation and on processes that have more to do  
with a person’s innate understanding of the natural  
world than it does their powers of intellect.

Perception
The Perception skill represents the character’s capacity 
to notice or find things, including the ability to observe 
hidden individuals or objects, to ransack a room,  
to search for secret doors or switches, or to notice  
critical details in a tense situation.

Detecting Hiding Characters: The Perception skill is used 
to detect hiding individuals. This directly opposes 
an opponent’s Sneak skill. An invisible or inaudible 
individual gains a +5 circumstance bonus to their  
Sneak check. A character who is both invisible and 
inaudible gains a +10 bonus.

Empathy
The Empathy skill is the capacity to read an individual’s 
emotional state and their intentions.

Determine Sincerity: The Empathy skill can be used  
to directly oppose an individual’s Deceive or Charm  
skill to determine their sincerity. This is not a perfect  
lie detector, but when making an opposed check,  
a successful empathy skill roll should give the player 
information about their opponent, not necessarily in 
specific details, but in their motivation and intentions.

Empathy can be either a defensive or an offensive skill. 
If it is actively used to gain information, it is offensive, 
so a tie favors this character. If it is used in response to 
another character’s Charm or Deceive, it is defensive,  
and so ties favor the other character.
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Animal
The Animal skill includes an individual’s capacity to 
relate to animals, including their ability to ride, train  
and command such creatures. If a character wishes to 
train or command a pet animal, or even a pet monster, 
this should be set with a specific difficulty, based on the 
skill levels of that monster. More comprehensive rules 
will be included in the Critter Compendium.

Riding: The Animal skill determines how difficult it is  
to ride or drive a specific animal. For a normal horse,  
the difficulties are as follows. Further riding techniques 
can be found in Chapter 7.

This panther knows exactly three tricks. “Sit,” ”Stay,” 
and “eviscerate.” That last one is his favorite.

RIde dIFFICuLTIeS
circumStANce ANimAl check

ride a horse 5

calm a riled horse 10

Sprint 10

ride a riled horse 15

Elemental Ideals 

The elemental ideals are skills that allow an individual 
to tap into the elemental magics that make up the world. 
They are used in the Elemental Spells, a form of magic 
covered in Chapter 8.
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ENDURANCE SKILLS
Endurance has limited application in that it applies just 
to the Grit and Spirit skills, but these can be critically 
important. A character who lacks Grit will fall victim to 
many magics and poisons, regardless of their capacity to 
dodge or parry. A character with no Spirit can fall victim 
to demonic influence.

GRIT
The Grit skill measures how a character withstands 
physical trauma. It is used as a counter to many 
physically-based arcane effects, as well as poisons  
or resisting intense physical environments.

SPIRIT
The Spirit skill is used to power some very  
specific abilities in the Divine and Demonic  
races and talents, as well as, in some rare cases,  
to defend against these effects, especially  
against demons.

WILLPOWER SKILLS
Willpower enables a  
character to resist magics,  
avoid manipulations,  
and to cow others  
with intimidation. 

AUTONOMY
Autonomy represents a  
character’s resistance to  
mental strain. It is particularly  
effective in resisting arcane effects,  
but also resists intimidate checks.

INTIMIDATE
The Intimidate skill is used to scare people. It can be 
used to make weaker-willed individuals do something 
that they would not normally do, such as run away  
or give away their money. It is defended by Autonomy, 
and a character who fails this defense will react 
accordingly, based on the storyteller’s discretion. 

“Abigail doesn’t bother with the Intimidate skill.  
She lets her horse, Snowflake, do that for her.  
He’s very good at it.”

24



Charisma SKILLS
Charisma is more than just looking good. It is the art of 
manipulation, of getting what you want from others and 
putting yourself in the best possible presentation.

Charm
The Charm skill’s primary purpose is to improve  
another individual’s opinion of the character, but it  
can also be useful for acquiring favors.

Changing first impressions: When two people meet,  
they take stock of one another, forming a first 
impression. This is listed on the character sheet,  
based on charisma, and will greatly affect how people 
treat the character. Assuming the opposing individual  
is willing to talk to the character, a Charm check may  
be made to improve that first impression. Raising a  
first impression may only be attempted once. If less than 
a 5 is achieved, the first impression is lowered one step.

RAISINg FIRST IMpReSSION
chArm AttemptS chArm check

lowered one Step 5

No change 10

raise first impression one step 15

raise first impression two steps 20

raise first impression three steps 25

Additionally, a character who does something very  
kind or generous may also raise their impression,  
as decided by the Storyteller. This covers bribes and 
similar reciprocal favors. The bigger the bribe,  
the better the impression.

Acquiring Favors
Once conversing, a character may attempt to ask a  
favor of another character with a charm check.  
The difficulty for acquiring the favor is based on the 
opposing character’s attitude toward the character,  
and the potential danger or loss of the favor, as shown  
by the following chart. This danger or loss could be 
physical, emotional, or economic. Asking favors at all 
requires a positive first impression.

ACQuIRINg FAVORS
chArm AttemptS chArm check

convince a like-minded person for a favor 5

convince a favorable person for a favor 10

convince an opposed person for a favor 15

convince an highly opposed person for a favor 20

convince an adamantly opposed person for a favor 25

CHARM peNALTIeS
SituAtioN peNAlty

potential for harm -2

potential for serious harm -4

potential for deadly harm -8

imminent death -16

Deceive
The Deceive skill measures how effective the character 
is at concealing the truth. This is directly opposed by 
Empathy. A very believable lie, such as ‘they went that 
way!’ might gain a +4 circumstance bonus, while a  
very difficult lie, such as ‘your mother told me she hates 
you’ could suffer a -4 penalty or higher, (depending on 
the mother).

Haggle
Haggling is the skill of getting products at cheaper 
prices, and is opposed by the defender’s own haggle 
check. Reduce or increase the price of a contested  
service or purchase by 10% for every 3 points either 
haggler succeeds on their haggle check. An item  
cannot be reduced below 60%, and it cannot be  
increased beyond 150%.
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CUNNING SKILLS
Cunning is the capacity to gain the advantage over others 
through stealth and intrigue. This involves outright theft, 
like picking pockets, and more verbal means like Gossip.

Gossip
The Gossip check represents the character’s capacity 
to gather information or spread rumors among a 
population. Talking to a street urchin here and  
getting information from a guard there, this is a  
process that takes some time, but can be very useful  
in urban situations. When making a gossip check, make 
a single check for several hours of information gathering, 
and come back with the total information gathered.

gOSSIp dIFFICuLTIeS
GoSSip GoSSip check

Spread a believable rumor 5

Determine the mood of a population 5

Get the latest news/celebrity gossip 10

Spread a rumor 10

Spread an unbelievable rumor 15

learn the things that people know but don’t  
want to talk about 15

Spread an impossible rumor 20

learn important secrets 20

Steal
The Steal skill is used to pick someone’s pocket or take 
something without being noticed.

First, the offending party rolls a Steal check, with a  
difficulty set by the storyteller as to how difficult 
something is to actually take. Then their opponent rolls 
a perception check to determine whether or not they 
noticed the theft. If the Steal check is successful past 
the set difficulty of the theft, they take possession of 
the stolen object, but if the opponent succeeds on their 
Perception check, that opponent may take notice of the 
theft, even if actually taking the object was successful.

“It’s awfully hard to hit what you can’t see,  
but that doesn’t stop it from hitting you.”

Sneak
The Sneak skill can be used to hide while stationary  
or to try slip past someone without their knowing.  
This check is simply opposed by an opponent’s 
perception. An individual who is invisible or inaudible 
gains a +5 circumstance bonus to a Sneak check.  
An individual who is invisible and inaudible gains  
a +10 bonus. 

A minor penalty may also need to be applied if they 
are walking through water or sand or snow some other 
surface that leaves obvious traces. They may also suffer a 
similarly significant penalty for doing things like opening 
and closing doors, or otherwise interacting with their 
environment, but they should always be allowed a check. 

An individual who is moving while sneaking suffers a  
-2 movement penalty. They may forgo this penalty for a 
-4 circumstance penalty to their check. They must make 
a new sneak check for every 5 meters they move through 
an opponent’s field of vision.
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Chapter three

Combat & Timing

“Surrender, Mage!” The Vanir gripped the haft of his spear, 
ready to lunge. “We have you cornered and outnumbered.” The 
sorcerer stared back at him in smug defiance. The Vanir and 
his companions had chased him down into the lowest depths of 
his tower complex, where there was nowhere left to run. 

Power crackled around the sorcerer’s hands, arcs of electricity 
and slashes of void energy that were just waiting to be unleashed. 
The Vanir didn’t let himself be intimidated. He had two of his 
best soldiers with him, a bowman on one side and his own caster, 
who was just now making his way around to flank the mage.

“I am right where I want to be,” the sorcerer said. He snapped 
his fingers once, and the heavy door behind the Vanir and his 
companions slammed shut, sealing them together in the large 
stone chamber. “And you are out-matched.”

Lumbering from the shadows on the far end of the room, a stone 
ogre emerged. Nearly twice the height of a man, it was easily 
three or four times as thick. It gripped an iron bar that would 
have been too heavy for the Vanir’s entire team to lift, and 
stepped into the light. The stone slabs that covered its skin 
ground together as it moved, and its eyes were hollow, its voice 
quiet. It stood at the mage’s side.

The Vanir was a seasoned warrior, and although his adrenaline 
surged, he did not let his fear show through. “After he swings, 
the ogre’s maul will recover slowly,” he said to his companions. 
“Take advantage of the timing and stay out of range. We can 
win this.” 

“Enough!” The sorcerer snarled. Lightning crackled around him 
and lashed out at the Vanir, to be absorbed by his shield. 

“Now!” The Vanir begin his charge, and the first arrow flew over 
his shoulder. He rolled under the first swing of the stone ogre’s 
bar, and came up with his spear ready.



The Combat Map
As encounters play out, timing and location become 
very important, particularly when weapons are drawn. 
Combat is laid out by drawing out the locations of 
unmoving objects on a combat map, made up of 
hexagons. If an erasable map is not available, 
a storyteller may photocopy the hexmaps from 
the back of this book and draw out environments 
in advance, or download hexagon-based map tiles 
from our website.

Each individual or important movable object should 
have a representation on this map, such as a fi gurine, 
tile or die.

The Combat clock
On one side of the map a wheel should be drawn, 
with empty spaces labeled from 1 to 12 in a clockwise 
pattern as is shown here. This is the combat clock, 
an indicator for timing within the game. This is 
generally only used when timing really counts, such as 
during combat. The following example shows what a 
combat clock drawn on a hex-map could look like.

To start combat, write down all of the character’s agility 
scores on a list on the side of the combat clock and set 
a timing indicator for each player on the 12 space. 
Unless all combatants are very ready for the fi ght, 
the character who initiates combat should generally 
take their action fi rst. In the case of an ambush, all of 
the ambushing characters should go before those who 
are surprised. Otherwise, each player will take their turn 
in order of agility.

Actions in the game will be assigned a speed, which will 
determine how many spaces the character’s timing will 
move when they take that action. When a player takes 
an action, their timing indicator moves that many spaces 
clockwise along the combat clock, to rest on a later space.

Play starts on the 12 space and progresses as a generic 
timing indicator (which represents ‘now’) moves 
clockwise around this wheel. When it arrives at a 

character’s timing representation, it is their turn. 
Every time the timing indicator passes the line 
between space 12 and space 1, a new round has begun. 
This is called the recovery point. Some timing effects 
take place at the recovery point.

When two players occupy the same space, such as the 
very beginning of combat, use their agility score to 
decide who will take action fi rst, such as is done to 
normally start combat. Ties can be resolved randomly.

Mob Rules
The combat clock provides precision and strategy in 
fast-paced fi ghts, but can get complicated very quickly. 
If there are too may combatants on the wheel, 
(more than 5 or 6,) it can help to group some of these 
together, taking their actions at once and taking the 
same action speed each time. This is called a mob. 
Give this group of characters one single indicator on 
the combat clock and try to keep them together to 
simplify the combat wheel.

There are many times in the game when timing really does count. Most of these have to do with combat, 
so this chapter will be dedicated to the basic timing, motion, and combat rules. Keep in mind that for almost every 
rule, there’s a way to break it. This happens through abilities, spells, arcane equipment, and myriad other ways. 
If an ability confl icts with the core mechanic, use the ability listing instead of the standard rule. If two rules or 
abilities obviously confl ict, the Storyteller should adjudicate.
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Action Speeds
Every action within the game has a speed rating, to 
determine how long it takes. These are: free, instant, 
very fast, fast, average, slow, or very slow. 

When the timing indicator reaches any character, it is 
their turn. They can take any action, at which point they 
will move their timing representation the correct number 
of spaces for the action speed of whatever it is that they 
just did, in a clockwise direction. The timing indicator 
will then continue its clockwise path until it arrives at 
the next character’s marker.

Free action: A free action can be made at any time, 
and takes no movement on the combat clock. Things 
like shouting a command are free actions, so long as 
they are not abused. Shouting a single short phrase is a 
free action, while reciting a long poem is not.

instant action: An instant action must be made on that 
character’s turn, but only requires moving one space on 
the combat clock. Things such as changing a combat 
stance or grip are done as an instant action. 

Standard action speeds: Other action speeds range from 
5 to 9, very fast to very slow. While there are some ways 
within the game to change these speeds, this is standard 
enough to be listed on the character sheet.

simultaneous actions: Sometimes, characters are able 
to take two actions at the same time, such as running 
and attacking. When taking two actions at once, 
always take the slower of the two action speeds.

Speed Bonuses & Penalties
A speed bonus will lower the number of spaces moved 
on the combat clock, speeding things up, while a speed 
penalty will raise that number, slowing them down. 
Some speed bonuses and penalties, such as the spell 
speed increase of a wand, count as equipment bonuses, 
and thus stack with other bonuses and penalties from 
abilities or spells, as in the normal stacking rules.

Delaying Actions
A character may choose to delay their action, taking their 
timing indicator off the combat clock. They may put 
it back on at any time, taking their action normally. 
A character who is delaying off the combat clock 
is considered to be focusing on their defenses. 
They gain a +2 circumstance bonus to Dodge, 
Parry, Grit and Autonomy.

Round-by-Round & Duration Effects
Some effects will have a duration, lasting a set number 
of rounds. When an effect’s duration is begun, place a 
dice next to that space on the combat clock, just outside 
of where the characters leave their indicators. Set the 
number on that die equal to the total rounds that effect 
will last. Every time the timing indicator passes that 
point on the combat clock set the dice one number lower, 
until the effect disappears.

Initiative Damage
If a character takes initiative damage, they are moved 
back on the combat clock that number of spaces.

combat timing summary & example
The following example runs through the whole timing 
concept and shows how combat might run. To see it 
work, it may help to actually draw out the combat wheel 
and run through the exercise with the text.

Three characters enter combat. Jim the fighter, Mike the Mage, 
and Raxacoricofallapatorius, the slimy green monster (Rax for 
short.) Jim has an agility of 10, Mike has an agility of 7, and Rax 
has an agility of 5, all of which are listed next to the combat clock.

All three have timing indicators on the 12 spot of the combat clock. 
Jim, with the highest agility, goes fi rst. He swings his broadsword 
at Rax, which is an average action, and so his timingindicator moves 
to the 7 space on the combat clock.

Next, Mike casts a very fast fi re spell at Rax, so his timing indicator 
moves to the 5 spot on the combat clock. Rax, unhappy with this 
turn of events, shouts in frustration, a free action, and then turns 
and runs away in a speedy fashion, a very slow action, moving 
him to 9.

From this point, the ‘now’ point of the combat clock ticks around, 
skipping empty spaces until it arrives at 5, where it is once again 
Mike’s turn. Mike casts another very fast fi re spell, moving to the 
10 spot on the combat clock.

The next indicator around the circle is Jim, at 7, who gives chase 
as a very slow action, and at the same time attacks. He catches up 
fast enough to charge Rax, attacking with his broadsword, the very 
slow move was slower, so Jim moves 9 spaces on the combat wheel, 
coming back around to 4.

Rax is next, still running away, but with less hope this time, after 
which it is Mike’s turn again. Play continues. as such.

It’s easy to see the fl exibility in strategy and timing that 
this allows, as well as how important action speeds can 
be to the ebb and fl ow of combat.
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Turning & Direction 
If you don’t think that direction is important, just ask the 
guy who gets a knife in the back. Players will track the 
direction their character is facing through their indicator 
on the map. They may turn that indicator while taking 
any action or at the beginning of any movement, and at 
the end of any movement in which they do not make 
another action, such as a charge.

Move Distances 
The speed of a move action varies depending on how 
far the character moves, as shown in the table below. 
With fi ve move distances and fi ve action speeds, this 
becomes a fairly intuitive process.

MOVEMENT, DISTANCE & SPEED CHART
SPACES MOVED ACTION SPEED

Move 1 space, (Close move) Very Fast

Move 2 spaces, (Short Move) Fast

Move 3 spaces, (Half Move) Average

Move 4 spaces (Long Move) Slow

Move 5 spaces, (Full Move) Very Slow

Sprinting 
When making a full move, a character who has invested 
in Athletics as a skill may move even faster than normal, 
based on their mobility bonus. This was covered in 
further depth in Chapter 2.

Movement Penalties
Occasionally, something will make movement more 
diffi cult, resulting in a movement penalty. A movement 
penalty decreases the number of spaces that a character 
moves with their action. This can be applied by armor, 
steep terrain, deep snow, water, or sand, or any other 
situation that makes it diffi cult to move forward. 
More information can be found in the Athletics skill 
entry in chapter 2.

For example, if a character has a movement penalty of 1 and they 
make a full move, they may only move 4 spaces. 

Crawling, or Moving While Prone 
A character who is laid out on their stomach or back 
is considered prone. They can crawl, suffering a 
-3 movement penalty. 

Charging, Acting while Moving
A character may take a single action while moving, 
such as drawing a weapon, attacking, or any other action 
that wouldn’t seriously impede their movement. To do 
so, they must move in a straight line, they cannot turn once 
they have started this move, and they use the speed of 
the action or the move, whichever is slower. 

An attack made in this way is called a charge. They must 
attack at the end of their charge, and they cannot turn 
their indicator while they move or after they move. 
A Melee or Thrown attack made at the end of a charge 
must be made in a forward direction.

Moving through obstacles
A character may move freely through a space occupied 
by an ally, but not through a space occupied by an enemy. 
A player may use the Acrobatics skill to vault over an 
obstacle, such as a table or even a person, as discussed 
in chapter 2. Pushing past an opponent or neutral party 
requires an opposed Strength check. Neutral individuals 
generally do not resist this movement, such as pushing 
through a crowd, although if there are many such 
people to push through, this may begin to incur a 
movement penalty.

Difficult or Dangerous Terrain
Various loose or challenging terrains can slow or stop a 
player. Further information can be found in this chapter 
under environmental hazards, or in the Athletics entry 
of chapter 2.

Movement is critical to many situations, where being in one place or another means the difference between 
safety and harm. 
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One-handed Attack & Defense Range
A player may wield one two-handed weapon or up to 
two one-handed weapons. With one-handed weapons, 
the hand that a character holds that weapon in will 
determine what spaces a character can attack or defend 
from. With one hand, they can attack or defend directly 
in front of them, and two spaces to the either side, 
depending on which hand is holding the weapon. 

This is mostly important for defense, since a character 
can turn to face any direction before taking any move or 
attack action.

Two-handed Weapons
Two-handed weapons have a slightly different 
offensive and defensive range, covering the space directly 
in front of the character, and one space to either side. 
Some weapons, like the Longsword, can be wielded with 
one or two hands. Switching between grips like this 
requires an instant action.

Similarly, some two-handed weapons, like the staff or 
halberd, are very versatile and can be wielded in several 
different ways. Again, switching between these requires 
an instant action, so the players cannot use the statistics 
interchangeably.

Spells and other actions that trigger as a free action but 
still require an open hand must have that open hand 
available before use. A player can drop their weapon as 
a free action to use these spells or effects. Doing so with 
a two-handed weapon will require that they take an 
instant action to ready that weapon again before they 
can use it to defend.

Dual Weapons
Wielding two weapons is a way to get more attack and 
defensive options, but keep in mind that not all weapons 
function very well together. To work well, both weapons 
must be within one speed category of one another. 
This rule also applies to shields.

If holding two mismatched weapons, a player may only 
count one weapon as active, and may not use the other 
for attack or defense. Switching between these weapons 
would require an instant action.

The subtlety in weapon speed and range can make a huge tactical difference. Timing patterns and planning 
angles of attack can help hit enemies where they are weakest, and avoid their strongest attacks. The rules in this 
section can seem a little litigious, but they are meant to cover the fine details of combat. Until they are needed, 
some of these rules can be safely ignored.
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For example, a character wielding a dagger and a longsword may 
not do so effectively, since the dagger has a speed of very fast, 
and the longsword has a speed of average. If the longsword is 
active, they can switch to the dagger as an instant action and 
vise verse. A character wielding a dagger and a sabre, on the 
other hand, can use either weapon without switching. 

A character may wish to simplify their options by 
wielding two identical weapons. On the other hand, 
a player may wish to capitalize on this mechanic by 
wielding a very offensive weapon in one hand, such as 
a battleaxe, while wielding a very defensive weapon in 
the other, such as a shield. A storyteller should track the 
character’s strong and weak sides to engage this tactic in 
an interesting (lethal) way.

Longer ranges
Weapons that have a range of 1 can only reach adjacent 
spaces. Weapons with a range greater than 1 can reach 
that many spaces away from the player, as shown in 
these diagrams.

Occupied Spaces
A human-sized character occupies one space on the 
map, but larger creatures could occupy more. Their shape 
should refl ect the spaces they occupy. Swarms of small 
creatures may be best served by tracking mob statistics, 
rather than individual health and attacks. More than one 
small creature can share a single space.

A character can move through allied spaces freely, 
but not through opposing occupied spaces. Characters 
fi ghting in tight quarters, or occupying the same space 
could face a circumstance penalty.

The Blind Spot
Nearly every creature or character has a blind spot,
a space directly behind them that they cannot see or 
defend effectively. If attacked from this space they cannot 
Parry, but they may Dodge. Attacks made from this space 
also apply as surprise attacks, explained in the Additional 
Tactics section later in this chapter.

Weapon attack & draw Speed
Every weapon has an attack speed, listed in that weapon’s 
entry. To draw that weapon requires a separate action, 
at the same speed as a normal attack. Even weapons that 
are not drawn, such as a war-hammer or staff, must be 
readied before they can be used. A player may also draw 
a weapon while moving, using whichever action speed 
is slower.
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The premier method for dealing damage and death in the Mayhem game is the use of melee attacks.

Melee Attacks
A Melee attack is any attack where you swing, stab, 
smash or cut someone in hand-to-hand combat. To make 
a melee attack, fi rst make a Melee skill check including 
all appropriate bonuses.

To review, this means rolling the Strength skill die, and adding 
the character’s skill level and an equipment bonus, if one applies 
for the specifi c weapon being wielded. If using some kind of a 
combat maneuver or magic, they might also add a technique 
bonus, or even a circumstance bonus if there is some other strategic 
advantage, such as whelming or surprise attack. 

To help keep the game moving quickly, these statistics 
should be written down before-hand on the character sheet. 
A player then rolls a die and adds a single total, with only 
occasional bonuses or penalties. 

For example, Spike the Thug wishes to attack with a sabre. Spike 
has a strength of 10, so he rolls a d10. He has 9 levels in his 
Melee skill, and his sabre has a Melee Equipment bonus of +1, 
which is totalled on his character sheet as +10. Rolling a 9, his 
total attack stands at a value of 19, which will be the diffi culty 
for his opponent to Parry. If he had any additional technique or 
circumstance bonuses or penalties, those might apply to raise or 
lower that number accordingly, which could change.

Parrying Melee Attacks
The primary method of defending against a Melee attack 
is to use the Parry skill. Roll a parry skill roll, including 
the skill level and other bonuses or penalties as tracked 
on the character sheet. Parrying an attack requires no 
time on the combat clock.

For example, Cynthia tries to defend Spike’s attack with a shield. 
Cynthia has a strength of 8 giving her a skill die of d8. With a 
parry skill of 10, and a shield’s equipment bonus of +2, for a 
total of +12. She will roll d8 +12. Cynthia rolls a 4 and adds 
12, for a fi nal parry skill check of 16.

Counting Damage
In order to hit a target, an attacking character needs to 
roll at least as well as their opponent. (Ties favor the 
attacker.) If a character hits, they deal the standard 
damage for that weapon. 

To continue our example, Spike’s sabre attack rolled a 19. 
Cynthia’s shield parry rolled a 16, so Spike hits. Sabre damage 
is 1d8. Had he been swinging a greatsword, Spike’s preferred 
weapon, he would have rolled 2d10.

Critical hits
An attack that hits particularly well can crit or even 
double-crit, dealing extra damage. Each weapon has 
crit values, listed as two numbers together. If a weapon 
hits by at least the fi rst number, it deals one additional 
damage die. If the weapon hits by the second number, 
or double-crits, it instead deals two extra damage 
dice. The crit values are listed on the weapons entry, 
from 3/6 to as high as 6/12.

Keep in mind that even though some weapons have 
multiple damage dice as their base damage, they only 
add one extra die for a crit, or two for a double-crit.

Spike’s sabre has crit values of 3/6. Spike’s attack roll was 19, 
which is 3 more than Cynthia’s defense (16), which is enough 
for him to crit and get one extra damage die, for a total of 2d8 
damage. Had Spike hit by a margin of 6 or better, he could have 
rolled as much as 3d8 damage.

Dodging Melee Attacks
Dodging a melee attack is a little harder than parrying. 
Melee weapons can be dodged, but an additional 
-4 circumstance penalty is applied to the Dodge check.

Armor
If a character is listed to have an Armor value, reduce all 
damage by that number. 

Weapon choice: Style & Tactics
By comparing speed, range, damage, crit values and dodge 
or parry bonuses, it is easy to see how much a character’s 
weapon will affect the strategy and style of their play.

Spike’s sabre is much faster, parries better, and scores more critical 
hits than his greatsword, and is one-handed, leaving his other 
hand available for a shield or second weapon. Spike still prefers 
the 2d10 base damage of the two-handed greatsword. Cynthia, on 
the other hand, would likely prefer the more fi nesse-based sabre, 
blocking with the shield and following up with fast sabre slashes. 
When comparing options, choose the best weapon based on your 
own character.’s style
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Shot & Thrown Attacks
A shot weapon is any weapon that requires a 
device from which it is fi red, such as a bow, a sling, 
or a crossbow. Some of these weapons, crossbows 
in particular, require a reload speed. Reloading a 
shot weapon with a reload speed is an action in 
and of itself, which is labeled on that weapon’s 
entry in the weapon list. 

A thrown weapon is anything physically hurled at 
your opponent, and many melee weapons double as 
thrown weapons. Separate throwing ranges for thrown 
attacks are listed in the weapon entries for those 
weapons, and follow the same rules as shot attacks. 
If an object does not have a specifi c weapon entry, 
it suffers a circumstance penalty on the attack roll.

Ranged Attack Rolls
A Thrown or Shot attack roll is made almost exactly 
like a Melee attack roll, except that the principle defense 
against Shot attacks is Dodge, rather than Parry. 
Parrying a shot attack incurs a -4 circumstance penalty, 
while Dodging them does not. Thrown attacks can be 
parried or dodged without penalty.

Obstacles
Many times when making a Thrown or Shot attack, 
there will be something in the way, such as a table, 
a barricade, or even an opponent or ally. Making a 
Thrown or Shot attack against a character so defended 
is slightly more diffi cult, so an obstacle penalty is 
incurred. For every obstacle between an attacker and 
their target, incur a -2 circumstance penalty to that shot. 
It is the up to the Storyteller to determine just how many 
obstacles count for each shot, and unlike most penalties, 
these do stack.

For example, Hawk is standing behind an overturned table, 
which qualifies as two obstacles. If Brea chose to fire her 
bow at him, she would have to take a -4 penalty on the shot. 
If he were crouching behind a table and behind a parapet 
with in thick fog, he would be incurring four obstacles, for a 
-8 penalty.

Long Range
Ranged attacks have a normal range listed but they, 
can be made outside of these normal ranges. For every 
range increment they are outside their normal range, 
treat that attack as if it were blocked by one additional 
obstacle. This way, the farther an attack is, the harder 
the shot will be to make.

Ranged Attacks can be very important for dropping out-of-reach or hard-to-hit foes. Ranged attacks are also 
useful when you just don’t want to be close enough to an enemy for them to be able to hurt you.

while Dodging them does not. Thrown attacks can be 
parried or dodged without penalty.

the shot will be to make.
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Entering a grapple
Initiating a grapple is an average action, and must be 
done with at least one hand free. First make a Melee 
skill roll as though making an attack. Instead of dealing 
damage, however, roll a Strength or Agility check, 
opposed by the opponent’s Strength or agility. If the 
attacker wins, both combatants are considered to be 
locked in a grapple, and their attack and movement 
options are limited. A grapple made with only one 
hand free suffers a -2 penalty.

Moving within a grapple
To move an opponent, make an opposed Strength or 
Agility check. If this check is successful, then both 
characters are moved together. Apply a movement 
penalty of -3.

Attacking, defending, & magic
While in a grapple, a 
character can only draw and 
use weapons designated for 
close combat, such as a dagger, 
claw, open fi st, or similar weapons. 
An attack inside a grapple takes the 
normal speed and 

is otherwise treated as a normal attack for the purposes 
of crits, armor bonuses, etc, but all attack and defense 
rolls made while in a grapple are made with a -2 penalty. 
Magic may not be cast while in a grapple unless the 
character has a free hand.

Forcing someone to the ground
To force a grappled foe to the ground, make an opposed 
strength or agility check as an average action, which can 
be opposed by the opponents strength or agility. This can 
be done at the end of a move, as a running tackle. Use the 
slower attack speed, and apply a +2 circumstance bonus.

Escaping from a Grapple & Cheaping out
Escaping from a grapple is a very fast action. Make an 
opposed strength or agility check. If either character 
has taken damage within the last round, they receive a 
-4 penalty on their grapple checks. 

Grappling can take several forms, from contests of muscle, to agile martial arts locks, to being gripped 
in the jaws of a massive dragon. Specific maneuvers within grappling can give a character great control over 
their opponents. Further maneuvers are found in Chapter 7, Weapon Techniques. 

characters are moved together. Apply a movement 
penalty of -3.

Attacking, defending, & magicAttacking, defending, & magicAttacking, defending, & magicAttacking, defending, & magic
While in a grapple, a 
character can only draw and 
use weapons designated for 
close combat, such as a dagger, 
claw, open fi st, or similar weapons. 
An attack inside a grapple takes the 
normal speed and 

opposed strength or agility check. If either character 
has taken damage within the last round, they receive a 
-4 penalty on their grapple checks. 
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Damage
The amount of physical injury that 
a person has sustained is measured in 
damage, and is counted up from zero. 
It should be tracked on the character sheet 
by checking the boxes as shown here.

Healing
Damage can be removed by a nights rest 
and a medic check, or by some form of 
arcane healing. A full night’s comfortable 
sleep, or eight hours of rest for nocturnal 
characters, will remove damage equal 
to a character’s Medic skill roll. Several 
characters in a party can make medic checks 
for a single resting period. Use the highest 
of these scores, with the assisted skill bonus.

Elemental & Physical Damage
Some damage, such as that dealt by 
weapons, is considered physical, 
while some, such as that dealt by spell, 
is elemental, but both are tracked in the 
same place. Armor reduces all damage, 
but some spells and effects reduce only 
one or the other. If damage is not listed 
as elemental damage, then it is assumed 
to be physical.

Unconsciousness
A character’s unconsciousness limit is based on 
willpower, and is listed on the damage tracking bar 
on the sheet as the lower of the two bars, as shown 
here. A character who has taken more damage than 
their unconsciousness limit will be unconscious. 
Unconscious characters can be revived by a medic 
check, with a diffi culty equal to the damage they have 
taken over their unconsciousness limit. 

The character shown on Example 1 has a willpower of 7, and 
has taken 28 damage. Their consciousness limit is 20, so 
they would be unconscious. They would require a medic check 
with a difficulty of 8 to revive.

Shock
Some abilities and magic have the 
capacity to shock, or non-lethal 
damage. This counts up with normal 
damage, but goes away at the end of 
the current segment on the combat 
clock, and so does not need to be 
marked on the character sheet. 
This damage cannot kill a character, 
but can knock them unconscious.

Death & Dying
A character’s death limit is based 
on Endurance, and is listed on the 
damage tracking bar on the character 
sheet. If a character’s current damage 
is greater than their death limit, 
they have 3 rounds to receive some 
form of healing, reducing their damage, 
or to be stabilized through a medic 
check with a diffi culty equal to the 
number of damage they have over 
their death limit. If they do not receive 
either of these in time, they will die. 

The character shown in example 2 has an 
endurance of 9, and can take 35 damage 
before they are dying. Right now they have 
taken 45 damage. An ally would need to make 
a medic check with a diffi culty of 10 within 
3 rounds of them taking lethal damage in 
order to save their life. 

What ’s next?
In the Mayhem system there is no rule or method 
for bringing dead characters back to life. However, 
Death does not need to be the end of that game, since 
it is a simple matter to generate a new character, use a 
favorite character again in another game, or to bend the 
rules for the sake of continuing play. However, keep in 
mind that the risk of death can keep a game suspenseful. 
Completely removing the threat of death from a game 
by making it cheap or easy can actually weaken the fun 
of the game.

The human body can only take so much punishment before death, but there are specific ways in which a 
character can be saved if they have taken potentially lethal damage.
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“Flight grants many combat advantages, including 
greater speed, tactical visibility, and the capacity to 
avoid attack. It has just one key fl aw. Gravity.”

Wingspan
Winged fl ight requires signifi cant space to be effective. 
The character must have open area around them as 
wide as their wingspan in order to use their wings at 
all, and in most cases must fl y in a forward direction, 
rather than straight up. This prevents fl ight in tight 
pits or corridors, or when a character is crowded in 
by opponents.

Taking Off
Unless they begin by falling at least 3 meters, a character 
must spend an action to take off, before beginning 
winged fl ight. Taking off is a very slow action, lifting 
a character up 3 meters and forward 2.

Continued Flight & Attacks
The Winged character covers a lot of ground, but has a 
hard time stopping in midair. They must make a full move 
action each turn, but they may move 8 spaces each time 
they move. A character cannot hover in place, and if they 
are stopped unexpectedly, they should take falling damage 
as though they had fallen at least 8 meters.

The capacity for flight grants incredible freedom and tactical advantage. Shifting the game into three 
dimensions, however, can add its own layer of complexity, so that running fl ight combat is its own unique 
challenge. Adding fl ight into a game will greatly change the tactics and tone of the game.

“Flight grants many combat advantages, including Taking OffTaking Off

challenge. Adding fl ight into a game will greatly change the tactics and tone of the game.
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Unless they have some ability which allows them to do 
so, they may not attack or cast spells while in fl ight, 
but may attack at the end of their fl ight, as a charge. 
They may still defend normally.

Tracking Height
When characters get off of the ground, it is important 
to remember how high they are in the air, in order to 
determine attack ranges. If they expect to work with 
height, the storyteller can draw a single line across 
one side of the map, marked in 1 meter intervals. 
Flying characters can be placed on this meter as 
shown in the height tracking chart to record how 
high they are at any given time. 

Turning Radius
Since most fl ight depends on momentum and lacks 
the ground under one’s feet to stop or turn, Moving 
within fl ight has some specifi c restrictions. Turning 
is organized by a turn radius number. The lower the 
number, the tighter a character can turn in fl ight. 

The best way to think about this is to consider the 
character turning as through leashed to a post several 
meters away. This is called the pivot point, and must 
be at least as many spaces away as the turn radius. 

A Radius of 3, for example, can turn as though fixed to a pivot 
point 3 meters away. A radius of 2 or 1 would  let the character 
select a closer pivot point, and therefore tighten the turn. 
A maneuverability of  0, or perfect maneuverability, allows the 
character to turn on the spot.

Ascending
Fighting against gravity is hard work, and characters 
cannot ascend directly upward. When ascending, 
they must sacrifi ce forward motion for some vertical gain. 
For every 2 meters they sacrifi ce in forward movement, 
they can ascend 1 meter, to a maximum of 3 meters up.

For example, a character can move 8 meters forward, or 6 meters 
forward and 1 up, or 4 meters forward and 2 up, or 2 meters 
forward and 3 up, each as a full move, a very slow action.

Descending
A fl ying character may go down much easier than they 
can go up. A character may descend up to 8 meters 
as part of a horizontal move, without reducing their 
horizontal distance. This means that they could forward 
8 meters and down 8 meters in the same action.

Diagonal Attack Ranges
Determining combined distance for both horizontal 
and vertical dimensions can be tricky, especially 
when looking for ranges with magic or shot weaponry 
Although there are a few mathematically sound ways 
of doing so, this kind of calculation is probably beyond 
the scope of the game. The best way to handle this 
situation is to simply take the storyteller’s best guess. 
The specifi c distance doesn’t matter as much as keeping 
the gameplay moving. 

For example, If a player is 10 meters away horizontally and 
10 meters away ver tically, they’re probably somewhere in 
between, about 15 meters. If either the vertical or horizontal 
distances is much shorter, the distance could be closer to
12 or 13 meters.

Flight Techniques
In-fl ight combat has its own tricks and tips, which can be 
found toward the end of Chapter 7, Combat Techniques. 
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Surprise Attacks & Intuitive Defense
When a character catches an opponent off guard, 
they have a better chance of hitting their target and as 
such, a better chance at dealing solid damage. Some 
such situations might include attacking from a blind 
spot, attacking a character who is unaware they are 
being attacked, attacking while invisible, or coming up 
with some other way to catch an opponent with their 
guard down. In any of these situations, the attacking 
character can apply their Surprise Attack Bonus, 
which is listed on the character sheet, and based on 
their Cunning. This counts as a situational bonus for 
stacking purposes.

Likewise, any time a character is being attacked by 
another character using a surprise attack bonus, 
they must use their intuitive defense bonus or 
penalty while defending.

Whelm Attacks
On may occasions, it is advantageous for two characters 
to gang up on one, attacking them simultaneously. 
This is considered a cooperative action, as explained in 
the previous chapter. Two characters must be on the 
same spot on the combat clock, and they must declare 
that they are attacking simultaneously. They gain a 
bonus equal to the number of participants, +2 for 
two characters, +3 for three, and a maximum of +4. 
They each use their own skill roll. This can be used 
on any skill action or grapple check, and counts as a 
situational bonus.

Defensive Delay
If a character is attacked while waiting off the combat 
clock, they gain a +2 Circumstance bonus to their 
Dodge, Parry, Autonomy, or Grit rolls. 

Terrain & other bonuses
Occasionally, there could be some other reason 
why a character would deserve a situational bonus. 
The Storyteller is free to apply these bonuses or 
penalties whenever appropriate.

Standing, Kneeling & Prone Defending
A character attacking while prone suffers a 
-2 circumstance penalty to that roll. A character 
defending from a melee attack suffers a -2 penalty 
while crouching or kneeling, and a -4 penalty while 
prone. However, a character defending a ranged attack 
gains a +2 circumstance bonus while crouching or 
kneeling, and a +4 while prone.

Combat Techniques 
There are many abilities that can be used to add fl air 
and strategy to a fi ght, or to just change up the way that 
combat functions. Most of these abilities are found in 
chapter 7, and are based on the use of specifi c weapons, 
and have a style of fi ghting that matches the innate 
advantages and disadvantages of that weapon. Others, 
such as mounted, unarmed and fl ight techniques, require 
other strategies. Even some attribute abilities, found in 
chapter 6, can be used in combat. 

Ultimately, this book contains a wide variety of strategies 
and tactics that can make combat more interesting and 
give your characters an edge when they need it.

Magic 
Arcane attacks often have the advantage of both distance 
and power, able to deal signifi cant damage very quickly. 
Additionally, elemental magic can dramatically change 
the way that the battle ground, adding physical walls, 
obstacles, area effects, or obscuring mists and darkness. 
Magic can also augment physical attacks, adding damage 
and elemental effects to otherwise mundane attacks.

Further combat tactics and maneuvers can grant a character great advantage over their opponents, including 
surprise attacks, whelms, defensive delay, weapon techniques and other terrain bonuses.
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Falling
Few weapons are quite as deadly as simple gravity. 
If a character falls more than 3 meters, they take 
1d8 damage for every meter that they’ve fallen. This can 
be reduced or negated by making an acrobatics check, 
as explained in chapter 2. If this check is successful, 
then damage is negated entirely. If this check fails, 
then the falling character takes 1d8 damage for every 
meter by which they failed their check. If the ground 
below is uneven, sharp, or lined with some kind of 
hazardous material such as sharp rocks or iron spikes, 
the damage die per meter should be increased. If the 
ground is soft, the damage die may be lowered. 

If a falling character falls past another, the second 
character may attempt to reach out and grab the 
falling character as a free action, provided they 
have a free hand. Falling on top of another character 
or soft living creature divides the damage between 
the involved individuals.

Loose or Difficult Terrain
Occasionally a group of characters will need to maneuver 
across loose or diffi cult terrain. Slick ice, loose gravel, 
or oil may require a character to make an acrobatics 
check to keep their footing. If they fail, they will slip 
and fall, ending their movement.

If the ground is stable but diffi cult to move through, such 
as moving through snow or sand or swimming through 
water, a character may need to apply a movement penalty, 
as explained in Movement or in the Athletics section of 
Chapter 2.

Suffocation & Drowning
Relatively clean air is necessary for an individual to live. 
A character deprived of it can hold their breath a number 
of rounds equal to their endurance. Once that time is 
up, they begin to drown. A drowning character cannot 
move or act, but their life can be saved if someone pulls 
them out of the water within three rounds. If not, 
the character starts dying. As with damage, a medic 

check with a diffi culty of 15, administered within 3 
rounds of their death, may save them from this fate.

Fire & LAVA
A character standing in fi re will take 1d8 damage when 
they enter and again each round. Particularly hot fi re 
can increase damage. Magma or other molten solids 
inevitably do signifi cant enough damage to kill a normal 
human being, or at least to melt off any part that it 
comes into contact with.

Exhaustion
Prolonged exercise, combat, or going days without 
sleep are all tiring. If a character goes without food 
or sleep for one day, their skill dice decrease by 1 step. 
If they are involved in strenuous activity for an extended 
time without rest, a number of rounds equal to their 
endurance, they also decrease their skill dice by 1 step. 
These reductions in skill dice stack continuously, 
and can be removed by sleeping eight hours. 

Light & Sight
Possibly the most common environmental barrier is 
sight. When in darkness, a light such as a torch will 
illuminate 5 meters of clear vision, and 5 meters of 
poor vision beyond that. Individuals acting in poor 
vision should gain +2 circumstances to sneak and 
dodge, while those in deeper darkness should gain +4.

Sometimes it does not require an enemy’s sword or a mage’s fire to kill a character. Often a slip at the top 
of a cliff or being trapped underwater is just as effective.
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Chapter FOUR

Equipment

The blacksmith worked his hammer with a slow rhythm, a song of 
skill and steady hands. The new weapon that was taking shape 
under his hammer would be a beautiful tool, a sword that would be 
worthy of the best of warriors. The sword’s blade glowed a feral red, 
showing its aggressive nature until he took it to the barrel and 
bathed it in salt water, to cool its temper. It hissed its protest and 
steamed the water, vocalizing its indignation. Admiring his work, he 
mused that this would be one of his fi nest blades yet. He set the 
blade out just in time for the bell above his door to ring, signalling 
a customer. 

The smith looked up to see one of the most haggard people he had 
ever met. The swordsman, most likely an adventurer, looked like 
he had been half-chewed by a dragon. His armor was dented so badly 
it only vaguely resembled armor. He was holding the broken hilt 
of a heavy longsword, and he had a quiver that only carried two 
arrows. One of them was missing the fletchings, and all of the 
gear was covered in char-marks.

“I assume you’re here to buy some new gear?” The blacksmith 
smiled, and the adventurer matched his expression. The scars on 
his face were fresh pink, recently healed and probably through 
some arcane means. “Let’s start with the armor.”

They went through the blacksmith’s wide collection of examples, 
until the Smith finally took an order for exactly what his customer 
wanted. He re-stocked the man’s arrows, he’d just gotten a bunch 
from the fletcher this morning, and then they turned to the 
real task.

“I need a new sword.” The adventure said, resolutely.

The Smith glanced back at the masterpiece he had just finished. 
There was a brief feeling of loss at having it sold so quickly after 
it was finished, but such was the business. Such a fine weapon 
did not deserve to be left on a shelf. 

“I have just the one you’re looking for.”



ARMOR CHART
ARMOR ARMOR VALUE MOVE PENALTY STACKED MOVE PENALTY ATTRIBUTE REQUIREMENT COST

Leather/Hide 2 - 1 - 1 g

Chain Mail 3 1 2 Str 7 4 g

Breastplate 4 2 3 Str 8 5 g

Half Plate 5 3 4 Str 9 6 g

Full Plate 6 4 5 Str 10 9 g

The Gold Standard
Few forms of wealth are as universal as simple gold coin. 
If an item costs less than one gold, it can be assumed 
that the character has enough to afford it, assuming 
they’re not completely destitute. Remember that a 
successful adventurer tends to be very wealthy, and an 
unsuccessful one tends to be dead. The money that they 
often have access to goes above and beyond a normal 
wage. The value of equipment refl ects this.

Armor 
Armor reduces the physical and elemental damage an 
individual takes by its armor value. Leather armor, 
for example, reduces all damage by 2.

Move Penalty
Due to its weight, armor applies a move penalty, 
as explained in chapter 3. Reduce move distances 
by this penalty.

Stacking with natural Armor
A character can only wear one set of armor, but if they 
have a natural armor, then their armor value does stack 
with armor that is worn. They should also stack move 
penalties, with an additional move penalty of 1.

Requisite attributes
Heavier armor and weapons require Strength or Agility 
to be used effectively. Without it, all physically based 
skills suffer a -4 circumstance penalty.

An adventurer’s gear can be critical for survival and success. This chapter will list the armor, weapons and tools, 
as well as other things that can be bought with hard-earned spoils.as well as other things that can be bought with hard-earned spoils.
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WEAPON CHART
WEAPONS STYLE ATTACK SKILL HANDS RANGE ATTACK PARRY CRIT DIE SPEED RELOAD MV PEN REQ COST

HEAVY AXES AND HEAVY MACES

Battleaxe - Melee 1 1 +1 -1 5/10 2d8 Slow - - Str 9 5 g

Greataxe - Melee 2 1,2 +1 -1 5/10 2d12 Very Slow - - Str 11 7 g

Mace - Melee 1 1 +2 -2 6/12 3d6 Slow - - Str 9 3 g

Maul - Melee 2 1,2 +1 -1 6/12 3d8 Very Slow - - Str 11 5 g

LIGHT AXES AND LIGHT MACES

Club - Melee 1/2 1 +1 - 6/12 2d6 Average - - - -

Hatchet - Melee/Thrown 1 1/5 +1 -1 5/10 1d12 Fast - - - 2 g

SPEAR

Javelin - Melee/Thrown 1 1,2 +1 - 3/6 1d6 Very Fast - - - 1 g

Spear 1 handed Melee 1 2,3 +1 -1 3/6 1d10 Average - - - 1 g

Spear 2 handed Melee 2 2,3 +2 -1 3/6 1d10 Average - - - 1 g

Spear Close Grip Melee 2 1 0 +1 5/10 2d6 Fast - - - 1 g

Staff - Melee 2 2,3 +2 -1 5/10 1d12 Fast - - - -

Staff Close Grip Melee 2 1 0 +1 5/10 2d6 Fast - - - -

HEAVY SWORDS

Broadsword - Melee 1 1,2 +1 +1 4/8 2d6 Average - - Str 8 5 g

Greatsword - Melee 2 1,2 +1 - 4/8 2d10 Very Slow - - Str 10 7 g

Longsword 1 handed Melee 1 1,2 - - 4/8 2d8 Slow - - Str 9 6 g

Longsword 2 handed Melee 2 1,2 +1 - 4/8 2d8 Slow - - - 6 g

LIGHT SWORDS

Short Sword - Melee 1 1 +2 +1 3/6 1d6 Fast - - - 3 g

Main Gauche - Melee 1 1 +1 +1 3/6 1d6 Fast - - - 5 g

Lightsword - Melee 1 1,2 +1 +1 3/6 1d6 Very Fast - - - 7 g

Sabre - Melee 1 1,2 +1 +1 3/6 1d8 Fast - - - 7 g

LIGHT SWORDS

Dagger - Melee/Thrown 1 1/5 +1 +1 3/6 1d6 Very Fast - - - 3 g

Axes and Maces deal heavy damage, but swing slowly. 
Axes have a slightly better critical range, for spectacular 
damage. while maces are more consistent.

Swords are elegant, versatile, and effective for both offense 
and defense. They range in size and speed and often have 
a low crit range. They are a superior choice.

Daggers are fast, easily concealed, and throwable.

Shields provide defense, but are heavy and slow.

Spears are fast, have long range, and a low crit. 
They are poor defensively, but work well with shields.

Bows & Crossbows excel at ranged damage. Crossbows 
hit harder, but require reloading.

scythes are an awkward weapon, used more for style 
and intimidation than as a main combat option.

Whips have spectacular range but minimal damage.

unarmed Combat is useful as a backup. A trained fi st 
improves a basic punch or kick considerably. 

Each weapon has its own advantage. Choose the weapon that best fits your character. Descriptions of each 
weapon can be found in Chapter 7, Combat Techniques, highlighting their individual tactics. 
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WEAPON CHART CONTINUED
WEAPONS STYLE ATTACK SKILL HANDS RANGE ATTACK PARRY CRIT DIE SPEED RELOAD MV PEN REQ COST

SHIELD

Heavy Shield - Melee 1 1 -1 +3 6/12 2d6 Very Slow - 2 Str 9  7 g

Shield - Melee 1 1 - +2 6/12 2d6 Slow - 1 Str 8 5 g

BOWS

Bow - Shot 2 12 - n/a 3/6 2d8 Slow - - Str 7  3 g

Shortbow - Shot 2 9 +1 n/a 3/6 2d6 Average - - Str 7 5 g

Crossbow - Shot 2 10 +2 n/a 4/8 3d6 Slow - Str 7 10 g

SCYTHE

Scythe - Melee 2 1,2 +1 -1 4/8 2d10 Slow - - - 1 g

WHIP

Whip - Melee 1 3-5 - -1 5/10 3d4 Slow - - Agi 8 1 g

UNARMED ATTACKS

Trained Fist - Melee 1, 2 1,2 - - 5/10 2d6 Very Fast - - Str 8 -

Gauntlets - Melee 1 1 - - 5/10 2d6 Average - - Str 10 5 g

Fist - Melee 1 1 - n/a 6/12 3d4 Fast - - - -
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CURRENCY AND GEMS 

CURRENCY COST

Bank Note Any Amount Listed

Gold Bar 10 g

Platinum Bar 50 g

Platinum Coin 5 g

Lesser Gemstone, Tiny 2 g

Lesser Gemstone, Small 5 g

Lesser Gemstone, Medium 10 g

Lesser Gemstone, Large 40 g

Gemstone, Tiny 50 g

Gemstone, Small 100 g

Gemstone, Medium 200 g

Gemstone, Large 1000 g

Rare Gemstone, Tiny 100 g

Rare Gemstone, Small 250 g

Rare Gemstone, Medium 500 g

Rare Gemstone, Large 2000 g

A King’s Ransom 1000 g

ANIMALS 

ANIMALS COST

Mule/Donkey 5 g

Cow 5 g

Ox 10 g

Riding Horse 30 g

Fine Horse 50 g

Draft Horse 20 g

Warhorse 30 g

Heavy Warhorse 40 g

Exotic Pet 10 g x skill cap.

Exotic Mount 20 g x skill cap

Exotic Large Animal 50 g x skill cap

 OTHER SERVICES 

CASTING COST

Skilled Services, 
(medic, tinker, etc.) 1 g x skill level.

Arcane Healing 2 g per spell, per circle.

HIRELINGS AND SERVANTS 

HIRELING COST

Peasant laborer 1 g x month

Scribe/Assistant 5 g x month

Experienced Laborer 5 g x month

Skilled Craftsman 10 g x month

Serious Hazard Pay 5 x cost, paid weekly

Guard/Mercenary 1 g x skill cap x week

CLOTHING 

CLOTHING COST

Adventurer's Gear 1 g

Merchant's Garb 1 g

Monk's Habit -

Nobleman's Clothing 5 g

Peasant Garb -

Performer's Garb 1 g

Priest's Robe 5 g

Regal Clothing 10 g

Soldier's Tunic 1 g

Spellcaster's Robes 1 g

Stealth Gear 1 g

Training Gi -

Workman's Clothing -

 SIMPLE OBJECTS AND TOOLS 

ITEM COST

Candle -

10 meters of Chain 1 g

Lantern 3 g

Oil 1 g

10 meters of Rope -

Saddlebags 2 g

Shovel 1 g

FOOD 

CLOTHING COST

One Months Rations 1 g

One Fine Meal 1 g

WAGONS 

WAGON COST

Cart 5 g

Open wagon 10 g

Coach/Closed Wagon 20 g

SHIPS 

SLAVES COST

Boat 5 g

Ship, 1 mast 50 g

Ship 2 masts 100 g

Ship 3 masts 300 g

Ship, 4 or more masts 1000 g

 PROPERTY 

PROPERTY COST

Town Plot 20 g

Cheap City Plot 40 g

City Plot 60 g

Premium City Plot 100 g

 BUILDINGS 

BUILDINGS COST

Town House/Shop 40 g

Cheap City House/Shop 80 g

City House/Shop 120 g

Premium City House/Shop 200 g

Country Manor 100 g

City Manor 300 g

Country Estate 500 g

City Estate 1500 g

Palace 5000

 FORTIFICATIONS 

FORTIFICATIONS COST

Small Fortress 200 g

Tower 300 g

Keep 1000 g

Castle 2500 g

One of the prime motivations for adventuring is the acquisition of wealth. Whether it be for noble or selfish 
purposes, wealth is still an important part of most characters’ careers. Included here is a list of many things 
that are available in a fantasy economy, to give scope and scale to the money that characters earn.
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A skill kit contains the equipment necessary for assisting in certain skills, and contains many or all of the items 
listed. Using a kit requires some preparation, and thus cannot be done during combat. Some checks may require 
a kit to be done at all.

skill kits
The purpose of these kits is to have a few tools and 
simple objects handy for resolving challenges and to 
give some equipment bonuses to non-combat skills. 
The specifi c objects available in any kit is somewhat 
fl exible, but should include anything that might make 
sense for the overall purpose of the kit. These kits can 
and should be used creatively to resolve many situations, 
to look for answers outside of the obvious.

Between them, these kits should include just about 
everything that the average adventurer needs. 
However, some characters are far from average. In rare

SKILL KITS 
KITS CONTENTS STANDARD BONUS QUALITY BONUS

Acrobat's Kit Includes hand chalk and joint wraps. 
Quality kits might include joint braces, exercise equipment, or a folding balance pole. +2 to acrobatics +4

Cave Kit Includes candles, torches, ropes, and mapping materials.
Quality kits might include a lantern.

+2 to Wilderness 
checks underground. +4

Climbing Gear Includes short ropes, pitons, a mallet, climbing shoes and chalk. 
A quality kit might have better chalk and spikes, and better rope and harnesses. +2 to climbing +4

Cooking Gear Includes small pots and pans, utensils, measuring tools, and basic spices. 
A quality kit might contain better spices and more elaborate tools. +2 to cooking +4

Disguise Kit Includes brushes, paints and wax, as well as a mirror and sculpting tools. 
Quality kits might have elaborate wigs and better paints. +2 to disguises +4

Fine Toolbox: Includes small hammers, screwdrivers, pliers, spare parts and other objects useful 
for tinkering and particularly for clockwork.

+2 to repair or 
craft mechanical objects +4

Lock picks: Includes pins and awls used for locksmithing and picking locks. 
Higher quality kits include more fi ne and specifi c tools. +2 to picking locks +4

Medkit Includes bandages wraps, wire, salves and basic medicines for medical purposes. 
Quality kits might include surgeon’s tools and better medicine. +2 to medic checks +4

Sewing Kit Includes pins, needles, thread and spare cloth. 
Quality kits might include better scissors, measuring and marking tools

+2 to repair 
or craft clothing +4

Swimming Gear Includes gloves and goggles. Quality kits might include breathing tubes, fi ns and insulated clothing. +2 to swim checks +4

Saddle and Tack Riding gear, saddle, tack and reins, varying based on the mount. 
Quality kits may include blinders and training tools of various kinds. +2 to ride checks +4

Trap Gear Includes fi ne tools for the detection and disarming of traps. 
Similar to the fi ne toolbox, but with more specifi c tools.

+2 to disarm 
or craft traps +4

Smith's Tools Includes heavy tools, hammers, tongs, and other forge tools for working metal. 
Quality kits may include better and more diverse tools.

+2 to craft 
or repair metal objects +4

Wilderness Tools Includes a compass, knife, mirror, fi re starting materials and other basics for wilderness exploration. +2 to Wilderness checks 
above ground. +4

cases, it may be a good idea to construct your own 
character’s kits, specifi c to the niche that your character 
is trying to fi ll. The trick with this process is to limit 
the materials to very specifi c tasks, applying them to 
one or two minor bonuses. A kit should not be able 
to fulfi ll every purpose that the character will run into 
carte blanche. 

Quality Skill kits may be signifi cantly more expensive, 
or may require rare objects, tools and materials, but the 
benefi t of such quality is that it will grant a greater bonus 
to whatever task it is needed for. 
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Section Three
Races and talents



Chapter Five

Races, Curses & Talents

The City of Ricter was like a fruit, ripe and ready to fall. Zera the 
Fiend was sure of it. She had been watching it for months, as the 
siege dragged on, and despite their stores and provisions, the 
people of the city were getting restless. The Salvaran Emperor 
himself had set up a pavilion just out of bow shot, and rank 
upon rank of his army were camped in a wide ring around the 
walled city, waiting for the gates to open. They hadn’t bothered 
with siege engines. Ricter had plenty of defensive enchantments, 
and scores of High Mages that would make any such approach 
futile. Salvar counted on Hunger as their strongest weapon, and 
it was working. Mighty as they could be, few forces of magic could  
rival the raw anger of a starving crowd.

However, they had forgotten one important detail. They hadn’t 
factored in the Demons. 

Ricter was a powerful city, led by a Minotaur king who was 
honorable, intelligent and strong willed. It had stood for centuries, 
strong and solitary. The small Demon cities to the north had long  
been bitter rivals with Ricter, constantly harassing them and 
disrupting their order and trade. However, what the Emperor 
hadn’t understood was that Ricter and Demonsgate were cruel 
rivals, yes, but they were also unlikely allies. Such was the way with 
the Demon Cities, and truth be told, with demons in general. 

The Demon Cities were ready to act. Her forces had waited to  
involve themselves, true, but that was mostly to let the Minotaur 
squirm under the weight of his own civil unrest. Such a thought 
was quite pleasant, as was the thought of the assassins that were 
now making their way toward the Emperor’s pavilion. 

The death of an emperor would be enough to make the army stop 
in its tracks, force them to retreat as the conflict of succession 
demanded their presence elsewhere. Such a situation could be 
richly beneficial to an enterprising fiend, as would the debt now  
owed by the honor-bound Minotaur king. 

The moon shone bright over the eastern hills, and it was a good  
night to be a Demon.



Adding a Race, Curse, or Talent
When building a character, the player may choose one 
race or talent at no cost. Add the character’s innate 
abilities to their abilities page.

Most of the character types in this chapter have two 
attributes which are better than average. When they  
add this ability, they increase them by 2 points each. 
These abilities can be further enhanced through the 
Inhuman Attribute ability in Chapter 6.

A player who chooses not add a race or talent upon 
creation is human, with no innate supernatural talents, 
and may spend 20 extra points at the beginning of the 
game to purchase spells, weapon techniques or attribute 
abilities, as described in the human entry on the 
following page.

Advanced Abilities
In addition to their base abilities, these character types 
have advanced abilities that some of their kind acquire. 
Purchasing these abilities is like purchasing any other 
abilities in the game, except that they are only available 
to the character type under which they are listed.

Adding an additional Curse or Talent
It is possible to add a secondary curse or talent, 
later in the game, but there are some rules regarding 
compatibility, which are listed in each entry. Adding 
an additional Curse or Talent must also be done as a 
significant part of that character’s story, and not gained 
through simply leveling up. A second Curse or Talent 
will cost 20 points, as listed in the text.

Races 
A race is a character’s physical heritage, and in this game 
most often denotes an entirely different species, rather 
than what we understand as racial diversity. Different 
races can grant dramatically different features and 
capabilities. A race must be started at character creation, 
and cannot be retroactively added to a character as they 
develop, without dramatic arcane intervention. 

The races included here are the Animal races,  
Demonic races, Divine races, Shapeshifters, and the  
Fae. Each maintains a distinct tone, and will provide  
for a different gaming experience.

Many of these races seem to have a typecast personality 
and description associated with them. This helps guide 
the player in forming a character, but is not a hard 
limitation. Demons can be caring and Aeonic can be 
spiteful. Animal races can be civilized and the Fae can 
be brutal and cruel. Keep this in mind while developing 
a character, and play the character as you want to see it 
played, and not always as instructed.

Curses 
A curse is a condition that the character finds themselves 
in, which in most cases is irreversible. The plight of 
the werewolf and the vampire, for example, are curses, 
as is the state of the true undead. These curses can be 
acquired as a character progresses, but only through 
events in the character’s life. One does not simply wake 
up as a werewolf, but becomes one after a violent and 
life-threatening encounter. A character may, however, 
start the game with one of these curses, as this event 
could have happened to them before this chapter of  
their story begins. 

Talents 
Also included in the Demonic and Divine categories 
are a list of supernatural talents. These are innate 
abilities that a character can discover within themselves. 
These may be acquired as the game progresses, through 
personal practice and study, or they may be a gift 
bestowed by some greater being. The acquisition and 
progression of these talents is up to the player and  
the storyteller.

Compatibility 
Many of the character types in this chapter are not 
compatible one with another. Normally, a character can 
only have one race, one talent, and/or one curse, however, 
some of the specific abilities have more complicated 
restrictions. Each character type will have listed specific 
compatibility instructions. 

While this game was designed to grant great flexibility in specific style, playing a race or talent can be a great  
starting point for building a character. The personality and capabilities of each of the races included in this 
chapter can create a wide variety of vivid, rich characters.
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RaCES & TalEnTS CHaRT 
Name DescriptioN type iNhumaN attributes skill boNuses

aNimal races

ahrlen a winged, bird-like animal race race agility, intuition -

carnac a constrictor snake animal race race agility, cunning sneak, autonomy

leeven a fleet-footed rabbit animal race race intuition, endurance athletics, perception, charm

minotaur a heavy-handed bovine animal race race strength, endurance athletics, Grit

ra’sharan a strong and agile feline animal race race strength, agility intimidate, Grit, athletics

tinek an agile spined animal race race agility, endurance -

DemoNic races & taleNts

cucacharan a demonic foot-soldier cockroach race endurance, Willpower Grit, autonomy

Vraaj Fiery demonic nobility race strength, Willpower, intimidate, sneak

Fiend Winged void demon race agility, Willpower sneak, Deceive

succubus a frail, but charismatic and manipulative demon race charisma, cunning charm, Deceive, Gossip, haggle

blighted extremely unlucky condition for both enemies and allies talent charisma, cunning, charisma, cunning

soul thief can steal the knowledge, skills and abilities of opponents talent Willpower, cunning -

DiViNe races & taleNts

aeonic angelic guardian race of light and truth race intelligence, charisma lore, charm, spirit

seraph prophetic, angelic race race intelligence, intuition -

Vanir Divine Warrior bent on exterminating demonkind race strength, Willpower -

aesir sturdy, divine race from esseldein race strength, endurance athletics, Grit, autonomy

Divine blade the wielder of a divine blade, enchanted for hunting demons talent endurance, Willpower parry, Dodge, autonomy, Grit

yazata an ancient order empowered with words of power talent intuition, cunning spirit

Fae

artan earth fae race intuition, endurance empathy, perception, Grit

Dryad Woodland fae race endurance, Willpower Wilderness, empathy, perception

Naiad Water fae race Willpower, charisma perception, empathy, charm

scath shadow fae race intuition, cunning perception, empathy, Deceive

sephret Fiery fae race intuition, Willpower perception, intimidate, charm

sylph sky fae race agility, intelligence lore, perception, charm

shapeshiFters

Werewolf Feral wolf shapeshifter curse Willpower, endurance -

Wererat Feral rodent shapeshifter curse cunning, endurance -

changeling Versatile animal shapeshifter race agility, cunning -

kitsune Nine-tailed illusionist race charisma, cunning charm, Deceive, Dodge

shapeshiFters

liche undead mage curse intelligence, intuition -

Necretesh undead Warrior curse agility, endurance -

Gheist lost soul, tied to their talisman curse Willpower, intuition -

Ghost Walker mortal with Ghostly abilities curse intuition, cunning sneak, perception, spirit

Vampire undead predator curse strength, agility -
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The human race is the youngest of the sentient races, 
having only been around for the last age. They are 
adaptable, prolific and ambitious, and so have built  
up nations and cities at a rate that far surpasses the older 
races that they have encountered. As such, most of the 
world’s communities are predominantly human.

Despite a numerical advantage, humans are still  
the newcomers to the world’s stage, and are often  
put up against forces that are much older, more 
experienced, and in most cases more powerful than  
they are. The human race relies on their adaptability, 
tenacity, and in some cases raw numbers to survive,  
and even to thrive. 

Human characters can display a wide variety of 
temperaments and personalities, and can master  
nearly any discipline. Humanity has  
a lifespan of just under a  
century, and generally  
live in families or  
communities, ranging  
from small towns  
to massive cities. 

To the human race,  
the world is new and wide  
open. It’s full of old secrets  
and undiscovered magics that  
are waiting to be found  
and put to use. To this end,  
humans make natural adventurers.  
Their sense of exploration and  
expansion has led them to settle  
most of known world, to find homes  
and stability in even the harshest and  
most dangerous climates.

Most of the world’s smaller settlements  
are entirely human, or have one or two  
other races among them in specific roles or  
occupations that suit them. Larger civilizations,  
however, are generally more tolerant, and have  
a mixed population. Older races generally have 
established strongholds and nations that still  
have some control, but the world, as a whole,  
belongs to humanity.

HUMan abIlITIES  

type iNhumaN attributes iNcompatibilities

race None races

iNNate racial abilities

Flexibility and Adaptability: the human race is very adaptable, and has a  
knack for learning a wide variety of disciplines. When starting a human character, 
the player may select up to 20 points worth of abilities and add them.

“Honestly? Human beings are sort of the world’s 
underdogs. We’re not as strong as the Minotaur,  
not as tough as the Cucacharan, not as smart as  
the aeonic, and not as sly as the Scath. but hey.  
I like being the underdog. It keeps the others off guard, 
makes them underestimate us, and in the long run,  
if we think fast and keep on our toes, we win.”
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The Ahrlen is a winged creature, modeled after the  
eagle or hawk. They are graceful and light of frame,  
with feathers that grow along their backs and arms  
and amongst their hair. They have strong wings and 
sharp talons.

In personality, the Ahrlen are quiet, but tend to act 
decisively. They frequently avoid confrontations,  
and prefer ambush and harrying tactics to fair fights.  
The Ahrlen get along fine with most other races and 
nations, so long as they don’t have to deal with them 
much. They tend to be somewhat isolative.

The Ahrlen hail from the mountain communities of 
Sihkteseh, on the far continent of Keiraset. They live in 
secluded, simple villages in small family-based groups, 
and have minimal governmental structure. 

Ahrlen live as long as humans do, reaching maturity  
in their late teens and living until they are nearly a 
century old.

“Few feelings are as exhilarating as the rush of the high 
winds, and nobody can match the speed and grace of 
the ahrlen for winged flight.” 

aHRlEn abIlITIES  

type iNhumaN attributes iNcompatibilities

race agility, intuition races

iNNate racial abilities

Light Bones and Feathers: the ahrlen have very light bones and feathers. their 
light weight gives them a -4 penalty to grapple checks, but makes them weigh half 
of their normal weight. they are considered to have fallen 10 meters less than their 
actual falling distance.

Eagle’s Wings: the ahrlen have massive feathery wings. they have a wingspan of  
5 meters, but are exceptionally agile at flight, with a turning radius of 3 meters.

Eagle’s Sight: the ahrlen may focus their sight across very long distances,  
making out fine detail at up to 1 kilometer away.

Talon-foot: the ahrlen have sharp talons on their feet. they may attack with  
a +1 equipment bonus, 1d6 damage and a crit value of 3/6, but may not parry.  
they attack as a very fast action.

Bird’s Tongue: the ahrlen can communicate freely with normal birds.

aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1 Sprinting Flight: When sprinting in flight, improve their movement speed 
by one step.

2 Maneuverability: the ahrlen’s turn radius is reduced by 1. this stacks with 
the tight bank ability in the Winged combat techniques.

3

Stronger Wings: the ahrlen can carry up to 200 pounds in flight apart 
from their own weight, but fly with a -2 movement penalty. they cannot 
use the sprinting flight ability when doing so. this stacks with the heavy 
Flight ability in the Winged combat techniques.

4 Dash Flight: as sprinting Flight, but instead increase by two steps.
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CaRnaC abIlITIES  

type iNhumaN attributes iNcompatibilities

race agility, cunning races

iNNate racial abilities

Constrictor: the carnac is particularly muscular and flexible, granting them a  
+3 technique bonus on Grapple checks. they do not need their arms free to grapple 
an opponent, and suffer no penalty for this.

Bite: the carnac may make a brutal bite attack. they gain a +1 equipment bonus, 
deal 1d6 damage, have a crit range of 3/6, and attack as a very fast action.

Heat Sensation: the carnac may sense heat, allowing them to see in perfect 
darkness and detect invisible creatures. this sensation goes out to 10 meters.

Snake Skills: the carnac is stealthy, and has a resilient mind. they gain a +1 bonus 
to sneak and autonomy.

aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1
Striking Bite: the carnac may make a powerful lunge with their bite 
attack, moving forward two meters when they bite. they may make a 
grapple attempt as a free action after a successful bite.

2 Carnac Skills: the carnac’s bonus in their autonomy and sneak checks 
increases to +3.

3

Constrictor: the Viper may make a grapple action to begin suffocating 
their prey. Follow suffocation rules, in the environmental hazards chapter. 
they suffer a -2 circumstance penalty to all Grit and autonomy checks if 
they have been unable to breathe for at least 1 round, although they may 
still make unarmed attacks as normal. this may not function on characters 
that are very large or larger.

“What does it mean to be a Carnac? One could explain, 
but to do so would be a waste of time. It would be a 
much better use of one’s strength to simply swallow the 
asker whole. That would make a fitting response.”

The Carnac has the powerful tail of a snake in place of legs, 
and is a constrictor, making powerful grapple attacks. 
The Carnac are cold-blooded and methodical in their 
approach to life. They have little compassion for others, 
but do have a reputation for keeping their bargains in an 
odd sense of personal honor. Carnac are quick to strike 
when they see an advantage, and are not afraid to choose 
weak prey when given the chance.

The Carnac come from the swamps of Sivict, on the 
southern continent of Akei. Sivict cities are hidden  
deep within the swamps. They can be small havens  
in a difficult environment, but are not necessarily  
friendly places.

Carnac live as long as humans do, reaching maturity in 
their late teens and living until they are nearly a century 
old. They are born from eggs, but most do raise their 
own young.
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“Where am I going? I dunno, but I do know  
that I’m a leeven! Heh. See what I did there?  
anyway, gotta run.” 

The Leeven is a humanoid rabbit, with tall ears and 
powerful legs that allow them to move very quickly. 
Having a Leeven around is deemed good luck.  
They make good friends and great company, if one  
has the patience, because their short attention spans  
and excitable natures can make them challenging to 
those who prefer peace and quiet.

The Leeven come from the continent of Keiraset to  
the far south, from a large country called Minova.  
This old and stable empire is vastly populated with the 
Leeven, who live in networks of underground warrens 
built into huge, complicated cities.

The Leeven get along with just about  
anybody, for at least a while. Exceptions  
are some ofthe more predatory species, such as  
the Carnac and other aggressive animal and  
demonic races. 

Leeven are curious and are plagued with wanderlust. 
They often travel just to see what is over the next hill. 
They do, however, have a strong sense of community,  
and so will eventually return to their point of origin. 

Leeven live as long as most human, generally, although 
many die young of heart difficulty or foolish decisions. 
They are born in litters of two to ten.

lEEvEn abIlITIES  

type iNhumaN attributes iNcompatibilities

race intuition, endurance races

iNNate racial abilities

Rabbit’s Foot: With exceptional leg-power, the leeven may kick very hard.  
When kicking, they gain an equipment bonus of +2, do 3d6 damage, with a crit 
range of 6/12, and a speed of slow.

Rabbit Skills: the leeven gains a +1 technique bonus to athletics, perception and 
charm checks. they are exceptionally athletic , perceptive, and are quite charming.

Rabbit Run: the leeven has exceptional endurance. they may run nearly endlessly 
without tiring for hours at a time. they still need to sleep, but otherwise there is no 
limit to their physical exertion.

Bound: the leeven may jump 5 meters into the air, vertically or horizontally,  
as an average action.

Rabbit Sprint: When sprinting, increase their movement speed by one step.

aDvanCED abIlITIES COST: 2 

tier aDVaNceD abilities

1 Long Jump: the rabbit may make a 7 meters, horizontally or vertically,  
as a slow action. 

2
Double Jump: When jumping up a wall with their bound ability,  
the leeven may make one additional bound, either directly up or away 
from the wall as a free action.

3 Rabbit Skills: the leeven’s bonus to athletics, perception and charm 
increase to +3.

4
Superb Kick: the leeven may choose to use a heavier kick, using an 
equipment bonus of +1, dealing 3d8 damage, with a crit range of 6/12, 
and attacking as a very slow action.
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MInOTaUR abIlITIES  

type iNhumaN attributes iNcompatibilities

race strength, endurance races

iNNate racial abilities

Bull’s Horns: the minotaur has the features of a bull, including the bull’s head 
and massive horns. While in a grapple, they can make a melee attack with their 
forehead and/or horns. they gain an equipment bonus of +2, and deal 3d6 damage, 
with a crit value of 6/12.

Bull’s Strength: the minotaur is very muscular. they gain a +1 technique bonus to 
athletics and Grit checks.

Limitless Endurance: the minotaur does not tire from physical activity. they may 
sprint, climb, swim, or perform any other activity without tiring. they still must 
sleep each day, but they are otherwise fine.

Steady Stance: the minotaur gains a +1 technique bonus to any check made to 
resist forced movement or initiative damage.

Solid Fall: if they can land on their feet, they take no falling damage.

The Minotaur has the body of a man, but the head, horns, 
and brute strength of a bull, and are much more resilient. 
They are heavily muscled, and a coarse fur covers their 
bodies. Typically brown or black in color, they are 
significantly larger than the average human,  
standing between seven and nine feet tall.

The Minotaur is proud and brash, and  
has a strong competitive streak. They love  
contests of physical strength. They hail  
from the mountainous kingdom of  
Pereth to the far south on the continent  
of Akei. Their mountain forts are  
isolated from the outside world,  
and are places of peace and order. 

On Neiral, the Minotaurs find  
their home in the city of Ricter,  
on the eastern part of the  
continent. Minotaur  
kings have reigned there  
for several hundred years.

Minotaur make loyal friends and  
powerful allies, both personally and  
politically. They are noble and kind  
by nature, and most often travel to use  
their considerable strength for the benefit  
of others Minotaur live as long as humans do,  
reaching maturity in their late teens and living  
until they are nearly a century old.

“To stand in a Minotaur’s path is to play at  
being a rug. Expect to be treated as such.” 

aDvanCED abIlITIES COST: 2 

tier aDVaNceD abilities

1 Beast Tackle: make a tackle attack at the end of a full move, also using 
their horn smash. they gain a +2 tech bonus to the Grapple check.

2

Short Tackle: as above, but if the minotaur has had at least two spaces 
to run, they may make their tackle before they reach the end of their full 
move. if their Grapple is successful they may continue moving, pushing 
their opponent back to the last spaces of their move.

3 Minotaur Skills: as above, but a +3 technique bonus to Grit and athletics, 
as well as to resist forced movement or initiative damage.

4

Heavy Weapons: the minotaur may wield a weapon that is particularly 
large for their size. any weapon that has a naturally larger version, such as 
a dagger to a shortsword or a mace to a maul, uses those statistics. if not,  
it increases it’s damage die by one step, such as from 2d10 to 2d12 or even 
2d12 to 2d14. an oversized weapon automatically reduces it’s melee and/
or thrown equipment bonus by 1. oversized heavy shields increase their 
parry modifier by 1, but increase their move penalty by 2.
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Ra’SHaRan abIlITIES 

type iNhumaN attributes iNcompatibilities

race strength, agility races

iNNate racial abilities

Fang and Claw: the ra’sharan has sharp teeth and claws. they may use a bite or 
claw attack. they attack as a fast action, with an equipment bonus of +1. they deal 
1d8 damage, with a crit value of 3/6. the bite attack may only be used while in a 
grapple, and the neither attack may parry.

Cat’s Eyes: the ra’sharan may see very well in darkness, only needing a minimal 
light source to see normally. this does not allow them to see in absolute darkness.

Beast’s Fortitude: the ra’sharan gains a +1 technique bonus  
to intimidate, Grit and athletics checks.

Catfall: the ra’sharan always lands on their feet. reduce falling  
damage by 5 meters.

Catspeak: the ra’sharan may communicate freely with normal felines.

The Ra’Sharan is the tiger animal race, with a 
great cat’s fur, claws and fangs, but with 
the body structure that is mostly human. 

They stand taller than human, six to seven  
feet on average, and are widely built and thickly  
muscled. The Ra’Sharan are solitary and  
contemplative creatures, 

appreciative of peace and serenity, but with  
a capacity for aggression, especially over  
questions of personal honor. Outside their  
home, the Ra’Sharan is a rare creature,  
with a certain quiet mystique.

They are from the country of Yumara,  
on the far continent of Kierest. Yumara  
is a quiet haven of forest and mountain,  
where honor and artistry are highly valued.  
The Ra’Sharan keep fair relations with their  
neighbors. They dislike conflict, but have  
been known to defend their borders  
with ferocity.

Ra’Sharan live as long as humans do,  
reaching maturity in their late teens and  
living until they are nearly a century old.

“life is to be met with serenity, focus,  
patience and appreciation. The life of  
the Ra’sharan is a balance of action and  
observation, of strength in arms and clarity  
of the soul.”

aDvanCED abIlITIES COST: 2  

tier aDVaNceD abilities

1 Feline Climb: the ra’sharan may climb up any surface on which they  
can sink their claws, (most wood, but not most stone,) without making  
an athletics check. they suffer a -2 movement penalty while doing so.

2 Fearsome Determination: the ra’sharan no longer suffers the normal 
penalties for being in critical state.

3 Greater Catfall: reduce falling damage by 10.

4 Feline Skills: the ra’sharan’s bonuses to athletics, intimidate and  
Grit increase to +3.
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TInEk abIlITIES 

type iNhumaN attributes iNcompatibilities

race agility, endurance races

iNNate racial abilities

Spiky: the tinek may grow up to 20 spines, like those of a hedgehog or a porcupine. 
they must rest for the night to grow these spines. once used, the quills cannot be 
re-used, but can be re-grown.

Grapplespike: if they are grappled successfully, 1d4 quills become stuck in their 
opponent. each quill does 1d4 damage. When inside a grapple, the character can 
make a very fast action to trigger this effect.

Throw Quill: the tinek may make a thrown attack, shedding one quill. these  
deal 1d4 damage, with a crit of 2/4 and an equipment bonus of +2. this requires  
an empty hand to do the throwing. once thrown, the quill may not be re-used,  
but can be re-grown.

“life is all about precision. It’s about knowing what 
your goals are and how to get them in the most direct 
way possible. a single well-placed arrow can destroy a 
kingdom as easily as ten armies.”

The Tinek is largely human in form, but boasts a wealth 
of long, sharp pines mixed among their hair and 
occasionally down their back and arms. They frequently 
shed these spines, but are able to regrow them over the 
course of a few hours. Because of this, they tend to have 
high metabolisms and voracious appetites, eating just 
about anything they can get a hold of, including both 
plants and meats. 

Thanks to their natural defenses, the Tinek are a relaxed 
species, mixing well with others. They have a curious 
and friendly nature, but are not easily riled. Their even 
tempers make them good companions, while their quills 
make them challenging enemies.

Tinek live as long as humans do, reaching maturity in 
their late teens and living until they are nearly a century 
old. They are slightly smaller in stature than human 
beings, averaging just over 5 feet tall, and tend to be  
fairly athletic. 

In their homeland on the southern continent of Akei, 
Tinek are commonly found as merchants and traders. 
They tend to be shrewd and tough, and are readily 
capable of defending themselves when threatened.

aDvanCED abIlITIES COST: 2 

tier aDVaNceD abilities

1 Quill Expert: thrown attacks made with quills are granted +1 technique 
bonus. this includes the Quill explosion ability.

2 Doublethrow: the tinek may throw two quills at once. this requires two 
empty hands, and neither can crit.

3 Very Spiky: as spiky, but they may grow up to 40 spines. 

4 Quadruple Throw: the tinek may fire up to four quills at once, at a  
-2 penalty. this requires two empty hands, and none of these can crit.

5 Grapplespike: as Grapplespike, but when grappling, their opponent is 
stuck with 2d4 quills.

6 Quill Fury: the tinek may fire up to six quills at once at a -4 penalty.  
this requires two empty hands, and none of these can crit.

7 Quill Master: as Quill expert, but the tinek gains a +3 technique bonus to 
their thrown skill.

8 Quill Explosion: as a very slow action, the tinek may expend 10 quills to 
make a single thrown attack, defended by all individuals within 5 meters. 
any who fail do defend suffer 6d4 damage from the quills. 
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“Humans are pink, wiggly, and disgusting. They wrap 
themselves in the skins of other animals, then sweat  
and slime all over themselves. It’s strange that they taste 
so good, but then again, what doesn’t taste good when 
fried and buttered?”

CUCaCHaRan abIlITIES 

type iNhumaN attributes iNcompatibilities

race endurance, Willpower races

iNNate racial abilities

Unhallowed: as a demonic creature, the cucacharan cannot walk on holy ground, 
such as a churchyard or dedicated cemetery without suffering 2 feedback per round.

Skitter: the cucacharan may move at normal movement speeds while prone.  
they can stand from being prone as a free action.

Unkillable: the cucacharan cannot be killed through normal damage. they must 
be incinerated or pulled apart in order to die, and even that is not guaranteed to 
kill them.

Resilient: the cucacharan is exceptionally resilient. they gain a +1 technique 
bonus to Grit and autonomy.

Demonsight: the cucacharan may see in any darkness as thought it were  
normal light.

Carapace: the cucacharan have a thin carapace, which absorbs impact. they have 
an armor of 3, with a movement penalty of 1.

Foul Presence: For any non-cucacharan, the cucacharan’s First impression is 
lowered by three steps.

The Cucacharan is a foul demonic race crafted by the eldest  
of demons to act as foot-soldiers in the never-ending 
wars of the Thulyet continent. Their faces are horrifying 
and they have chitinous plates, a naturally armored 
exoskeleton. Cucas are designed for slavery and war. 
Their lives are short, lasting a few decades at most,  
but they have a vague, in-born communal memory  
that makes them more aware and sly than they  
often let on. They are born in clutches of thousands  
of eggs, but most don’t survive to adolescence, due to  
the cannibalism of their own kind. Despite this,  
their numbers in the demon lands are truly vast.

Cucacharan tend to prefer warmer climates, and have a 
very difficult time relating to those from more normal 
regions. Cucacharan adventure to escape servitude or to 
learn and pass knowledge down to other Cucas.

aDvanCED abIlITIES COST: 2  

tier aDVaNceD abilities

1 Thick Carapace: the cucacharan’s armor is increased to 4, with a 
movement penalty of 2.

2 Wall Crawl: the cucacharan gains a +4 bonus to athletics skills made  
for climbing.

3 Tough Skills: the cucacharan’s bonus to Grit and autonomy increase  
to +3. they are intensely tough.

4 Hard Shell: the cucacharan’s armor increases in thickness, increasing to an 
armor value of 5, with a move penalty of 3.
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vRaaj abIlITIES 

type iNhumaN attributes iNcompatibilities

race strength, Willpower races

iNNate racial abilities

Unhallowed: as a demonic creature, the Vraaj cannot walk on holy ground, 
such as a churchyard or dedicated cemetery without suffering 2 feedback per round.

Disconcerting Aura: being around a vraaj is an uncomfortable experience.  
anyone within 20 meters is filled with an aura of dread. this grants them a  
+3 tech bonus to intimidate checks.

Horned Demon: the Vraaj has horns. these can be used in a melee attack, but only 
while in a grapple. this has an equipment bonus of +2 does 3d6 damage, a crit of 
3/6 and a speed of slow.

Demonskin: the Vraaj’s skin is very hot. any individual who grapples them takes 
1d6 damage upon contact, and 1d6 damage every time they make a grapple check. 
unarmed attacks made by or against the Vraaj deal 1d6 fire damage.

Demonsight: the Vraaj may see in any darkness as thought it were normal light.

Wilting Step: Wherever the Vraaj walks, plants wilt. their bare-footed touch 
slightly burns plants and plant-based creatures, and scars wood. they are very  
easy to track in heavily vegetated environments.

Strong Will: the Vraaj gains a +1 technique bonus to spirit checks.

Hellfire: the Demontouched can hurl powerful hellfire at any target within 10 
meters, using the spirit skill. this is a slow action, which incurs 5 feedback, and does 
3d12 fire damage.

The Vraaj are the nobility among demons. They age very 
slowly and do not age past maturity. They are physically 
imposing, and have the capacity to crush the wills of 
those they encounter. They are immortal, the oldest 
living for ages, and ascending to eventually become 
Demon Lords, the gods of demonkind. Vraaj have few 
children, centuries apart, and limited familial loyalty.

Vraaj are larger than humans, reaching about 7 feet tall, 
with curved horns and burning red skin. Vraaj are born 
of void and fire, and are power-hungry, with a quick and 
intense personality. They are destructive and possessive, 
but are capable of subtlety, when the situation demands. 
They tend to be well-educated in intrigue, lore, and 
violence both martial and arcane. 

Their politics and machinations are intrinsically built  
on their relationships with the other demonic races,  
as well their ongoing plans for the subjugation of all 
others. The Vraaj, and demons underneath them, have 
been in various stages of conquest for as far as history 
reads. Their ambitions would be successful, were it 
not for the opposition of the divine races and even the 
interference of the other demonic races.

“The key to longevity is not so complicated as arcane 
equations or elixirs of transformation. It is as simple  
as this: never lose.”

aDvanCED abIlITIES COST: 2 

tier aDVaNceD abilities

1

Call Gremlin: the Vraaj may take a very slow action to summon a minor 
demon, a gremlin. the gremlin will follow one order before disappearing.  
it cannot attack, and must stay within 10 meters of the Vraaj. if there is any 
way for it to misconstrue or to twist its order to cause trouble, it will. the 
Gremlin cannot last more than one minute.

2

Great Leap: the Vraaj may make a very fast action to set themselves. on 
their next action they may take a very slow action to make a tremendously 
powerful leap, moving 10 meters through the air. they may make an attack 
at the end of this movement.

3 Strong Spirit: the Vraaj’s bonus to spirit increase to +3.

4

Crushing Will: the Vraaj can make an opposed spirit check to crush  
the will of an individual. that individual temporarily loses track of  
what is going on, what they were doing, and even who they are, dealing 
2d4 initiative damage and allowing the Vraaj to act unnoticed. this requires 
a very slow action, deals 2d4 initiative damage, incurs 4 feedback, and has 
a recoil of 1 hour.

61

Vraaj



FIEnD abIlITIES 

type iNhumaN attributes iNcompatibilities

race agility, Willpower races

iNNate racial abilities

Unhallowed: as a demonic creature, the Fiend cannot walk on holy ground,  
such as a churchyard or dedicated cemetery without suffering 2 feedback per round.

Arcane Resilience: the Fiend is especially resilient against magic. they gain a  
+1 bonus to any check made to resist the effects of magic.

Fiend Fang and Claw: the fiend has sharp claws at the end of their fingers. 
these claws may not be used to parry. they may make bite attacks, but only while 
grappling. both attacks act as a very fast action, with an equipment bonus of +1. 
they deal 1d6 damage, with a crit value of 3/6.

Fiend Wings: the Fiend has massive bat-like wings. they have a wingspan of  
5 meters, and may use these to fly with a turn radius of 3.

Demonsight: the Fiend may see in any darkness as thought it were normal light.

Stark Skin: the Fiend has either very dark or very pale skin, and are unnaturally 
hard to find or to follow. they gain a +1 technique bonus to sneak checks.

Fiend’s Tongue: the Fiend is a natural liar. they gain a +1 technique bonus to 
Deceive checks.

Tail: the Fiend has a long, leathery tail. this tail may be used to make a melee attack, 
as a slow action, dealing 3d4 damage, with a crit value of 5/10.

aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1

Black Bolt: the Fiend may fire a blast of void energy from their mouths. 
use the Fiend’s spirit skill instead of a shot attack, opposed by the target’s 
dodge. this has a maximum range of 10 meters, an equipment bonus of +1, 
and a speed of very fast. it does 1d6 damage, with a crit value of 3/6.  
this ability incurs 3 feedback. 

2 Flight Dash: the Fiend’s wings are particularly agile. When they sprint in 
flight, improve their move speed by one step.

3 Greater Arcane Resilience: the Fiend’s arcane resiliency increases to +3

4 Fiend’s Skills: the Fiend’s bonus to sneak and Deceive increases to +3.

5 Greater Black Bolt: as black bolt, but they may fire a heavier version,  
with dealing 2d10 damage, with a crit value of 4/8. this incurs 6 feedback.

Fiends are of human size and slight build, not counting 
their bat-like wings or long, lithe tail. Their skin is  
either bone-white or void-black. They have small, 
serrated teeth, steel-hard claws, and dark eyes.  
Their wings, tip to tip, measure more than twice  
their body length. They are quiet, fast, and cruel, 
delighting in stealth both socially and in combat. 

Fiend communities are mostly found in Thulyet and 
Drailur, the two demonic homelands. They have been 
known to create settlements elsewhere, secluded towers 
woven from stone and shadow, accessible only by flight.

Fiends, live for several centuries, but are not fully 
immortal like the Vraaj. They tend to have children  
with mortal frequency, but maintain a disconnection  
to their own offspring, so many of the young die.  
Their young must earn their place in society,  
rather than inheriting power or position.

Fiends get along well with others, so long as they are 
getting something out of the relationship. It is often 
found, however, that those who deal with fiends will 
be taken for slightly more than they bargain.

“Certainly. I’ll play along, go where you want, 
and fight where you fight. I’ll even take 

an equal share in the spoils. just let me 
take the night watch. I’ve excellent night 

vision, and you’ll be very safe under 
my care...”
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“When considered directly, the succubi are harmless,  
frail of body and weak in confrontation. We are not, 
however, to be taken lightly. a succubus may not swing an 
axe, but all she needs is a wink and a smile, and ten men 
will stumble all over themselves to swing one for her.”

Succubi are charming and supernaturally attractive,  
but their true natures are often calculating and cruel. 
Few can resist the draw of the Succubus’s charm,  
which she will use to her advantage at any opportunity. 
What she wants, she gets, and often in the most  
decadent manner possible. While a Cucacharan or  
Vraaj is likely to leave a trail of broken bodies in  
their wake, the Succubus will leave broken hearts  
and poisoned souls. 

Succubi most often hail from Drailur, the  
demon Islands, although they are found in any 
settlement where Demons have established a  
presence. They are ideal diplomats, and are very  
capable of establishing positive relations under  
almost any circumstances. Succubi adventure  
for thrill, and to spread their influence and  
connections, widening their power base.

Succubi live longer than humans, two to three centuries, 
although not as long as the immortal races, such as the 
Vraaj. They do not age beyond maturity, though some 
will collect subtle signs of age in their latest decades.  
A male Succubus is called an Incubus.

SUCCUbUS abIlITIES 

type iNhumaN attributes iNcompatibilities

cunning, charisma races

iNNate racial abilities

Unhallowed: as a demon, the succubus cannot walk on holy ground, such as a 
churchyard or dedicated cemetery without suffering 2 feedback per round.

Demonic Glamour: the succubus has a supernatural charm. they are always 
attractive in perception and in all subtle charm, regardless of circumstances.

Fragile Beauty: the succubus’s Death limit is reduced by 10.

Demon Wings: the succubus/incubus has a pair of small wings, hung at  
the small of their back. these wings are largely cosmetic, and too small for sustained 
flight, but they do allow the succubus to glide horizontally, for a distance of up to  
20 meters. they may use these wings to prevent falling damage.

Sly Tongue: the succubus has a +1 technique bonus to Deceive, charm,  
haggle and Gossip checks.

Entrancing Beauty: the succubus may exert a psychic effect on others that 
protects them from harm. When attacked, the succubus may incur 4 feedback  
and make a spirit check. their opponent must roll an autonomy check against  
their spirit roll or will be unable to cause them harm. they need not know about  
the attack beforehand to use this ability.

 
 
aDvanCED abIlITIES COST: 2 

tier aDVaNceD abilities

1

Great Leap: While on the ground, a succubus/incubus may make a very 
fast action to set themselves. on their next action they may take a very 
slow action to make a tremendously powerful leap, moving 10 meters 
through the air. 

2
Extend Aura: the succubus or incubus can extend their Demonic Glamour 
to up to two other individuals within 3 meters, sharing their supernatural 
allure and bonus to charm. this allows them to make assisted checks.

3 Demonic Charm: the succubus/incubus’s bonus to charm, Deceive,  
and Gossip checks increases to +3.

4

Corrupt: While making a charm check against another individual, the 
succubus may also make an opposed spirit check. if this is successful,  
they may ask for a favor that the target would not otherwise do, something 
that could brings serious risk of significant harm or would be outside their 
normal moral character, taking risks they normally wouldn’t do.
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blIGHTED abIlITIES COST: 20 

type iNhumaN attributes iNcompatibilities

talent charisma, cunning talents, Divine races

iNNate racial abilities

Unhallowed: as a demonic talent, the blighted cannot walk on holy ground,  
such as a churchyard or dedicated cemetery without suffering 2 feedback per round.

Hexed: When the blighted is around, things tend to go wrong. sometimes the 
results are small, such as a clock failing to work or buying the one apple with a 
worm in it, and sometimes the results are large, such as the single, critical pin of a 
large bridge failing during the afternoon traffic. sometimes they will happen to 
them personally and sometimes they will happen to others, but when the blighted 
is around, something will generally go wrong.

Twist Luck: the blighted may concentrate as a very fast action to warp luck and 
make something negative happen, as in the above ability. they have no control 
whatsoever over what happens, its scale, or its target, which is entirely decided by 
the storyteller.

Try Again: as a free action, the blighted can force any individual within 5 meters 
to re-roll one roll, taking the worse of the two. this ability incurs 4 feedback and has 
a recoil of 24 hours. if the new result comes up as its maximum roll, the blighted’s 
luck backfires. they take 20 damage, even if the new roll is re-rolled.

The blighted is a powerful talent, but could easily be called 
a curse. It causes uncontrollable disasters to happen 
constantly, both to the blighted themselves, as well as 
their allies and even their enemies. The only advantage 
that the Blighted has is that they can unleash this bad 
luck on their enemies selectively, bringing their own fate 
to others. 

The Blighted appear as normal members of whatever 
race they belong to, except that they have the tendency  
to develop dark markings, patterns that appear as a 
physical blight. They have the longevity of whatever  
race that is, assuming they can survive the mishaps  
and catastrophes that they bring down around them.

They vary greatly in temperament, coping with  
their ill-luck in many ways. They have no homeland. 
Their curse can appear among any race or any locale,  
and are often the result of some nefarious curse or  
other interference.

Blighted are often feared and hated. They might call 
their career adventuring, but it is more likely that they 
are simply driven from place to place. This means 
that they rarely have the good fortune to accumulate 
significant wealth, and so are condemned to live their 
lives as vagrants.

“Fell like trying your luck? Try mine instead.”

aDvanCED abIlITIES COST: 2 

tier aDVaNceD abilities

1 Third Try: as try again, but a maximum roll does 30 damage. this recoil is 
counted separately from other blighted abilities.

2 Fourth Try: as try again, but a maximum roll does 40 damage. this recoil 
is counted separately from other blighted abilities.

3 Last Try: as try again, but a maximum roll is lethal. this recoil is counted 
separately from other blighted abilities.

4 Direct Luck: as twist luck, but they may select a target for the unlucky 
event. count this recoil separately from other blighted abilities.
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“Mine, Mine, Mine. Your strength is mine, your skills are 
mine, and your memories are mine. Even your very soul  
is mine, a little sliver of it, at least, and all at the 
slightest touch.”

the Soul Thief talent is relatively common in the Demon 
lands, especially among Fiends, but in the wider world it 
has no specific homeland or preferred race. The granting 
of this talent is often the result of some hereditary curse, 
demonic contract, or other foul interference.

Those afflicted with the Soul Thief ’s curse appear as 
normal members of their race, except for a distinctive 
mark on their hand and a matching one on their neck 
or face. When identified, The Soul Thief are not 
tremendously popular. For some reason, people do not 
appreciate having bits of their souls siphoned away.

In temperament, the Soul Thief tend to be somewhat 
aggressive or greedy individuals, who have a hard time 
sharing and do not take criticism lightly. They are 
sometimes confused or prone to rapid shifts of mood, 
temporarily taking on the personalities of those they 
have stolen from in the past without even realizing it. 
This makes them somewhat troublesome companions, 
but the Soul Thief can more than make up for this with 
the power that their abilities can grant them.

SOUl THIEF abIlITIES COST: 20 

type iNhumaN attributes iNcompatibilities

talent Willpower, cunning talents, Divine races

iNNate racial abilities

Unhallowed: as a demonic talent, the soul thief cannot walk on holy ground, like a 
churchyard or dedicated cemetery without suffering 2 feedback per round.

Soulthief Mark: the soul thief is cursed with a specific and unique mark that 
appears on their neck or face that identifies who and what they are, and an 
identical mark on one hand.

Soul Steal: the soulthief can make an unarmed attack to touch an opponent.  
they may choose not to deal damage. if they touch that opponent, they may steal 
a sliver of that individual’s soul. they may only keep one individual’s soul in this 
manner, and may only keep it for 1 hour. if that individual dies, the soul thief loses 
this sliver. this touch leaves a faint burn, and is therefore impossible to do without 
the target’s knowledge. When they lose this fragment of soul, the trauma  
is excruciating, giving the soul thief 10 feedback.

Soul Recall: When holding a piece of another’s soul, the soulthief gains acute 
awareness of that individual’s skills, attributes, and abilities, as well as recent 
memories and knowledge. this knowledge will be gone once the soul is lost.

Soul Rebellion: after successfully stealing a sliver of soul, the soulthief must make 
a successful autonomy check against the stolen soul’s autonomy score or the stolen 
soul will take control. if this happens, they will take on the stolen soul’s personality, 
attitudes, and even loyalty. this means siding with the stolen soul’s allies and 
against their enemies if conflict arises.

Crushing Soul: the soul thief gains a +1 tech bonus to their autonomy skill.

aDvanCED abIlITIES COST: 2 

tier aDVaNceD abilities

1

Steal Attributes: While they hold a stolen soul, the soul thief may choose 
to lose their own attribute scores and replaces them with those of their 
target. this choice must be made upon stealing of the soul, and cannot be 
changed until the soul is released.

2 Steal Skills: as steal attributes, but they may also choose to take on the 
soul’s skills as well.

3

Steal Abilities: as steal attributes, but they may also take on their abilities, 
including race, curse and talent. if stealing a race, curse, or talent that 
changes their appearance, the soul thief will change accordingly for the 
duration of this effect.

4 Crushing Soul: as above, but a +3 technique bonus.

5
Walk a Mile: When stealing a soul, they may choose to hold that soul 
for 24 hours. the longer they hold a soul fragment, the more of their 
personality they tend to take on.
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aEOnIC abIlITIES 

type iNhumaN attributes iNcompatibilities

race intelligence, charisma races

iNNate racial abilities

Divine Presence: the aeonic has a presence about them, an unmistakably regal 
aura that identifies them for something more than human. they age very slowly 
and do not age beyond what mortals would consider full adulthood or middle age, 
although they can be killed.

Karma: an aeonic has a pool of spirit points that they can use to fuel their abilities. 
every time they do a good deed, they gain spirit points. the better the deed, the 
more spirit points they accrue. helping an old lady with her chores, for example, 
would incur 1 spirit point, while saving a life might incur as many as 10. an aeonic 
cannot have more than 10 points. these good deeds should not be very difficult 
to come by. an aeonic character need only do simple kind acts to accrue them, not 
necessarily requiring them to complete full quests. something as simple as making 
the adventuring party breakfast or giving a kind word when it is needed most is 
good enough to earn a spirit point. if they perform a particularly wicked act,  
they lose all spirit points.

Manifest Wings: though they are normally seen without them, as an average 
action, the aeonic may manifest a pair of massive feathery wings. they have a 
wingspan of 5 meters, and may use these to fly with a turn radius of 3. manifesting 
their wings requires 1 spirit point. they remain as long as needed and then 
disappear, as they cannot be maintained indefinitely.

Nimbus: the aeonic may expend 1 spirit point to provide a light source. this light 
source is a small sphere of light that follows them around. it lasts up to 8 hours. they 
can command this nimbus to follow another individual or to stay in a specific place.

Word of Truth: an aeonic generally knows when they’re being lied to, gaining 
a +4 technique bonus on empathy checks to determine sincerity, but they must 
always speak the truth. they must spend 1 spirit point every time they use this 
bonus. if they knowingly lie, they lose all spirit points.

Aeonic Skills: aeonic are particularly studious, congenial, and strong of spirit, 
gaining a +1 technique bonus on lore, charm, and spirit checks.

”The Guard has stood in the Havens since the world 
began. Demons conspire and mortals bicker, but 
ultimately, good will always win out. This inspires 
patience and serenity, even in the face of disaster.” 

Aeonic, Commonly known as Angels, The Aeonic are 
largely human in appearance, but with an otherworldly 
presence that identifies them as divine. They can 
manifest large, white, feathery wings at will, and can 
create unearthly lights that lead their way in the 
darkness. They are bookish and bright, usually optimistic 
and intelligent.

The Aeonic races hail from the Sublime Havens,  
a group of floating continents high in the sky.  
Outsiders are not generally welcome there, unless they 
have proven themselves to be of particular valor and 
peace, having earned their place in this paradise.

Aeonic are welcome across the world as good omens  
and honored guests, except in places where hate and vice 
reign. Like most elder races they are immortal, in that 
they do not age past maturity or die of old age, but they 
are killable. They have children very rarely, but their 
death rates are equally low, due to their largely peaceful 
existence and careful care. Some of the wisest and oldest 
beings alive are Aeonic scholars.

aDvanCED abIlITIES COST: 2 

tier aDVaNceD abilities

1 Healing Touch: the aeonic may expend 2 spirit points as an average 
action to heal any individual of 10 damage.

2

Calming Aura: the aeonic may spend 2 spirit point to send out a 
calming aura as a very fast action. everyone within 10 meters feels calmer. 
aggression is muted, and people are generally happier. this has no effect 
during actual combat, and will last a fairly long time, easily long enough 
for a social encounter.

3 Aeonic Skills: the aeonic’s bonuses to their charm, lore and spirit skills 
increase to +3.

4

Holy Burst: a burst of divine light erupts from the character. all undead, 
Demonic races, and individuals with Demonic talents within 10 meters 
take 4d12 damage, negated by an opposed spirit check. this ability incurs 
8 feedback and has a recoil of 1 hour. this expends 4 spirit points.
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SERaPH abIlITIES 

type iNhumaN attributes iNcompatibilities

race intelligence, intuition races

iNNate racial abilities

Divine Presence: the seraph has a presence about them, an unmistakably regal 
aura that identifies them for something more than human. they age very slowly 
and do not age beyond what mortals would consider full adulthood or middle age, 
although they can be killed.

Karma: the seraph has a pool of spirit points that they can use to fuel their abilities. 
every time they do a good deed, they gain spirit points. the better the deed,  
the more spirit points they accrue. helping an old lady with her chores, for example, 
would incur 1 spirit point, while saving a life might incur as many as 10. a seraph 
cannot have more than 10 points. these good deeds should not be very difficult to 
come by. something as simple as making the adventuring party breakfast or giving 
a kind word when it is needed most is good enough to earn a spirit point. if they 
perform a particularly wicked act, they lose all spirit points.

Seer: the seraph is completely blind, but they are able to use their prescience to 
guide their own movement. they are aware of the presence of other individuals, 
obstacles, and objects within 20 meters, and can act normally within those limits. 
they may attack and defend without penalty, and cannot be surprise attacked.

Manifest Wings: as an a very slow action, the seraph may manifest six massive 
feathery wings. they have a wingspan of 5 meters, and may use these to fly with a 
turn radius of 4. manifesting their wings requires 1 spirit point. they remain as long 
as needed and then disappear, but cannot be maintained indefinitely.

Guidance: once per day, a seraph can find a spiritual guidance. this method is 
unreliable at giving direct information, but is particularly useful for hints and 
general guidance, and is given by the storyteller.

Prophecy: once per day, the seraph may make a prophecy, some small event that 
will certainly happen. this could be as specific as the death of a king or as trivial as a 
child crying. this costs 2 spirit points.

Seraph can appear as a blind mortal, or can manifest six 
massive wings, with an overwhelmingly divine presence. 
The bearing of the Seraph is serene, confident and 
deliberate, knowing the results of their movements 
before making them.

Like the Aeonic, the Seraph hails from the Sublime 
Havens. They are often well-received by the benevolent, 
but are frequently hunted or killed by others, based on  
the suspicion that they will predict and foil their 
misdeeds. They often keep a stance of neutrality, 
preferring tolerance to conflict.

A Seraph will often act as a guide for others, particularly 
those who work for good. They rarely travel on their  
own initiative. They are immortal, but not unkillable. 
The oldest Seraph often separate themselves entirely 
from outsiders, to insulate themselves from physical 
threats and from the trauma of witnessing too many  
dark visions for their mortal neighbors’ brief lives.

“The march of time is an eternal path.  
Though some steps are shrouded,  
it helps to know the final destination,  
and maybe a few signs along the way.”

aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1 Heavy Flight: the seraph can increase their lifting and carrying weight by 
200 pounds. this stacks with the Flight technique of the same name.

2
Prediction: they may spend 1 spirit point as a free action to see a into the 
future of their actions. they may roll as though taking any action, but may 
choose whether or not to take the action after the roll is made. 

3 Seer’s Knowledge: a seraph can hold an object to identify exactly what it 
is and to learn a little about its history or future.

4
Truth in Sight: the seraph is completely immune to illusion magics and 
similar effects. they may easily see through invisibility, false objects or 
creatures, and may identify an individual through any disguise.

5

Scrying Sight: the seraph may open their minds to the events of another 
location, anywhere they have visited within the last week, and to see or 
hear as though they were physically in that location. this cannot be done 
while in combat and uses 3 spirit points.
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“Deceit is for worms and demonspawn. The vanir make 
no excuses and walk a clear path. Guided by the light of 
Esseldein, we slay the wicked and wage war against the 
lands of eternal night.” 

Vanir, the race of the Valkyrie, are largely  
human in appearance but with an aura of  
majesty and pride that identifies them as divine.  
They create ornate armor and weapons of  
spirit energy.

The Vanir are proud and aggressive, intolerable of 
weakness and evil. They make loyal companions and 
deadly enemies. The subtleties of intrigue often elude 
them, but they never hesitate to strike down what they 
see as wickedness and evil.

The Vanir hail from the volcanic islands of Esseldein, 
also inhabited by the proud Aesir. Here they train 
recruits for their endless and unwinnable war against  
the demons.

The Vanir have a deep-seated hatred for the  
demonic races. Although they command the respect  
of others for their conflict with the demon lands,  
they are also deeply resented among other nations  
and races. The Vanir send female representatives,  
titled Valkyrie, as recruiting agents across the world,  
convincing, coercing, or outright kidnapping  
soldiers to join their cause.

The Vanir, like most Elder Races, are immortal,  
in that they do not age past maturity or die of old age, 
but they are killable. The strongest among them are  
ages old.

vanIR abIlITIES 

type iNhumaN attributes iNcompatibilities

race strength, Willpower races

iNNate racial abilities

Divine Presence: the Vanir has a presence about them, an unmistakably regal 
aura that identifies them for something more than human. they age very slowly 
and do not age beyond what mortals would consider full adulthood or middle age, 
although they can be killed.

Spirit Blade: the Vanir may craft a shining blade from spiritual energy as a very 
fast action. they may make any melee or thrown weapon, including shields. this 
incurs 4 feedback. None of the Vanir’s spirit constructs have a time limit, although 
they will disappear after 1 round if they leave their hands. the spirit constructions 
may be made to appear as a translucent, hard light, or they may take the form of 
normal weaponry, either plain or finely crafted.

Spirit Armor: as spirit blade, but the Vanir may craft spiritual armor. this armor 
functions as chain mail, with an armor of 3 and a move penalty of 1.

Spirit Bow: as spirit blade, but they may craft a hunter’s bow or a longbow, with 
one arrow. this incurs 4 feedback.

aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1

Summon Servant: the Vanir may summon the spirit of a departed 
warrior. this spirit has no skills and may not attack, but they will appear 
and performing a single action within 10 meters of the Vanir for one round, 
after which they disappear. commanding this servant takes up the Vanir’s 
action and incurs 8 feedback.

2

Great Leap: a Vanir may make a very fast action to set themselves. on 
their next action they may take a very slow action to make a tremendously 
powerful leap, leaping 10 meters through the air. they may attack at the 
end of this movement.

3 Heavy Armor: the Vanir may craft heavier, more ornate armor. as spirit 
armor, but they may armor with a bonus of 5 and a move penalty of 3.

4 Fast Construct: the Vanir can summon a weapon or armor as an instant 
action, incurring 6 feedback.

5
Defy Physics: the Vanir may defy the laws of physics, stopping themselves 
from falling and standing suspended in the air. they may propel 
themselves horizontally using their ‘great leap,’ ability.

6
Summon Einherjar: as summon servant, but the ghostly servant appears 
in full combat regalia, wielding a normal weapon of the Vanir’s choice. they 
may make one attack, using the Vanir’s spirit skill. 
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aESIR abIlITIES 

type iNhumaN attributes iNcompatibilities

race strength, endurance races

iNNate racial abilities

Divine Presence: the aesir has a presence about them, an unmistakably regal 
aura that identifies them for something more than human. they age very slowly 
and do not age beyond what mortals would consider full adulthood or middle age, 
although they can be killed.

Oversized: the aesir is naturally thick and tall. they gain a +2 technique bonus to 
Grapple checks.

Aesir Will: the aesir gains a +1 bonus to athletics, Grit, and autonomy.

Sturdy: the aesir has a natural resistance to physical damage, giving them an 
armor of 2. 

The Aesir is a fierce race of warriors,  
who value honor, courage and glorious  
battle over all other ideals.

The Aesir are by nature brash and bold.  
They can be temperamental and easily  
offended, but they also have a kinder side,  
and make friends as quickly as they make  
enemies. The Aesir’s If kept out of action too  
long, they are prone to bouts of boredom.

Closely related to the Vanir and distantly related to  
the angelic races, the Aesir hail from the islands of 
Esseldein, where they constantly train for the eternal  
war with Demonkind.

The Aesir are no diplomats, leaving that to the Vanir 
Valkyrie. They do, however, make good company, so long 
as one can support heavy drinking and the occasional 
good-natured brawl.

Aesir adventure to crack heads and kill demons.  
They are forever training for the great war with the 
Demons, though they are generally not so zealous  
as the Vanir.

The Aesir, like most Elder Races, are immortal, in that 
they do not age past maturity or die of old age, but they 
are killable. The strongest among them are ages old.

“I’ve been fighting imps and fiends since I was young 
enough to lift a sword, and plan on doing it until I finally 
find the demon strong enough to pry it from my hands. 
The aesir cut down demons like a woodsman in a forest, 
and like the woods, it seems that there are always more 
to cut.” 

aDvanCED abIlITIES COST: 2 

tier aDVaNceD abilities

1 Hearty: the aesir is remarkably resilient to physical damage. raise their 
unconsciousness and Death limits by 10.

2

Heavy Weapons: the aesir may wield a weapon that is particularly 
large for their size. any weapon that has a naturally larger version, such 
as a dagger to a shortsword or a mace to a maul, uses the larger weapon 
statistics. any weapon that does not simply increases it’s damage die by 
one step, for example from 2d10 to 2d12 or even 2d12 to 2d14. this kind 
of an oversized weapon automatically reduces it’s melee and/or thrown 
equipment bonus by 1. oversized heavy shields increase their parry 
modifier by 1, but increase their speed penalty by 2.

3 Aesir Skills: increase the aesir’s bonus to athletics, Grit and autonomy to 
+3. they are thick, tough, and physically strong.

4
Feat of Strength: once per combat, the aesir can make a massive feat 
of strength, gaining a +4 technique bonus to any one strength skill or 
grapple check. this cannot be used outside of combat.
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“I don’t pretend to know how to fix all of the  
world’s problems, but I do know that when the  
innocent and weak are under attack, I want to  
be the shield that defends them and the sword  
that avenges their fall.”

The Divine Blade is a weapon and a calling. It is a talent 
that depends on a powerful personal artifact, a weapon 
unique to the individual. This weapon is a gift, designed 
to defend the innocent and strike down the wicked.  
Its use depends on the virtues of its wielder, and is as 
much a responsibility as a power. 

The personality of the bearer can vary dramatically, 
although there is a pull in their personalities toward the 
benevolent. The bearer of a Divine Blade can be called 
from any population or race, although a demonic bearer 
is extremely rare.

A Divine Blade tends to work under their own direction. 
As such, they chafe under military or mercenary service, 
where the corruption of their superiors is a real challenge. 
Often they live off of the charity of others or find some 
other means of income.

DIvInE blaDE abIlITIES COST: 20 

type iNhumaN attributes iNcompatibilities

talent endurance, Willpower talents

iNNate racial abilities

Divine Blade: to begin this talent, the character is gifted a weapon of  
divine might, or their own weapon is granted such power. that weapon  
becomes sentient, and develops a permanent bond to the character.  
the bearer can communicate empathically with the weapon,  
getting a vague sense of emotion or direction. any who wield the  
Divine blade without the weapon’s approval will automatically rolls 1’s.  
this weapon becomes effectively indestructible.

Karma: a Divine blade has a pool of spirit points that they can use to fuel their 
abilities. every time they do a good deed, they gain spirit points. the better the 
deed, the more spirit points they accrue. helping an old lady with her chores, for 
example, would incur 1 spirit point, while saving a life might incur as many as 10. 
a Divine blade cannot have more than 10 points. these good deeds should not be 
very difficult to come by. something as simple as making the adventuring party 
breakfast or giving a kind word when it is needed most is good enough to earn a 
spirit point. if they perform a particularly wicked act,  
or attack an innocent, they lose all spirit points.

Divine Aura: if they any spirit points, the Divine blade gives off light as a torch.

Return: if separated, the divine blade may spend 3 spirit points to call their blade 
to them as a very fast action. the weapon flies through the air in the most direct 
path possible, escaping bonds and crashing through barriers.

Protection: When used to defend oneself or others from evil, the divine  
blade instinctively reacts, gaining a +2 technique bonus to parry, dodge, autonomy 
or grit, and a +4 bonus to spirit. each time this ability is used, it spends 1 spirit point.

 
aDvanCED abIlITIES COST: 2 

tier aDVaNceD abilities

1
Smite: on a successful attack, the bearer may spend 2 spirit points to deal 
10 extra damage to the target. this can only be applied when used to 
defeat evil and always works against undead and demonkind.

2 Destroyer: When combating undead or demonkind, increase the 
character’s strength and agility skill dice by 1 step.

3 Grand Smite: as smite, but deals 20 damage and uses 4 spirit points.

4

Divine Ward: if the holy blade is thrust into the ground, it can erect a 
white barrier that spreads out in a shell, with a 2 meter radius around the 
bearer. all evil, demonic or undead individuals are pushed to the edge of 
this barrier, and cannot pass it, either physically or through ranged attacks. 
using this ability requires 5 spirit points and a very slow action to activate. 
it can be held in place for up to one hour.
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YaZaTa abIlITIES COST: 20 

type iNhumaN attributes iNcompatibilities

talent intuition, cunning talents

iNNate racial abilities

Divine Presence: the yazata has a presence about them, an unmistakably regal 
aura that identifies them for something more than human. they age very slowly 
and do not age beyond what mortals would consider full adulthood or middle age, 
although they can be killed.

Voice of Power: When their talent is awakened, the yazata gains one ability for 
their voice of power, from the list below. after that, they may purchase additional 
voice abilities one by one, in any order as they develop their talent. all of the voice 
of power abilities incur 12 feedback, have a range of 20 meters, and have a recoil 
of 1 hour.

Spirit: the yazata gains a +1 technique bonus to spirit. When they have purchased 
all of the voice of power abilities, this bonus is increased to +3.

aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1 Voice of Awakening: the yazata can utter a quiet phrase, calling out to all 
fallen allies. all unconscious allies are awakened.

2
Voice of Deafening: the yazata can utter a quiet phrase, deafening all 
within hearing. all individuals are deafened for 6 rounds. this can be 
negated with a Grit check, opposed by the yazata’s spirit skill.

3 Voice of Healing: the yazata can utter a quiet phrase of healing. all allies 
heal 15 damage.

4
Voice of Rebuke: the yazata can utter a quiet phrase, rebuking those 
within hearing. all undead, curses, or demons suffer 3d12 damage. this can 
be negated with an opposed spirit check.

5
Voice of Quaking: as a very slow action, the yazata can utter a quiet 
phrase, shaking the souls of all within hearing. all enemies take 3 initiative 
damage. this can be negated with an opposed spirit check.

6

Voice of Binding: the yazata can utter a quiet, but very powerful phrase. 
one individual is paralyzed with the fear of divine wrath, unable to take 
any actions for several minutes. this does not function during combat, and 
will end if combat begins, granting that individual the ability to defend 
themself normally. this can be negated with an opposed spirit check.

7
Voice of Blasting: the yazata can utter a quiet but very powerful phrase. 
all enemies suffer 3d10 damage. this can be negated with an opposed 
spirit check.

The Yazata can be called from among any race or 
civilization, as a calling that grants the subject great 
divine power. This power manifests in great words of 
power, that have the capacity to have a great impact on 
all of those who heard it.

In personality, the Yazata is placid, to the point of 
disconnection with others. They tend to take a  
harsh view on life, and are quick to a make quiet 
judgement of others, although not prone to gossip  
or interpersonal problems.

The Yazata are most frequently found and trained in  
the Sublime Havens and in the Karkik, and occasionally, 
very rarely, by other Yazata elsewhere across the world. 
They are a secretive organization, mostly noted for their 
immense power. Not all yazata belong to their order, 
however, and can be found on their own or in other 
organizations as well.

The Yazata are held with respect and caution by those 
they deal with. They are universally hated by undead  
and demons.

“knEEl.”
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“Patience, quiet, and craftsmanship. This is what we can 
learn from the stone at the foundation of the earth. It 
takes eons to forge a diamond, and mortal workings are 
hard pressed to match its beauty.” 

The Artan have dark skin, and pale white, gray, or blonde 
hair. Their skin has stone growths protecting from their 
skin. The Artan are cold and thoughtful in temperament. 
They are creatures of routine, and dislike surprises and 
dramatics. As Fae, they are slightly smaller in stature 
than normal humans, averaging four to five feet in height.

Unlike most fae, the Artan have limited business with 
mortal races and others as craftsmen. Despite their 
physical aversion to steel, they are experts in metalwork, 
and are very cautious while working it. They craft fine 
materials for trade amongst the wealthy and elite  
around the world. They belong to the Unseelie council  
of the Fae, and tend to view those of the Seelie council  
as lazy fools.

The Artan, as Fae, can live for hundreds, even thousands 
of years. Fae birth-rates are very low, but their existences 
of solitude in deep caves and mountainsides gives them 
little reason to seek trouble that might get them killed. 
When disturbed by mortals, they would just as soon trap 
the offender in a cave-in than confront them directly.

aRTan abIlITIES 

type iNhumaN attributes iNcompatibilities

race intuition, endurance races

iNNate racial abilities

Earth Resistant: Due to their natural affinity with that element, the artan is 
resistant to earth and acid. reduce all earth damage by 10.

Iron Taboo: as a Fae creature, the artan is harmed by iron, steel and other metals. if 
they touch such a metal, even through cloth or leather, they suffer 1d4 damage per 
round. if attacked by a metal weapon, that weapon deals 1d4 additional damage.

Arcane Resilience: the artan is especially resilient against magic. they gain a  
+1 bonus to any check made to resist the effects of magic.

Stone Skin: the artan’s skin is embedded with stone and crystal, acting as a 
natural armor. reduce all damage by 4, and an armor move penalty of -2.

Fae Skills: the artan are very perceptive and tough, gifted at reading emotions. 
they gain a +1 bonus to empathy, perception, and Grit.

Earth Sense: the artan, if touching a stone surface, can sense that stone and all 
the stone connecting it for 20 meters. this allows them to sense the structure and 
layout of connected walls, caverns, and other structures to fine detail.

Stone Sense: the artan may sense pressure on the surface of earth and stone,  
able to sense any individual standing on that stone within 10 meters, even in 
darkness or other invisibility.

 

aDvanCED abIlITIES aDvanCED TIER COST: 2 

tier aDVaNceD abilities

1

Stone Sink: the artan can meld their body with earth and stone.  
they may take a very slow action to push themselves and all their 
equipment through up to 3 meters of earth or stone. they cannot breathe 
inside this stone, and so cannot stay inside for extended periods of time.

2 Improved Resilience: the artan’s elemental resistance increases to 20. 
they gain a +3 bonus to resist magic effects.

3 Fae Skills: the artan is perceptive and tough. increase the artan’s bonus to 
empathy, perception and Grit to +3.

4

Stone Servant: the artan may call a small rock-servant from normal 
earth or stone. this creature is made from earth matter, and follows the 
artan around wherever they go. it can follow simple commands, and 
can be commanded to make melee attacks. this creature has 20 life and 
is immune to earth or air effects. it has an attack range of one, melee 
and dodge skills equal to the artan’s earth elemental skill, and deals 
2d6 damage as an average action, with a crit range of 5/10. it will 
automatically be destroyed if it moves more than 3 meters away from the 
artan. it has a duration of 6 rounds, a recoil of 24 hours, and requires a very 
slow action to summon.
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DRYaD abIlITIES 

type iNhumaN attributes iNcompatibilities

race endurance, Willpower races

iNNate racial abilities

Plant Resistant: the Dryad is resistant to plant and poison. reduce all plant 
damage by 10.

Iron Taboo: as a Fae creature, the Dryad is harmed by iron, steel and other  
metals. if they touch such a metal, even through cloth or leather, they suffer  
1d4 damage per round. if attacked by a metal weapon, that weapon deals  
1d4 additional damage.

Arcane Resilience: the Dryad is especially resilient against magic. they gain a  
+1 bonus to any check made to resist the effects of magic.

Bark Skin: the Dryad’s skin is especially tough, with a bark-like grain in places that 
acts as a natural armor. reduce all damage by 2.

Fae Skills: the Dryad are experts in wilderness lore. they gain a +1 bonus to 
Wilderness, empathy and perception.

Plantspeak: the Dryad feels the emotions of plants, and may even speak to  
them on a limited scale. they can speak to a plant as though it were a sentient,  
if weakly intelligent, creature. a plant will remember all the events it has been near. 
they have very long memories.

Photosynthesize: Dryads float they also photosynthesize, negating the need for 
eating normal food, although they still require water. they must have exposure to 
the sun for several hours a day or they may run the risk of ‘starving.’

The Dryad are darker skinned, tan or bronze, and  
they develop some bark-like patterns along their skin. 
They can grow some leaves and vines among their hair. 
They have exceptionally large and dark eyes. As Fae, 
they are slightly smaller in stature than normal humans, 
averaging four to five feet tall, and are similarly thinner.

The Dryad are patient and thoughtful, masters of 
philosophy and fiction in story form. They are irritated, 
however, by the brashness of others. They have a deep-
seated fear of fire, and a strong dislike for technology in 
general, which almost invariably requires more resources 
taken from the wild and brings other races closer to their 
own homes.

The Dryads can be found scattered throughout most 
of the world, found anywhere there is forest or jungle 
or other places of heavy vegetation, and stay away from 
deserts and other similarly desolate places.

The Dryad, as Fae, can live for hundreds, even thousands 
of years. Their policy of avoidance generally makes  
them long-lived. When confronted with other races,  
the Dryad will likely disappear into the forest,  
using their knowledge of the wood to hide.

“We Dryad live with the trees. We want nothing more  
than to dance with the leaves and to enjoy the shade  
of the forest.”

aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1 Sleepless: the Dryad need not sleep.

2 Regeneration: the Dryad needs only spend a few hours standing still in 
the sunlight, with plenty of water, to regenerate all damage.

3 Fae Skills: increase the Dryad’s bonus to Wilderness, empathy and 
perception to +3.

4

Plant Servant: the Dryad may call a small plant-servant from normal 
plant matter. this creature is made from plant mass, and follows the Dryad 
around wherever they go. it can follow simple commands, and can be 
commanded to make melee attacks. this creature has 20 life and is  
immune to plant, poison, and void effects. it has an attack range of one, 
melee and Dodge skills equal to the Dryad’s plant elemental skill,  
and deals 2d6 damage as an average action, with a crit range of 5/10.  
it will automatically be destroyed if it moves more than 3 meters away 
from the Dryad. it has a duration of 6 rounds, a recoil of 24 hours, and 
requires a very slow action to summon.
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naIaD abIlITIES 

type iNhumaN attributes iNcompatibilities

race Willpower, charisma races

iNNate racial abilities

Water Resistant: the Naiad is resistant to water and ice. reduce all ice  
damage by 10.

Iron Taboo: as a Fae creature, the Naiad is harmed by iron, steel and  
other metals. if they touch such a metal, even through cloth or leather,  
they suffer 1d4 damage per round. if attacked by a metal weapon,  
that weapon deals 1d4 additional damage.

Arcane Resilience: the Naiad is especially resilient against magic. they gain a  
+1 bonus to any check made to resist the effects of magic.

Amphibious: the Naiad is gifted with the capacity to breathe both above and 
below the water. they have thin gills at the base of their neck.

Fae Skills: the Naiad are good with people. they gain a +1 bonus to perception, 
empathy and charm.

Sonar: When underwater, the Naiad can determine the shape of their environment, 
as well as any object in that water, through a capacity for echolocation. this negates 
the need for underwater light and has a range of 20 meters.

Swim Sprint: the Naiad can travel particularly quickly underwater. they may travel 
at normal movement speeds without making athletics checks for swimming,  
and may sprint as though they were above ground.

“Oh to play among the weaves and swim beneath the sea,  
Oh to toy with sailor’s hearts, and spurn their loving plea,  
Oh to sing a song of waves as far as eyes can see  
Oh to be a naiad fair, what joy it is for me!

Naiad are extremely pale skinned, their skin even 
taking a slightly bluish tone. They are cold to the 
touch, and their skin may even have a sheen, as though 
it were perpetually wet. They are comfortable living 
and breathing both in or out of water, in a variety of 
temperatures. As Fae, they are slightly smaller in stature 
than normal humans, averaging four to five feet tall,  
and are similarly thinner.

Naiads are prone to rapid mod shifts. They get along 
well with others at least half of the time, and find it 
impossible to keep a grudge for more than a few minutes. 

The Naiad own the oceans, and have built great 
underwater cities throughout the world’s great waters, 
which few mortals are privy to.

The Naiads find other cultures curious, if dangerous,  
and have no problem initiating contact with others,  
if from a safe distance. In the eyes of the Naiad,  
friends from among other races are wonderful,  
but have the odd habit of drowning, which makes  
them troublesome. 

The Naiad, as Fae, can live for hundreds, even thousands 
of years. They are more prolific than many fae, claiming 
most of the world’s oceans and lakes as their own.  
When confronted with difficulty from other races,  
they often simply submerge. 

 
aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1 Greater Swim Sprint: as above, but when sprinting in the water,  
they move two action speeds faster.

2
Resilient: the Naiad are particularly resilient to ambient temperature,  
and may survive easily in very cold or high pressure environments, such as 
those in very cold or very deep oceans.

3 Fae Skills: increase the Naiad’s bonus to perception, empathy and charm 
to +3. they are quite perceptive of others and their surroundings.

4

Water Servant: the Naiad may call a small water-servant from a normal 
water source. this creature is made from water, and follows the Naiad 
around wherever they go. it can follow simple commands, and can 
be commanded to make melee attacks. this creature has 20 life and is 
immune to water, ice, and fire effects. it has an attack range of 1, melee and 
Dodge skills equal to the Naiad’s ice elemental skill, and deals 2d6 damage 
as an average action, with a crit range of 5/10. it will automatically be 
destroyed if it moves more than 3 meters away from the Naiad. it has a 
duration of 6 rounds, a recoil of 24 hours, and requires a very slow action 
to summon.
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SCaTH abIlITIES 

type iNhumaN attributes iNcompatibilities

race intuition, cunning races

iNNate racial abilities

Void Resistant: the scath is resistant to Void. reduce all Void damage by 10.

Iron Taboo: as a Fae creature, the scath is harmed by iron, steel and other metals.  
if they touch such a metal, even through cloth or leather, they suffer 1d4 damage 
per round. if attacked by a metal weapon, they take 1d4 damage.

Arcane Resilience: the scath is especially resilient against magic. they gain a  
+1 bonus to any check made to resist the effects of magic.

Shadow Claws: the scath may create a pair of massive void claws, which act as 
a shadowy extension of themselves. these claws may reach out and manipulate 
objects within 3 meters.

Fae Skills: the scath are sly. they gain +1 to perception, empathy and Deceive.

Shadow’s Eyes: the scath see normally in natural darkness.

Sharp Claws: the scath may use their void claws to make a melee attack. this 
attack is made as a fast action, with a +1 equipment bonus, dealing 1d8 damage,  
a crit value of 3/6 and a range of 3. these claws cannot parry or initiate a grapple.

“Shadows play between the stars and in the deepest cavern,  
Shadows dance both near and far, and drink in every tavern.  
Shadows swarm deep in the night and cast in clearest day,  
but when you raise your lantern high, they slyly fade away. “

aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1 Shadowgrapple: the scath may use their Void claws to instigate a grapple 
at a range of 3 meters.

2
Reach: the scath may reach out 10 meters as a very fast action, and 
grasp any unattended object, drawing it to them. this will extinguish any 
relatively small light source.

3 Fae Skills: increase the bonus to empathy, perception and Deceive to +3.

4

Shadow Servant: the scath may call a small shadow-servant from normal 
shadow. this creature is made from void, and follows the scath around 
wherever they go. it can follow simple commands, and to make melee 
attacks. this creature has 20 life and is immune to plant, poison, and void 
effects. it has an attack range of one, melee and Dodge skills equal to the 
scath’s Void elemental skill, and deals 2d6 damage as an average action, 
with a crit range of 5/10. it will automatically be destroyed if it moves 
more than 3 meters away from the scath. it has a duration of 6 rounds,  
a recoil of 24 hours, and requires a very slow action to summon.

The Scath have a keen sense for the dramatic, and value 
artistry in every aspect of their lives. As Fae, they are 
smaller in stature than normal humans, averaging  
four to five feet in height, and are similarly thinner.  
The Scath are not evil by nature, but have a slant toward 
the devious even to the point of cruelty. They tend to  
see this as harmless fun, even when the result to  
others is less than harmless. They do not hold grudges, 
and make good company, if one is alert.

The Scath love to manipulate and stir trouble, and as 
such, can be found in the shadows and secret workings  
of most nations and peoples. Scath can live for hundreds, 
even thousands of years. The oldest living to amass 
considerable covert influence on the Fae and even  
other nations.
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SEPHRET abIlITIES 

type iNhumaN attributes iNcompatibilities

race intuition, Willpower races

iNNate racial abilities

Fire Resistant: the sephret is resistant to heat. reduce all Fire damage by 10.

Iron Taboo: as a Fae creature, the sephret is harmed by iron, steel and other metals. 
if they touch such a metal, even through cloth or leather, they suffer 1d4 damage 
per round. if attacked by a metal weapon, they take 1d4 additional damage.

Arcane Resilience: the sephret is especially resilient against magic. they gain a  
+1 bonus to any check made to resist the effects of magic.

Fire Skin: the sephret’s skin is hot to the touch, and gives off a faint, brightly 
colored flame. this does not harm the sephret, but causes 1d6 fire damage to 
anyone who touches them. this applies every time the sephret makes a grapple 
check, and every time they attack or are attacked with a natural attack. prolonged 
contact deals 1d6 fire damage per round.

Fae Skills: the sephret are aggressive, but charismatic. they gain a +1 bonus to 
perception, intimidate and charm.

Torchlight: the sephret’s fiery skin gives off enough light to illuminate as a torch. 
they suffer a -4 penalty to sneak checks.

Heat Object: the sephret may heat an unattended metal object to unbearable 
temperatures. if another individual touches that object they take 1d6 damage 
initially and 1d6 every round they continue touching it, even through cloth or 
leather, making it ineffective for wielding. this effect lasts for 1 hour.

aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1

Firewalker: the sephret may leave fire in their footsteps when they walk. 
When they move, they trail a tall flame, which occupies that space for 1 
round after they pass. anyone entering this space suffers 2d8 fire damage. 
this can ignite flammable materials.

2
Grappleflare: the sephret may exert a tremendous amount of heat in an 
explosive burst, granting them a +3 technique bonus to escape a grapple. 
this acts as a very slow action.

3
Fae Skills: increase the tian’s bonus to intimidate, perception and charm 
to +3. they are quite an impressive sight, and their vibrance can have great 
impact on others.

4

Fire Servant: the sephret may call a small fire-based servant from 
normal flame. this creature is made from solid flame, and follows the 
sephret around wherever they go. it can follow simple commands, and 
can be commanded to make melee attacks. this creature has 20 life and 
is immune to fire, water and ice effects. it has an attack range of one, 
melee and Dodge skills equal to the sephret’s Fire elemental skill, and 
deals 2d6 damage as an average action, with a crit range of 5/10. it will 
automatically be destroyed if it moves more than 3 meters away. it has a 
duration of 6 rounds, a recoil of 24 hours, and requires a very slow action 
to summon.

The Sephret drip fire from their skin. The tone and hue of 
this fire changes from individual to individual and even 
slightly from one emotional state to the next.  
They have bronze or pale skin. 

The Sephret do nothing halfway. When calm, they are 
placid. When caring, they are infatuated. When irritated, 
they are inconsolable. When angry, they are murderously 
enraged. The Sephret can be found scattered throughout 
most of the world, occupying places where the element 
of fire is strongest, such as rocky desert or volcanic 
regions. They loathe large bodies of water, even when 
living on volcanic islands. Being immersed does not kill 
them, but is very uncomfortable.

The Sephret hunt other races for sport, and so are 
considered a nuisance and a threat to other nations and 
peoples. They are thrill-seekers by nature, and will travel 
for the sake of hunting dangerous animals, honing their 
skills, or for the thrill of combat. While they can live 
for very long times, they frequently don’t. An ancient 
Sephret is a sight to behold.

“There are really only two kinds of people in the world, 
family and foes. Family don’t mind when they get a little 
singed. Foes don’t live to mind.”
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“To commune with the very stars in the sky, to fall through 
the clouds and play tag with the lightning storm, all to 
come home to a good book. This is the life of the Sylph.”

Sylph are quite frail looking. Their bodies are physically 
very light, and their affinity for air magics gives them the 
capacity for a hovering sort of flight. Their skin is pale or 
blue tone and they like to accentuate their ambient wind 
by growing their hair out long and wearing clothing 
that includes billowing fabrics or streamers. As Fae, 
they are slightly smaller in stature than normal humans, 
averaging four to five feet in height.

The Sylph are calm by nature, but tend to be easily 
distracted, which gives them a distant or aloof 
personality. They are wanderers, moving from place to 
place among their sky islands, and don’t like being in 
closed spaces. Seeing a Sylph flying nearby or following 
the events of people below is a rare sign of good luck.

The Sylph own most of the sky, having built cities in  
the upper atmosphere. Their elders do business with  
the stars and other heavenly bodies, and tend not to 
come to earth very often, except to research the lore 
and history of the rest of the world. Thy can live for 
hundreds, even thousands of years, and their distance 
from dangers encourages longevity. 

SYlPH abIlITIES 

type iNhumaN attributes iNcompatibilities

race agility, intelligence races

iNNate racial abilities

Wind Resistant: Due to their elemental affinity, the sylph is resistant to air and 
lightning. reduce all Wind damage by 10.

Iron Taboo: as a Fae creature, the sylph is harmed by iron, steel and other metals. if 
they touch such a metal, even through cloth or leather, they suffer 1d4 damage per 
round. if attacked by a metal weapon, that weapon deals 1d4 additional damage.

Arcane Resilience: the sylph is especially resilient against magic. they gain a  
+1 bonus to any check made to resist the effects of magic.

Whispy: the sylph’s body is extremely light. they suffer no falling damage,  
even when unconscious, but take a -4 penalty to all grapples.

Fae Skills: the sylph are very intelligent, perceptive and charming. they gain a  
+1 bonus to lore, perception and charm.

Float: the sylph may stop themselves from falling entirely, allowing them to float 
in the air easily.

Altitude: the sylph may survive normally in very cold temperatures and very 
high altitude, low oxygen environments, such as those in the high reaches of the 
atmosphere or the tallest mountains.

aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1
Fly: the sylph may propel themselves through the air in any direction at 
normal movement speeds. they need not continue moving to stay in the air, 
as winged flight does.

2 Flying Sprint: When sprinting through the air, the sylph may improve 
their action speed by one step.

3 Fae Skills: increase the sylph’s bonus to lore, perception and charm to +3.

4

Wind Servant: the sylph may call a small wind-based servant from the 
air around them. this creature is made from solid air, although it is still 
visible, and follows the sylph around wherever they go. it can follow simple 
commands, and can be commanded to make melee attacks. this creature 
has 20 life and is immune to air, lightning, earth, and acid effects. it has 
an attack range of one, melee and Dodge skills equal to the sylph’s air 
elemental skill, and deals 2d6 damage as an average action, with a crit 
range of 5/10. it will automatically be destroyed if it moves more than 3 
meters away from the sylph. it has a duration of 6 rounds, a recoil of 1 hour, 
and requires a very slow action to summon.
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The Werewolf’s natural appearance is that  
of their born race, except that they may  
seem a little more grizzled or feral than  
a normal individual. They tend to be  
fairly aggressive, and enjoy rough fights,  
if only for the chance to make their  
hybrid transformation.

Werewolves are found all over  
the world, especially in rural  
human settlements. They  
are usually loners, and stay  
away from civilized society.  
They sometimes, however,  
find themselves at home  
amongst adventurers,  
where they can put  
their skills to good use.  
They are also sometimes  
found in packs, where they  
can enjoy the company of their  
own kind. These tend to be  
aggressive groups, bandits, and raiders,  
who make their living off of violence.

The Werewolf carry the longevity of whatever race  
carry their curse, but their generally violent existence 
usually precludes exceptionally long life.

WEREWOlF abIlITIES COST: 20 

type iNhumaN attributes iNcompatibilities

curse Willpower, endurance curses, animal races

iNNate racial abilities

Silver Soul: the Werewolf can be damaged or knocked unconscious normally,  
but they may not be killed except by some silver object or silver-flashed weapon.

Shapeshifter: the Werewolf has three forms, their natural form, their wolf form, 
and a hybrid, somewhere between the two. they may change from one form into 
another as a very fast action. this incurs 10 damage. When they shift, any organic 
clothing, such as cloth or leather, shifts with them. if they sleep or fall unconscious 
from their hybrid shape, the character automatically reverts to either their human 
or wolf shape.

Lunacy: on the full moon, the Werewolf must adopt their hybrid form from 
nightfall to dawn. During this time, they lose control of their actions, and will make 
every effort to spread destruction and death. 

Wolf Form: When in their full wolf form, the Werewolf may move up to 7 spaces 
as a full move.

Hybrid Form: When in the hybrid form, the Werewolf’s strength, agility and 
endurance increase by 2. 

Tooth and Nail: While in their wolf form, the Werewolf may bite, making a melee 
attack as a fast action, with a +1 equipment bonus, dealing 1d8 damage, with a  
crit value of 3/6. While in the hybrid form, they may make bite or claw attacks, using 
the same statistics.

Contagion: When a character is seriously injured by a werewolf’s bite or claw 
attacks, there is a small chance that they will be infected with the Werewolf’s curse. 
many of those who are so afflicted will not survive this transition, and many are 
simply not affected. the decision of whether a character becomes a werewolf is up 
to the player and the storyteller.

 

“The moon calls me like a lost love, drawing me to the 
hunt like a river to the sea.”

aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1 Tough: raise the character’s unconsciousness and death limits by 10.

2 Hamstring: While in the wolf form, the Werewolf may make a melee 
attack anywhere along their move.

3
Raging Regeneration: While in their hybrid form, they may take a very 
fast action to heal up to 30 damage. they suffer this damage when they 
next change forms. this can only be used once per transformation.

4
Raging Strength: While in their hybrid form, they may take a very fast 
action and suffer 10 damage. increase their strength and agility by 2 steps. 
this may only be done in combat, and ends when combat is over.

5 Shifting: shifting forms only deals 5 damage, instead of 10.

78

Werewolf



WERERaT abIlITIES COST: 20 

type iNhumaN attributes iNcompatibilities

curse endurance, cunning curses, animal races

iNNate racial abilities

Silver Soul: the Wererat takes damage and can be knocked unconscious normally, 
but they may not be killed except by some silver object or silver-flashed weapon.

Shapeshifter: the Wererat has three forms, their natural form, their rat form, and a 
hybrid, somewhere between the two. they may change from one form into another 
as a very fast action. this incurs 10 damage. When they shift, any organic clothing, 
such as cloth or leather, shifts with them. if they sleep or fall unconscious from their 
hybrid shape, the character automatically reverts to either their human or rat shape.

Night Shift: every night, the Wererat has a chance to involuntarily change forms.  
at nightfall, roll 1d10. on a 1, the Wererat will automaticlaly shift to their hybrid 
form.  if they change in this manner, they will lose control of their actions, and will 
seek murder. While the wererat does not rampage like the werewolf, they will slyly 
hunt and murder those who they see as weak or small. 

Rat Form: While in their rat form, the Wererat does is tiny. they gain a  
+4 bonus to sneak checks, and may fit into tiny cracks and holes.  they gaina  
+4 circumstance bonus to Dodge.

Hybrid Form: When in the hybrid form, the Wererat’s cunning, agility and 
endurance increase by 2. 

Tooth and Nail: While in their hybrid form, the Wererat may bite or claw,  
making a melee attack as a very fast action, with a +1 equipment bonus, 
 dealing 1d6 damage, with a crit value of 3/6.

Contagion: When a character is seriously injured by a wererat’s bite or  
claw attacks, there is a small chance that they will be infected with  
the Wererat’s curse. many of those who are so afflicted will not  
survive this transition, and many are simply not affected.  
the decision of whether a character becomes a werewolf is  
up to the player and the storyteller.

The Wererat appears just like  
whatever race is their base, except  
that they tend to seem more haggard  
or shifty. They tend to take a slightly  
skewed stance on moral judgements, and so  
often find themselves at home with the less savory 
components of any given culture, among the thieves  
and cutthroats. Their natural talents make them 
excellent thieves.

Wererats are found in most of the world,  
particularly in urban human settlements,  
and often pass themselves off as  
normal people. They often avoid  
conflict whenever possible.

The Wererat carries the longevity of  
whatever race carry their curse, but their  
generally violent existence usually precludes  
exceptionally long life.

aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1 Tough: raise the character’s unconsciousness and death limits by 10.

2
Ratshift: When being attacked the Wererat may change into their rat form 
as a free action, taking the according damage. they may use their rat form’s 
dodge bonus when defending in this way.

3

Infectious Bite: Damage dealt from the hybrid form’s bite attack must 
be treated with a medic check with a difficulty of 10 in order to heal. this 
treatment takes considerable.  this check takes considerable time, and may 
not be done during combat.

4
Raging Strength: While in their hybrid form, they may take a very fast 
action and suffer 10 damage. increase their strength and agility by 2 steps.  
this may only be done in combat, and ends when combat is over.

5 Shifting: shifting forms only deals 5 damage, instead of 10.

“life as a wererat isn’t so bad. You can get into places 
where other people can’t, hear conversations other 
people don’t, and when things go bad, you get small  
and get lost. Useful, that.”
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CHanGElInG abIlITIES 

type iNhumaN attributes iNcompatibilities

race agility, cunning races, shapeshifters

iNNate racial abilities

Iron Taboo: as a Fae creature, the changeling is harmed by iron, steel and other 
metals. if they touch such a metal, even through cloth or leather, they suffer  
1d4 damage per round. if attacked by a metal weapon, thy suffer 1d4 damage.

Arcane Resilience: the changeling is especially resilient against magic. they gain a 
+1 bonus to any check made to resist the effects of magic.

Shapeshift: the changeling can shift into an animal form or back as a very fast 
action, incurring 10 feedback. they may maintain any form indefinitely. regardless 
of their form, they will always carry with them some distinguishing characteristic or 
mark, such as a color of hair, a mark, pattern, or some other striking feature.  
When this sign is known, identifying a changeling from other animals is easy. 

Changeling Choice: choose their first form from the advanced abilities, at no cost. 
additional animal forms may be purchased in any order, but only four forms can be 
chosen, after which they may purchase the changeling master ability.

aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1
Bird Form: the changeling has the capacity to change into a normal 
bird. While in this form the changeling gains the ability to fly at perfect 
maneuverability.

2

Dog Form: the changeling has the capacity to change into a dog or wolf. 
While in this form they can scent-track and communicate with all canines. 
they gain a bite attack, with an equipment bonus of +1, dealing 1d8 
damage, with a crit value of 3/6 and a speed of fast.

3
Cat Form: the changeling has the capacity to change into a cat. While in 
this form they can climb vertical wooden surfaces easily and communicate 
with all felines.

4
Fish Form: the changeling has the capacity to change into a fish. While in 
this form the changeling has the capacity to swim at normal movement 
speeds, to breath underwater, and to communicate freely with fish. 

5

Mouse Form: the changeling may turn into a mouse or other rodent. 
While in this form the changeling can fit into many small spaces and gains 
a +4 technique bonus to dodge, as well as the ability to Dodge melee 
attacks with no penalty. they may also change into other rodents, and 
communicate freely with any rodent.

6

Otter Form: the changeling has the capacity to change into an otter. 
While in this form they can swim at normal movement speeds, hold their 
breath for up to five minutes and communicate freely with other marine 
mammals. 

7
Snake Form: the changeling may change into a small snake. they may 
swim at normal movement speeds without making athletics checks,  
and fit into small spaces. they cannot bite and are not venemous.

8 Turtle Form: the changeling has the capacity to change into a turtle. 
While in this form they gain an armor of 10, and a movement penalty of 3. 

9
Changeling Master: the changeling’s arcane resilience bonus increases 
to +3. the changeling may not take this tier until they have acquired four 
different animal forms. changing only incurs 6 feedback.

The Changeling is a bizarre race, an amalgamation of  
many different animal features, which change from 
individual to individual. They are small in stature,  
and uneasy among most cultures. Changelings come 
from the Karkik, a jungle continent to the southeast,  
and make unpredictable friends and enemies. 

Their animal forms are not meant for combat, however, 
but give them great flexibility in navigating their 
environments. They can live to be centuries old,  
but are not immortal.

“adapting to new situations is the key to happiness 
and victory. Failure to adjust will result in not just 
losing in combat, but much worse, in tedium.”
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kITSUnE abIlITIES 

type iNhumaN attributes iNcompatibilities

race cunning, charisma races, shapeshifters

iNNate racial abilities

Foxform: the kitsune may take the form of a fox, or return to their human form 
with equal ease. they retain all of their skills and attributes in this form, as well 
as the ability to speak. the fox may have one tail or as many as the kitsune has 
acquired thus far through additional tiers. this requires a very fast action and  
incurs 6 feedback.

First Tail: the kitsune may choose any of the tail abilities from the advanced tiers 
as their first kitsune ability. they gain that ability.

More Tails: after the first, the kitsune may purchase any of the tail abilities from 
the advanced abilities. each time they purchase a new foxtail ability they gain an 
additional fox’s tail. they are very proud of these tails.

“People are charming. They’re also gullible, noisy, 
oblivious and fairly thick, but quite charming.”

The Kitsune is a trickster, whose native form is that of  
a fox. They are capable of taking human form at will, 
and often prefer this form. The Kitsune is an inherently 

magical creature, granted a wide array of illusions. 
They excel at mischief and misdirection, and enjoy 

such deceptions immensely. They are also, 
however, generally kind hearted and well 

intended, even for their cunning nature.

Kitsune are wanderers, and can be fiercely 
competitive, which invariably leaves 
them at odds with others of their 
own kind. They are rarely found in 
groups, and then only in small families. 
Kitsune often have a hard time staying 
in one place very long without very 

good reason, and love nothing more than 
meeting new people and seeing new places.

aDvanCED abIlITIES COST: 2   

tier aDVaNceD abilities

1 Foxtail, Charm: the kitsune is exceptionally charming. they gain a  
+1 technique bonus on all charm checks.

2 Foxtail, Deceive: the kitsune is a trickster, an expert at deception.  
they get a +1 technique bonus on Deceive checks.

3
Foxtail, hide tails: as an instant action, they may choose to make their 
tails invisible. this effect incurs 2 feedback, and lasts for up to one hour. 
they cannot be hidden again for 24 hours.

4
Foxtail, 1,000 Voices: the kitsune may mimic any noise they have heard, 
speaking a short phrase in someone else’s voice or repeating some other 
sound. this incurs 2 feedback.

5

Foxtail, Tricks of Light: the kitsune may craft the illusion of one object, 
such as a hammer, sword, flowers or anything else they can carry around. 
this illusion cannot provide heat, touch, or sound, and lasts for one hour. 
crafting this object incurs 4 feedback.

6 Foxtail, Dodgey: the kitsune gains a +1 bonus to Dodge.

7 Foxtail, Glamour: the kitsune may change the appearance of their 
clothing. this incurs 4 feedback, and lasts for one hour.

8

Foxtail, 1,000 Faces: the kitsune may make take any appearance,  
making themselves look like anyone they have met or any monster they 
have encountered. this illusion fades if they move from their current 
location. creating this illusion takes a very fast action and incurs 6 feedback. 
this appearance lasts for 6 rounds and has a recoil of 1 hour.

9 Ninetails: the kitsune’s bonus to charm, Deceive and Dodge increases to 
+3. this ability must be purchased last.
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lICHE abIlITIES COST: 20 

type iNhumaN attributes iNcompatibilities

curse intelligence, Willpower curses, Divine races

iNNate racial abilities

True Dead: the liche is quite dead. they have no death limit, but are still disabled if 
they take damage equal to or higher than their consciousness limit. While disabled 
they are completely comatose and may take no actions. they are harmed by healing 
magics, and are immune to poisons and diseases. material concerns, such as food 
and sleep, mean nothing to them. the liche may not walk on holy ground, such as  
a churchyard or a dedicated cemetery without suffering 2 feedback per round.

Phylactery: the liche has a phylactery, a small box or vial or other similar  
object that they carry with them that houses their life energies. they use the soul  
energy contained in this object to fuel their undead state. the phylactery can 
contain 10 fragments of a soul. every time a living creature at least the size of  
a small rodent dies within 100 meters, they gain a soul fragment. if they have no 
soul fragments in their phylactery, they will become completely disabled. this 
means they cannot act or move, but watch helplessly as events around them 
progress. the liche will slowly regenerate over time, rebuilding bones at a rate of 
5 damage per hour, unless their phylactery is completely destroyed, which will 
destroy them permanently.

Soul Sight: the liche can easily detect life within 10 meters, seeing living souls as 
bright lights, surrounding their physical form.

Will of the Dead: the liche rolls a d20 for all overload checks for casting spells. 
Doing so requires 1 soul fragment.

Soul Flare: the liche may spend 1 soul fragment to fire a blue bolt of soul-fire.  
this acts as a ranged attack, using the liche’s spirit skill, with a +1 equipment 
bonus, dealing 1d6 damage, with a speed of very fast and a crit range of 3/6. this 
attack is unaffected by armor.

The Liche is a powerul undead with a mastery over 
magics.  The lure of immortality is a beacon that draws 
many power-hungry spell-casters, and the promise of 
everlasting undeath is too much for some to turn down. 
The Liche is the product of this pursuit, the undead 
remnants of some powerful caster. The exact process 
that creates a liche is a tightly guarded secret, and the 
few liches that know it are not likely to tell.

The liche gives up some critical parts of their humanity 
when they embrace undeath. Most notably, their sanity. 
Most liches are calm and reserved, but follow a warped 
and sometimes unpredictable path in their thoughts. 
This makes them very dangerous, and frequently very 
powerful, foes.

“life is magic. Mastery over life, therefore, is mastery 
over magic. Death, however, is not just the absence of 
life, but the its inevitable counterpoint. How can one 
truly master magic without mastery of death?”

aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1
Some Assembly Required: so long as the Necretesh has at least 3 soul 
fragments, they may disassemble and reassemble their bones as a very 
slow action.

2
Soul Speak: so long as they have 5 soul fragments stored, the liche can 
summon the soul of a corpse, conversing with it as though it were alive. 
they must meditate for one hour before doing so.

3
Heavy Flare: so long as they have at least 7 soul fragments stored,  
the liche may cast a heavier soul flare as a slow action, with an equipment 
bonus of +1, dealing 2d10 damage with a crit value of 4/8.

4

Command Undead: so long as they have at least 9 soul fragments,  
as an average action, a liche can attempt to take control of all non-sentient 
undead within 10 meters. make an opposed autonomy check against the 
spell power that created that undead.
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“The living are like firewood. They are to be harvested  
and burned for the fuel necessary to go about one’s  
own business.”

The Necretesh is an engine of war. Their innate 
regeneration creates bone matter that is solid and  
thick, with sharp protrusions at angles that make  
them often look more like a creature made from bone 
armor than just a skeleton. 

In temperament, the Necretesh is generally calm and 
patient, but knows when the time comes to put away 
words and draw blades. Sooner or later, their magic 
requires that they harvest the souls of living  
creatures to fuel their magics. 

Necretesh are eternally patient, and often  
ambitious. The generals of the Necromantic  
Realm of the Seven Southern Kingdoms have  
been at war for thousands of years, waiting for  
the right opportunity to  
spread their massive  
forces out of those  
valleys and onto the  
rest of the world.

nECRETESH abIlITIES COST: 20 

type iNhumaN attributes iNcompatibilities

curse agility, endurance curses, Divine races

iNNate racial abilities

True Dead: the Necretesh is quite dead. they have no death limit, but are still 
disabled if they take damage equal to or higher than their consciousness limit. 
While disabled they are completely comatose and may take no actions. they are 
harmed by healing magics, and are immune to poisons and diseases. material 
concerns, such as food and sleep, mean nothing to them. they may not walk on holy  
ground, such as a churchyard or a dedicated cemetery without suffering 2 feedback 
per round.

Soul Gem: the Necretesh has a gemstone embedded in their forehead that 
houses their life energies. they use the soul energy contained in this gemstone to 
fuel their undead state. the soul Gem can contain 10 fragments of a soul. every 
time a living creature at least the size of a rodent dies within 100 meters, they 
gain a soul fragment. if they have no soul fragments in their soul Gem, they will 
become completely disabled. this means they cannot act or move, but watch 
helplessly as events around them progress. the Necretesh will slowly regenerate 
over time, rebuilding bones at a rate of 5 damage per hour, unless their soul Gem is 
completely destroyed, which will destroy them permanently.

Soul Sight: the Necretesh can easily detect life within 10 meters, seeing living 
souls as bright lights, surrounding their physical form.

Necrotic Touch: the Necretesh may spend 1 soul fragment to make an unarmed 
melee attack against an opponent. if this attack hits they deal 10 damage, healing 
themselves of 10. this effect can only be used once per target per hour, and can be 
negated by making a spirit check with a difficulty equal to the melee attack. this 
damage is not reduced by armor.

Bone Armor: Due to their shifting bone form, the Necretesh cannot effectively 
wear armor. they can, however, expend 2 soul fragment to instantly absorb up to  
10 damage as it is dealt, negating it.

 
aDvanCED abIlITIES COST: 2    

tier aDVaNceD abilities

1
Some Assembly Required: so long as the Necretesh has at least 3 soul 
fragments in their soul Gem, they may disassemble and reassemble their 
bones as a very slow action.

2 Undead Speed: so long as the Necretesh has at least 5 soul fragments, 
they expend 1 soul fragment to make a full move as a very fast action.

3
Fierce Soul: so long as they have at least 7 soul fragments, the Necretesh 
may increase their strength, agility, endurance and Willpower skill dice 
by one step.

4
Soul Strike: if the Necretesh has at least 9 fragments of soul, they may 
spend 3 fragments to make a colossal attack, gaining a +4 bonus to a 
single melee attack.
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GHEIST abIlITIES COST: 20 

type iNhumaN attributes iNcompatibilities

curse Willpower, intuition curses

iNNate racial abilities

Ghostly Dead: the Gheist is an undead spirit, and so has no corporeal body. they 
may not interact with physical objects, but are affected by normal barriers such as 
doors, walls, and gravity. they can still be affected by physical weapons, but have an 
armor value of 5 against all physical attacks. they take full damage from any source 
of magic, or any physical attack empowered by magic. they are harmed, rather than 
healed, by healing magics.

Talisman: the Gheist is supernaturally bound to a specific object, such as a skull, 
coin, weapon, or anything else that can be picked up and carried around. this is 
referred to as their talisman. the only way to permanently destroy the Gheist is to 
destroy their talisman by melting, shattering or burning it. the Gheist cannot move 
more than 7 meters away from this object. they cannot move or carry that object 
themselves, and so must depend on others to carry it for them. if their talisman is 
moved away from them, or they are forcibly pulled outside of its range, they will 
discorporate and immediately reappear within range.

Retiring Rest: the Gheist can discorporate intentionally, and will return at the next 
sunset. if they have gotten at least 4 hours of rest, they heal all damage.

Discorporation: the Gheist is dead, so they do not have a Death limit. if they reach 
their consciousness limit, they will discorporate. they reform at the next sundown. 
in the meanwhile, they are unaware of their surroundings.

Manifest Gear: the Gheist can manifest themselves with whatever gear they had 
used in life. this does not include any supernatural properties. manifested armor 
does not provide protection, but they may use any weapons that they had while 
living. they may attack with these weapons. Damage dealt is not reduced by an 
opponent’s armor, but all physical damage is reduced by 5. 

The Gheist is the spirit of a dead being, tied to this world 
through a powerful curse. This curse leaves the soul 
connected to the mortal realm, without a physical body 
to anchor it. In its place, the Gheist is connected to some 
object, a physical talisman of some sort that had some 
vital connection to them in life. The Gheist’s connection 
to this object is so strong that they may  
never really be too far from it.

Due to their spiritual nature, the Gheist has limited 
influence over the outside world, and no control over 
their own talisman. They must depend on others to 
interact with the world, and to carry their object from 
place to place.

The Gheist can come from any race, and can take on 
any manner of personality or disposition. There are a 
few consistent trends, however. First, the Gheist are 
frequently very old, hundreds if not thousands of years, 
and they tend to cling to the ideas and cultural norms 
of their time. As such, they can seem a little odd when 
interacting with mortals. 

Additionally, the incorporeal form of the Gheist can be 
very inconvenient, leaving them unable to interact much 
with the physical world. This, in addition to the fact 
that they are dead, leaves many Gheist in a perpetually 
irritable state. 

“I’m dead. Did you expect me to be chipper about it?”

aDvanCED abIlITIES COST: 2   

tier aDVaNceD abilities

1

Ghost Touch: the Gheist may push or move minor movable objects,  
but may not carry them. they could hit or throw a book or open a door,  
but could not carry an object over any significant distance. they may not 
move or impact their own talisman.

2
Transition Shift: as a very fast action, the Gheist may discorporate and 
re-corporate anywhere within range of their talisman. this allows them to 
shift through walls or doors.

3 Weightless: the Gheist is unaffected by gravity. they may not walk in air 
or fly, but may shift to anywhere within range, without falling.

4 Faded Soul: When standing still and taking no actions, the Gheist 
becomes nearly invisible. they gain a +4 technique bonus to sneak.

5 Long Range: the Gheist may move up to 15 meters from the talisman.
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GHOSTWalkER abIlITIES COST: 20 

type iNhumaN attributes iNcompatibilities

curse intuition, cunning curses

iNNate racial abilities

Ghastly: the Ghost Walker is not fully undead, but they are not fully alive, either. 
their bodies are frail. lower their death limit by 10. they are harmed by healing 
magics, instead of healed.

Discorporate: by concentrating, the ghost walker can make themselves completely 
insubstantial. remove them from the combat wheel, as though they were waiting. 
During this time, physical objects pass right through them. they cannot be grappled, 
and all physical damage is reduced by 6. they will still take normal damage from 
spell effects or physical attacks empowered through arcane means, as well as 
attacks made with silver weaponry. this effect does not stack with armor. starting 
this incurs 4 feedback initially, and 4 additional feedback for each full round they 
continue this state. 

Spirit Skills: the Ghost Walker gains a +1 technique bonus to sneak, perception, 
and spirit checks.

Ghost Form: the Ghost Walker can discorporate while moving. this incurs  
4 feedback. they may pass through solid objects, such as walls, doors, or even 
enemies without touching them. they must, however, begin and end their move on 
an unoccupied space. if they are unable to do so, they will be ejected to the nearest 
unoccupied space, suffering 20 damage and 5 additional feedback. they may not 
move through silver.

Defensive Discorporation:  When attacked by a physical attack, the Ghost Walker 
may incur 4 feedback to discorporate defensively. reduce the damage from this 
attack by 6. this does not negate arcane attack, attacks made with silver, or physical 
attacks empowered by arcane means. this does not stack with armor.

The Ghost Walker walks the line  
between the living and the dead.  
They tend to be frail, falling easily to  
illness and injury, but have the capacity  
to shift into an incorporeal form and back  
again, providing great mobility and defense. 

The Ghost Walker’s personality is distant and a little 
cold. The tend to have an unemotional, detached way of 
relating to others. Their talents make them natural spies 
and thieves.

The Ghost Walker can come from any race,  
although it is much more common among the  
mortal races. Their tendency to walk the  
line between life and death is much less  
appealing to one who might otherwise  
live much longer, as the Ghost  
Walker’s mortal connection can  
be somewhat tenuous.

aDvanCED abIlITIES COST: 2   

tier aDVaNceD abilities

1
Discorporate Ally: When using any of their discorporating abilities,  
the Ghostwalker can also affect an adjacent ally for 4 additional feedback. 
they must be touching this ally to do so.

2
Soul Speak: the Ghost Walker can empathically commune with the dead. 
by meditating with a corpse for at least one hour, they can summon the 
spirit that belonged to that body and can converse with it normally.

3 Ghost Skills: the Ghost Walker’s bonus to sneak, perception and spirit 
increases to +3.

4 Mastery: the feedback cost for all Ghostwalker abilities decreases  
from 4 to 2.

“I walk untouched by the world. I go where I want and 
take what I want, and yet it all seems so cold and 
distant, like a fine painting viewed through frosted 
glass. ah well, there’s nothing to do for it but to keep 
moving forward.”
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vaMPIRE abIlITIES COST: 20 

type iNhumaN attributes iNcompatibilities

curse strength, agility curses, Divine races

iNNate racial abilities

Blood Bank: the Vampire must feed off of mortal blood to survive. they have a 
‘blood bank,’ of points representing how much they have consumed. these points 
cannot go higher than 10, and is used to power the Vampire’s abilities.

Feeding: the Vampire has pronounced fangs, used to feed on a victim’s blood. this 
is a relatively slow process, and cannot be effectively done in combat. Feeding on 
an animal gives 5 blood points, while a humanoid being gives them 10. they need 
not kill their victim, but may not feed from the same victim for at least 24 hours. 
the victim is nauseous afterward, reducing their skill dice by two steps for one hour. 
unwilling victims will fight back.

Regeneration: as a fast action, they may spend 1 blood point to trigger a 
regeneration, healing 20 damage.

Immortal Dead: the Vampire is granted a form of immortality. they do not age 
past the time when they were turned, and some will actually regress some over 
the centuries. every week, however, their blood bank goes down by 1. if their blood 
bank is at 0 for more than a week, they will begin to starve, aging very rapidly. in 
one month’s time, they will become comatose.

Light Sensitivity: every full round they spend exposed to sunlight they take 10 
damage. this cannot be stopped by simple fabric, but must be stopped by the walls 
of a building, a thick box, or otherwise enclosed structure. Vampires are able to see 
in natural darkness as easily as they can in daylight.

Fragile Dead: reduce the Vampire’s death and unconsciousness limits by 10. 
When a Vampire’s damage is greater than their death limit, they do not die, but 
are disabled. they are completely comatose, and require some form of necromantic 
healing, or to be fed blood so that they can regenerate. to truly kill a Vampire 
requires cutting off its head, incinerating it entirely, or staking it to the ground 
through its heart. healing magics harm a Vampire. the Vampire may not walk on 
holy ground, such as a churchyard or a dedicated cemetery, without suffering  
2 feedback per round. this also applies of they are within 2 meters of holy symbols.

Contagion: if an individual is killed by the vampire’s feeding, they may be infected. 
While most do not survive this transition, some become a Vampire themselves. this 
choice is ultimately up to the storyteller and the player to decide what is best for 
that particular character.

The Vampire is a cold, pale imitation of human life.  
Their skin is ashen and cold to the touch, and they 
are often thinner than appears healthy. Vampires are 
immortal predators, and feed on mortal blood  
to survive. As such, they frequently gain an  
elitist attitude toward mortals, and often  
seclude themselves away from civilization.

Vampires are soulless undead, and so  
spend much of their time avoiding  
the feeling of death. Many do this  
through opulent living and  
hedonistic pleasure-seeking.  
Others do this through  
violence, bringing  
misery to others. 

aDvanCED abIlITIES COST: 2   

tier aDVaNceD abilities

1

Vampiric Fangs and Claws: if a vampire has at least 1 blood point, 
they may grow sharp claws and longer fangs. these have a range of 1, 
equipment bonus of +1, dealing 1d6 damage with a crit value of 3/6  
and a speed of very fast. they may not parry. Fangs may only be used  
while grappling. they appear and disappear as an instant action.

2
Blood Leap: if the Vampire has at least 3 blood points, the Vampire may 
spend 1 as a very slow action to hurl themselves 10 meters through the air. 
they may make an attack at the end of this movement.

3 Wall Crawl: if they have at least 5 blood points, the Vampire may climb 
across normal walls and ceilings without a climb check.

4

Hypnotism: if the Vampire has at least 7 blood points, they can mesmerize 
their victim. When speaking calmly with a sentient victim with whom they 
have at least a good first impression, they can make an opposed autonomy 
check to put them under a mesmer. once hypnotized, they may begin 
feeding on them, at which point the opponent gets another autonomy 
check to resist. the hypnotism will break if the target is about to be fed on 
to the point of death.

“Humans are so much more than just food.  
They’re food, sport, company and entertainment,  
all rolled up into one convenient, bite-sized package.”
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Chapter Six

Attribute Abilities

Muscles and fur rippled as the steel chains stretched taut, and 
the Ra’sharan let a low growl escape his throat. The Aeonic figure 
on the white throne watched him cautiously, without speaking, for 
some time.

When he finally spoke, the Aeonic stood and stepped closer, his 
massive wings settling in the air behind him. “I am not your enemy, 
regardless of what you may have been told.” The R’Sharan, his 
feline eyes filled with rage, did not respond. The Aeonic continued, 
watching him pull against the steel. “Aggression and violence 
are not the only routes to achieve your objectives, and they are 
frequently not the most effective. We can discuss your complaint 
without conflict, I think, and it will be easier on both of us.” 

There was still no response from the beast-like Ra’Sharan. “I feel 
your frustration,” the Aeonic continued. “Your rage is justified, 
just misguided. I can help you to ease this pain. I can help you find  
justice.” As he got closer. The words seemed to wash over the tiger,  
a calming presence. The compassionate tone and soothing words 
weakened his resolve, bringing him to question his wrath for just 
a moment. The tension on the chains eased slightly.

“Your companions did not need to die as they did.” The Aeonic 
said quietly, and those words were his mistake. A reminder of his 
fallen companions was enough to rekindle the fire in his eyes.  
With a roar that seemed to shatter the calming aura, the tiger 
strained one last time, this time with all the fury of a cornered  
animal. The chains groaned their protest, and finally snapped, 
pulling their holdings from the marble floor.

The Ra’Sharan rose to his full height, nearly seven feet tall, and 
swung the length of the chains in slow, controlled circles, previous  
restraints ready to be used as brutal weapons. 

“You are wrong, fallen one,” the Ra’Sharan snarled, “and we 
are done talking.”



ABILITY CosT REQUIREMENT EFFECT

Enhanced Attribute 6 Any attribute less than 12 Permanently raise one attribute by one point. This ability can be taken more than once.

Inhuman Attribute 10 Enhanced Attribute, 
Per Chapter 15

Permanently raise one attribute by one point. This ability can be taken more than once, but can 
only be taken in conjunction with the Inhuman Attributes given with a specific character type  
in Chapter 5.

Raising ATributes
A character sets their attribute scores at the beginning  
of the game, but this is not necessarily final. Raising 
these attributes is as simple as purchasing the abilities 
listed above.  

Attribute Abilities
The remainder of this chapter is filled with extra tricks, 
tactics and abilities that can be used with a each of the 
attributes, adding tactic and strategy above and beyond 
that which is available in just melee combat. Of course, 
there are a few perks listed here for melee combat, too.

Stacking Abilities
Some abilities work smoothly together, while some do 
not. A player may not use more than one Active ability at 
a time, but may apply any number of passive abilities For 
further examples of stacking abilities, please see Chapter 
7, Combat Techniques.

“A blade can cut, a hammer can smash, and a spear 
can stab, but when you get down to it, fighters are 
just swinging sticks and rocks, like brutish savages. 

There are other powers that are more refined.  
A sharp mind can unravel many problems before 
they lead to violence, as can a fair smile or a 
cautious step. Every skill has its moment,  
and every strategy its strength. There are  
many paths to success. 

Besides, a blade can cut, and well for it,  
but magic can call down fire from the heavens.”

While skills are the core of a character’s success in performing various tasks, abilities provide many other options. 
The abilities in this chapter are capabilities that are available to characters who show themselves particularly 
gifted in their specific attributes.
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Strength abilities add a few general tricks to be used in and out of combat, and summarize ways that the 
character has learned to use their physical power to their advantage.

Heavy Throw
STREngTh TEch cOST: 2

PREREQUIsITE sTACKING

strength 8 Passive

A character may use their Strength die for 
Thrown skill checks.

Sap
STREngTh TEch cOST: 2

PREREQUIsITE sTACKING

strength 8 Active

When making a melee attack, the character 
may choose to deal shock damage instead of 
normal damage. 

Jumper
STREngTh TEch cOST: 2

PREREQUIsITE sTACKING

strength 9 Passive

When using Athletics to Jump, gain a  
+4 Technique Bonus.

Monkey Climb
STREngTh TEch cOST: 2

PREREQUIsITE sTACKING

strength 9 Passive

When using Athletics to climb, gain a  
+4 Technique bonus.

Shove
STREngTh TEch cOST: 2

PREREQUIsITE sTACKING

strength 10 Active

The character may make an unarmed 
Melee attack. Instead of dealing damage, 
the opponent must make a Grit check or be 
pushed back 1d4 meters.

Warcry
STREngTh TEch cOST: 2

PREREQUIsITE sTACKING

strength 10 Passive

When making a Melee attack with a charge, 
the character may make a tremendous 
shout. Raise their Melee skill die by one step 
for this attack.

Armor Expert
STREngTh TEch cOST: 2

PREREQUIsITE sTACKING

strength 11 Passive

Reduce the movement penalty due to shields 
and armor by 1.

Wrestler
STREngTh TEch cOST: 2

PREREQUIsITE sTACKING

strength 11 Passive

The character gains a +2 technique bonus 
on all grapple checks that are opposed  
by strength.

Heavy Wield
STREngTh TEch cOST: 2

PREREQUIsITE sTACKING

strength 12 Passive

The character may wield a weapon that is 
particularly large for their size. Any weapon 
that has a naturally larger version, such as  
a dagger to a shortsword or a mace to a 
maul, uses the larger weapon statistics.  
Any weapon that does not simply increases 
it’s damage die by one step, for example 
from 2d10 to 2d12 or even 2d12 to 
2d14. This kind of an oversized weapon 
automatically reduces it’s Melee and/or 
Thrown equipment bonus by 1.

One-Ton Strength
STREngTh TEch cOST: 2

PREREQUIsITE sTACKING

strength 12 Passive

The character may lift and carry up to  
2,000 lbs and move around with it.  
While encumbered in this way they  
cannot make attacks or perform other 
complicated attacks.

Bend Bars
STREngTh TEch cOST: 2

PREREQUIsITE sTACKING

strength 13 Active

As a very slow action, the character may 
easily bend an unattended metal object of 
less than two inches in thickness, such as a 
weapon or iron bars.

Mighty Shove
STREngTh TEch cOST: 2

PREREQUIsITE sTACKING

strength 14 Active

The character may make an unarmed 
Melee attack. Instead of dealing damage, 
the opponent must make a Grit check or be 
pushed back 2d4 meters.

Armor Master
STREngTh TEch cOST: 2

PREREQUIsITE sTACKING

strength 15 Passive

Reduce movement penalty due to  
shields and armor by 1. This stacks  
with Armor Expert.

Two Ton Strength
STREngTh TEch cOST: 2

PREREQUIsITE sTACKING

strength 16 Passive

As One-ton Strength, but they may lift  
two tons.
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The Agile character can perform great feats of balance and has learned a subtlety and nuance to combat that 
can match the strongest and heaviest of warriors. 

Fall Back
AgIlITY TEch cOST: 2

PREREQUIsITE sTACKING

Agility 8 Passive

If waiting off of the combat clock when 
attacked, the character may stop waiting 
and make a move action. If they move away 
from the attack, they gain a +4 circumstance 
bonus on that Parry, Dodge, Grit or 
Autonomy roll.

Trained Maneuver
AgIlITY TEch cOST: 2

PREREQUIsITE sTACKING

Agility 8 Active

If the character has the opportunity to 
practice an acrobatic maneuver under safe 
conditions prior to making a real attempt, 
they may gain a +4 technique bonus.

Acrobatic Riding
AgIlITY TEch cOST: 2

PREREQUIsITE sTACKING

Agility 9 Passive

The character may use their Acrobatics skill 
for checks to ride an animal instead of their 
Animal skill.

Tuck and Roll
AgIlITY TEch cOST: 2

PREREQUIsITE sTACKING

Agility 9 Passive

When rolling Acrobatics to reduce falling 
damage, reduce the effective falling distance 
by 5 meters.

Elusive
AgIlITY TEch cOST: 2

PREREQUIsITE sTACKING

Agility 10 Passive

The character may Dodge Melee attacks 
with a -2 penalty instead of the usual -4.

Counterattack
AgIlITY TEch cOST: 2

PREREQUIsITE sTACKING

Agility 10 Active

When Parrying or Dodging an attack, if that 
attack is defended by a specific exceptionally 
well, the defender may make an immediate 
Melee attack as a free action. To make this 
attack, a Very Fast or Fast weapon must 
parry by 3, an Average weapon must parry 
by 4, and a Slow or Very Slow weapon must 
parry by 5. Counter-attacks may not be 
counter-attacked with this ability

Fast Draw
AgIlITY TEch cOST: 2

PREREQUIsITE sTACKING

Agility 11 Passive

Any action speed made to draw or ready 
a weapon is reduced by 3 segments, to a 
minimum action speed of 3.

Run By Attack
AgIlITY TEch cOST: 2

PREREQUIsITE sTACKING

Agility 11 Active

The character may make a charge attack, 
but apply that attack anywhere along their 
movement instead of at the end.

Brachiate
AgIlITY TEch cOST: 2

PREREQUIsITE sTACKING

Agility 12 Passive

The character may move normally among 
tree branches, swinging above the air from 
tree to tree with no movement penalty and 
no need for acrobatics checks.

Catch
AgIlITY TEch cOST: 2

PREREQUIsITE sTACKING

Agility 12 Passive

When defending against a Thrown attack  
with a free hand, the character may roll an 
unarmed parry. If successful, they will catch  
the opponent’s thrown weapon instead of 
taking damage.

Fluid Motion
AgIlITY TEch cOST: 2

PREREQUIsITE sTACKING

Agility 13 Active

The character may fall prone or stand up as 
a free action.

Arrow Catch
AgIlITY TEch cOST: 2

PREREQUIsITE sTACKING

Agility 14 Passive

When defending against a shot attack 
with a free hand, the character may roll an 
unarmed parry. If successful, they will catch 
the opponent’s thrown weapon instead of  
taking damage.

Instant Draw
AgIlITY TEch cOST: 2

PREREQUIsITE sTACKING

Agility 15 Active

The character may draw a weapon as an  
instant action.

Perfectly Elusive
AgIlITY TEch cOST: 2

0.19 IN sTACKING

Agility 16 Passive

When dodging a Melee attack, assess  
no penalty.
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The Intelligent adventurer knows that information is the most powerful asset that one can have. Memorizing 
details and being able to process information quickly are all critical to success. Intelligence abilities represent 
particular disciplines or areas of specialization that utilize and enhance one’s intellectual prowess.

Field Medic
InTEllIgEncE TEch cOST: 2

PREREQUIsITE sTACKING

Intelligence 8 Passive

Given the time and tools, gain a  
+4 technique bonus to medic checks.

Professional
InTEllIgEncE TEch cOST: 2

PREREQUIsITE sTACKING

Intelligence 8 Passive

Choose one profession or knowledge skill. 
The character gains a +3 technique bonus  
to that skill. This ability may be taken  
more than once, each time applying to  
a different skill.

Tinker Thief
InTEllIgEncE TEch cOST: 2

PREREQUIsITE sTACKING

Intelligence 9 Passive

Given appropriate time and tools,  
the character gains a +4 technique  
bonuses to disarm traps and pick locks.

Trained Gearsmith
InTEllIgEncE TEch cOST: 2

PREREQUIsITE sTACKING

Intelligence 9 Passive

Given the time and tools, the character gains 
a +4 technique bonus to all Tinker checks.

Jack of All Trades
InTEllIgEncE TEch cOST: 2

PREREQUIsITE sTACKING

Intelligence 10 Passive

After studying a trade for one day,  
the character may act as though they had  
10 ranks in that profession skill.

Memorization
InTEllIgEncE TEch cOST: 2

PREREQUIsITE sTACKING

Intelligence 10 Passive

The character may take one minute to study 
an image or a document and memorize it 
completely, gaining the capacity to recall it 
later in perfect detail.

Secret Language
InTEllIgEncE TEch cOST: 2

PREREQUIsITE sTACKING

Intelligence 11 Passive

The character may devise and teach a 
relatively simple but unique secret language 
or code for their party. Simple commands 
can be hand-signals or other nonverbal cues, 
while more complicated communications 
require some form of speech. This allows 
them to speak discretely with others who 
have taken the same ability.

Speed Reader
InTEllIgEncE TEch cOST: 2

PREREQUIsITE sTACKING

Intelligence 11 Passive

The character may read a full text in a 
matter of minutes, regardless of length or 
complexity, and may remember the content 
with fair accuracy.

Linguist
InTEllIgEncE TEch cOST: 2

PREREQUIsITE sTACKING

Intelligence 12 Passive

Even if the character does not speak a 
particular language, they know enough 
about linguistics in general to decipher  
a general meaning form a phrase or 
statement, and quickly learn at least  
basic communications.

Trained Dissection
InTEllIgEncE TEch cOST: 2

PREREQUIsITE sTACKING

Intelligence 12 Passive

The character can perform a careful and 
thorough dissection of a plant or animal,  
and are able to easily harvest any 
components without the medic skill.

Lore Master
InTEllIgEncE TEch cOST: 2

PREREQUIsITE sTACKING

Intelligence 13 Passive

Given an adequate book collection, gain a 
+4 technique bonus to Lore.

Tactician
InTEllIgEncE TEch cOST: 2

PREREQUIsITE sTACKING

Intelligence 14 Passive

Once having seen another character use any 
skill, they can deduce the character’s skill 
level, applicable bonuses, and skill die for 
that skill, and can recall this at a later time. 

Master Linguist
InTEllIgEncE TEch cOST: 2

PREREQUIsITE sTACKING

Intelligence 15 Passive

The character can quickly decipher and 
learn any language with great competency, 
after only a few hours of study and 
socializing.

Perfect Memory
InTEllIgEncE TEch cOST: 2

PREREQUIsITE sTACKING

Intelligence 16 Passive

The character’s memory is perfect.  
They may remember any name, face, image, 
or writing they have seen, even if they only 
saw it for a moment.
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Even the most powerful logical process doesn’t do much good without an intuitive understanding of its 
application. Attention to detail is critical to avoid being taken by surprise and in finding the hidden meanings 
behind interpersonal interactions. Intuition is also a powerful tool in the use of elemental magics.

Perceptive
InTuITIOn TEch cOST: 2

PREREQUIsITE sTACKING

Intuition 8 Passive

The character gains a +1 technique bonus to 
all Perception and Empathy checks.

Seeker
InTuITIOn TEch cOST: 2

PREREQUIsITE sTACKING

Intuition 8 Passive

The character gains a +2 technique  
bonus when opposing another individual’s 
Sneak skill.

Animal Trainer
InTuITIOn TEch cOST: 2

PREREQUIsITE sTACKING

Intuition 9 Passive

Given the appropriate time and tools,  
the character may gain a +4 bonus to  
checks to calm or train an animal.

Reality Testing
InTuITIOn TEch cOST: 2

PREREQUIsITE sTACKING

Intuition 9 Passive

When faced with some kind of arcane 
or mundane illusion, the character can 
automatically roll a perception check to 
determine whether they recognize it as  
an illusion.

Dangersense
InTuITIOn TEch cOST: 2

PREREQUIsITE sTACKING

Intuition 10 Passive

The character gains a +4 technique bonus  
when making perception checks against 
impending danger.

Parry Shot
InTuITIOn TEch cOST: 2

PREREQUIsITE sTACKING

Intuition 10 Passive

The character may parry a shot attack for 
a -2 circumstance penalty instead of the 
normal -4.

Blind Warrior
InTuITIOn TEch cOST: 2

PREREQUIsITE sTACKING

Intuition 11 Passive

The character may fight normally even  
when blinded, using all combat skills  
without penalty.

Eyes on All Sides
InTuITIOn TEch cOST: 2

PREREQUIsITE sTACKING

Intuition 11 Passive

The character’s Intuitive Defense bonus 
increases by 2.

Flash of Insight
InTuITIOn TEch cOST: 2

PREREQUIsITE sTACKING

Intuition 12 Passive

Once per day, the character may gain a  
flash of insight. They gain an almost 
supernatural understanding of some subject 
that is important to their objectives or to  
the world around them. This is provided by 
the storyteller.

Skill Intuition
InTuITIOn TEch cOST: 2

PREREQUIsITE sTACKING

Intuition 12 Passive

The character may observe any other 
character or opponent for at least five 
minutes. They know, intuitively whether an 
individual’s skill levels for any skill are lower 
or higher than their own.

Supernatural Awareness
InTuITIOn TEch cOST: 2

PREREQUIsITE sTACKING

Intuition 13 Passive

The character gains a +3 technique bonus to 
all Perception and Empathy checks.

Blind Awareness
InTuITIOn TEch cOST: 2

PREREQUIsITE sTACKING

Intuition 14 Passive

The character can intuitively find their  
way around, even in complete darkness,  
or when their senses are otherwise 
restricted. Finding walls, pitfalls, and  
even the locations of un-hidden enemies  
is an easy task.

Reality Anchor
InTuITIOn TEch cOST: 2

PREREQUIsITE sTACKING

Intuition 15 Passive

When faced with some kind of arcane 
or mundane illusion, the character can 
automatically roll a Perception check with a  
+4 technique bonus to determine whether  
they recognize it as an illusion.

Blurring Parry
InTuITIOn TEch cOST: 2

PREREQUIsITE sTACKING

Intuition 16 Passive

The character may Parry a Shot attack with  
no penalty.
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When the dust of combat clears, the last one standing is the victor. The master of endurance knows how to take 
hits and keep moving, and understand the wisdom in simply being the toughest one around.

Iron Liver
EnduRAncE TEch cOST: 2

PREREQUIsITE sTACKING

Endurance 8 Passive

The character has a natural resistance  
to intoxicating substances. They gain a  
+4 bonus to Grit checks against inebriation.

Survivor
EnduRAncE TEch cOST: 2

PREREQUIsITE sTACKING

Endurance 8 Passive

Once per day, when the character would 
receive enough damage to kill them, reduce 
the damage to one less than their total life.

Expert Swimmer
EnduRAncE TEch cOST: 2

PREREQUIsITE sTACKING

Endurance 9 Passive

When using the Athletics skill for 
swimming, gain a +4 technique bonus.

Sleepless
EnduRAncE TEch cOST: 2

PREREQUIsITE sTACKING

Endurance 9 Passive

The character may go up to two days and 
nights without sleeping.

Hold Breath
EnduRAncE TEch cOST: 2

PREREQUIsITE sTACKING

Endurance 10 Passive

The character may hold their breath for up 
to ten minutes.

Steady Stance
EnduRAncE TEch cOST: 2

PREREQUIsITE sTACKING

Endurance 10 Passive

The character gains a +4 technique bonus to 
any attempt to avoid being forcibly moved, 
or tripped.

Iron Grip
EnduRAncE TEch cOST: 2

PREREQUIsITE sTACKING

Endurance 11 Passive

The character cannot be disarmed.

Solid Fall
EnduRAncE TEch cOST: 2

PREREQUIsITE sTACKING

Endurance 11 Passive

If a character lands on their feet,  
reduce falling damage by 5.

Poison Immunity
EnduRAncE TEch cOST: 2

PREREQUIsITE sTACKING

Endurance 12 Passive

When resisting arcane and mundane poison 
effects, the character gains a +4 tech bonus.

Tough Hide
EnduRAncE TEch cOST: 2

PREREQUIsITE sTACKING

Endurance 12 Passive

The character has a natural armor value of 2. 
This does not stack with other natural  
armor abilities.

Insomniac
EnduRAncE TEch cOST: 2

PREREQUIsITE sTACKING

Endurance 13 Passive

The character may go up to four days and 
nights without sleeping.

Whale Lung
EnduRAncE TEch cOST: 2

PREREQUIsITE sTACKING

Endurance 14 Passive

The character may hold their breath for up 
to two hours.

Fortified Grit
EnduRAncE TEch cOST: 2

PREREQUIsITE sTACKING

Endurance 15 Passive

The character gains a +3 technique bonus to 
all Grit and Spirit checks.

Immobile
EnduRAncE TEch cOST: 2

PREREQUIsITE sTACKING

Endurance 16 Passive

The character cannot be moved against  
their will.
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Willpower can keep the mind moving when the body has run its course. It is critical for taking feedback, for 
keeping one’s edge in spite of injury, and for keeping one’s focus in spite of tremendous pressure. 

Iron Nerve
WIllpOWER TEch cOST: 2

PREREQUIsITE sTACKING

Willpower 8 Passive

The character gains a +3 technique bonus to 
resist intimidate checks.

Wakeful
WIllpOWER TEch cOST: 2

PREREQUIsITE sTACKING

Willpower 8 Passive

When unconscious, the character may roll 
an Autonomy check as a very slow action.  
If they roll higher than the amount of 
damage they have over their consciousness 
limit, they regain consciousness. Any further 
damage will knock them out again.

High Threshold
WIllpOWER TEch cOST: 2

PREREQUIsITE sTACKING

Willpower 9 Passive

The character’s consciousness limit is raised 
by 10 points.

Resilient Mind
WIllpOWER TEch cOST: 2

PREREQUIsITE sTACKING

Willpower 9 Passive

If an overload check fails, the character  
may attempt a second overload check,  
at a -2 penalty.

Painless
WIllpOWER TEch cOST: 2

PREREQUIsITE sTACKING

Willpower 10 Passive

The character has mastered pain. They feel 
it, but can ignore it indefinitely.

Will to live
WIllpOWER TEch cOST: 2

PREREQUIsITE sTACKING

Willpower 10 Passive

Increase the character’s Death limit by 10.

Tenacious Consciousness
WIllpOWER TEch cOST: 2

PREREQUIsITE sTACKING

Willpower 11 Passive

While unconscious due to damage,  
the character cannot act, but they still 
remain aware of their surroundings.

Tenacious Casting
WIllpOWER TEch cOST: 2

PREREQUIsITE sTACKING

Willpower 11 Passive

Even if an overload check fails, spells can 
never fail.

Fortified Autonomy
WIllpOWER TEch cOST: 2

PREREQUIsITE sTACKING

Willpower 12 Passive

The character gains a +3 technique bonus to 
all Autonomy checks.

Reverie
WIllpOWER TEch cOST: 2

PREREQUIsITE sTACKING

Willpower 12 Passive

As an instant action, the character may 
enter a reverie, removing themselves from 
the combat clock. While in this reverie, 
they may take no actions beyond normal 
defensive rolls, but they automatically 
succeed on any Autonomy or  
Grit checks.

Mind over Matter
WIllpOWER TEch cOST: 2

PREREQUIsITE sTACKING

Willpower 13 Passive

When struck with some Grit-based  
effect, the character may delay its effects  
for one round.

Impossible Tenacity
WIllpOWER TEch cOST: 2

PREREQUIsITE sTACKING

Willpower 14 Passive

Even while unconscious, the character 
remains standing. They may not take 
any actions, but they may make normal 
defensive rolls.

Denial
WIllpOWER TEch cOST: 2

PREREQUIsITE sTACKING

Willpower 15 Passive

If a character would normally be knocked 
unconscious or killed outright by damage, 
they do not do so. Instead, they may 
continue moving and acting normally for  
3 rounds.

Supreme Will
WIllpOWER TEch cOST: 2

PREREQUIsITE sTACKING

Willpower 16 Passive

Raise the character’s Consciousness and 
Death limits by 10. This stacks with High 
Threshold and Will to Live.
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In civilized society, more battles are won with a disarming smile and a rapier wit than are won with actual steel,  
and in most cases, simple tact helps immensely. charisma gives the capacity to manage a conversation or even a 
crowd, and to get people to do exactly what you want them to, without the threat of force.

Commotion
chARISMA TEch cOST: 2

PREREQUIsITE sTACKING

Charisma 8 Active

It only takes moments to gather an audience 
in an urban place Whether the character is 
performing, speaking, or making a scene, 
people will stop and watch.

Small Favors
chARISMA TEch cOST: 2

PREREQUIsITE sTACKING

Charisma 8 Passive

When using Charm to request a favor, gain a  
+2 technique bonus.

Apologetic Smile
chARISMA TEch cOST: 2

PREREQUIsITE sTACKING

Charisma 9 Passive

When dealing with an aggravated opponent, 
the character may make a Charm check  
to smooth things over for a moment.  
They suffer a -2 against an opponent 
angered to violence, or a -4 to a truly 
enraged foe.

Silver Tongue
chARISMA TEch cOST: 2

PREREQUIsITE sTACKING

Charisma 9 Passive

The character gains a +1 technique bonus to 
Deceive and Charm checks.

Con Artist
chARISMA TEch cOST: 2

PREREQUIsITE sTACKING

Charisma 10 Passive

The character may attempt to con others  
out of money, even without selling anything.  
Set an amount of money that is being 
conned, and set a difficulty for that  
amount of money, based on complexity.  
Roll a Deceive check. If unsuccessful, they 
are discovered.

Pretty Mask
chARISMA TEch cOST: 2

PREREQUIsITE sTACKING

Charisma 10 Passive

The character may use their Charisma skill 
die for Gossip and Intimidate checks, and 
applies a +2 technique bonus to these skills.

Flirt
chARISMA TEch cOST: 2

PREREQUIsITE sTACKING

Charisma 11 Passive

The character is exceptionally flirtatious.  
They gain a +2 technique bonus to all 
Charm checks made against an individual 
who might be romanced.

Small Favors
chARISMA TEch cOST: 2

PREREQUIsITE sTACKING

Charisma 11 Passive

The character does not ever have to pay for 
minor trinkets, meals, or other such minor 
amenities. They have mastered the art of 
using charm and wit to live for free.

Presence
chARISMA TEch cOST: 2

PREREQUIsITE sTACKING

Charisma 12 Passive

When walking through a crowd, not only 
does everyone notice, but those close by 
instinctively get out of the character’s way.

Social Contacts
chARISMA TEch cOST: 2

PREREQUIsITE sTACKING

Charisma 12 Passive

The character may move through some  
public place, such as a city or a town, and in 
a matter of only a few hours develop a staple 
of social contacts. 

All Eyes
chARISMA TEch cOST: 2

PREREQUIsITE sTACKING

Charisma 13 Passive

When the character enters a room, all eyes 
are drawn to them. The attention of these 
individuals is held long enough for someone  
else to make a single action, even a dramatic 
one, completely unnoticed by anyone who is  
not directly affected.

Control Crowd
chARISMA TEch cOST: 2

PREREQUIsITE sTACKING

Charisma 14 Passive

If a crowd is gathered, the character  
can easily control the mood of that  
crowd, inciting them to violence with  
a rousing speech or soothing them with 
calming words.

Fan Club
chARISMA TEch cOST: 2

PREREQUIsITE sTACKING

Charisma 15 Passive

Whenever the character passes through 
some inhabited area, they leave behind  
them a group of people dedicated wholly  
to their admiration.

Fascinating Presence
chARISMA TEch cOST: 2

PREREQUIsITE sTACKING

Charisma 16 Active

As a very fast action, the characters  
may make a charm check, opposed by 
Autonomy, to fascinate the people around 
them. If successful, all individuals within 
10 minutes will not be able to turn their 
attention away. This ability cannot be used 
in combat, and will end if combat begins.  
It may only be used once per group  
of individuals.
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cunning is the capacity to see the weakness of one’s foe, and to guide one’s own actions in secrecy and stealth. 
cunning can also be a powerful social tool, aiding in both business and gossip. 

Makeshift
cunnIng TEch cOST: 2

PREREQUIsITE sTACKING

Cunning 8 Passive

The character is very clever at improvising 
weapons. When using a random object as 
a weapon, such as a chair leg, metal post, 
etc., approximate the most similar weapon 
statistics of a normal weapon, and apply  
no penalty.

Misdirection
cunnIng TEch cOST: 2

PREREQUIsITE sTACKING

Cunning 8 Passive

When not in a combat situation or other 
scenario of similar intensity, the character 
can easily misdirect the attention of others, 
causing them to look elsewhere for a brief 
moment, long enough to take one action 
completely unnoticed.

Merchant
cunnIng TEch cOST: 2

PREREQUIsITE sTACKING

Cunning 9 Active

The character gains a +1 technique bonus to 
Haggle checks.

Sneakthief
cunnIng TEch cOST: 2

PREREQUIsITE sTACKING

Cunning 9 Passive

The character gains a +1 technique bonus to 
Sneak and Steal.

Barbed Tongue
cunnIng TEch cOST: 2

PREREQUIsITE sTACKING

Cunning 10 Passive

When spreading rumors, gain a  
+4 technique bonus to Gossip.

Grapevine
cunnIng TEch cOST: 2

PREREQUIsITE sTACKING

Cunning 10 Passive

The character may take a full day of 
gossiping in any town to gain a +2 technique 
bonus to all Gossip checks, or a full week to 
gain a +4 technique bonus.

Dirty Fighting
cunnIng TEch cOST: 2

PREREQUIsITE sTACKING

Cunning 11 Passive

A character may make a very fast action 
to fight dirty. This could involve throwing 
dirt into their opponent’s eyes, or using the 
environment to their advantage through 
furniture or curtains or some other means 
of distraction. For the next round, all Melee 
attacks against that opponent gain a  
+2 technique bonus.

Suckerpunch
cunnIng TEch cOST: 2

PREREQUIsITE sTACKING

Cunning 11 Passive

When beginning combat with a surprise 
attack, the character may also apply a  
+4 technique bonus to that attack.

Sneak Attack
cunnIng TEch cOST: 2

PREREQUIsITE sTACKING

Cunning 12 Active

When attacking with a surprise attack 
bonus and a Melee weapon, reduce that 
weapon’s crit range one step, from 6/12  
to 5/10 to 4/8 to 3/6, or even to 2/4.

Watching for Weakness
cunnIng TEch cOST: 2

PREREQUIsITE sTACKING

Cunning 12 Passive

After observing an opponent for one  
full round, the character is very aware  
of their defenses and weaknesses.  
They may determine which is their lowest 
defensive skill, between Parry, Dodge,  
Grit and Autonomy.

Master Merchant
cunnIng TEch cOST: 2

PREREQUIsITE sTACKING

Cunning 13 Passive

The character gains a +3 technique bonus to 
Haggle checks.

Master Thief
cunnIng TEch cOST: 2

PREREQUIsITE sTACKING

Cunning 14 Passive

The character gains a +3 technique bonus to 
Sneak and Steal checks.

Master of Surprise
cunnIng TEch cOST: 2

PREREQUIsITE sTACKING

Cunning 15 Passive

Raise the character’s surprise attack bonus 
by 2.

Hide in Daylight
cunnIng TEch cOST: 2

PREREQUIsITE sTACKING

Cunning 16 Active

The character may make a Sneak check, 
even while in plain sight.
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Chapter Seven

Weapon Techniques

The crowd in the tavern cleared fast, leaving most of the room  
open and quiet. cynthia dire swung her sabre lazily at one end  
of the clearing, a bitter smile on her lips. “You know, I’ve been  
looking forward to this,” she said. “It’s been a fair bit since I’ve 
had a decent fight.”

her opponent, grim the Sellsword, sniffed, spat, and readjusted 
his armor. “A decent fight? You kicked over my table, spilled 
my drink, and insulted my dog. This isn’t going to be a fight, 
it’s going to be a lesson in respect.” 

cynthia gave a flick of he wrist, and the dagger she had palmed 
spun across the room. grim batted it out of the air with his  
hand, earning a gash with the unarmed parry, but probably 
saving his eye. “You murdered someone important to me,” 
cynthia said. “not stabbing you in your sleep was the closest 
you get to respect.”

grim limbered his claymore, taking a wide stance. “Ah. Vendetta,  
then. I can respect that. come. Earn your vengeance or die trying.” 

cynthia reached forward in a graceful lunge, her light blade  
crossing the distance easily. grim’s own heavy sword slid into an 
able defense, the grind of steel casting sparks in the dim light. 
True to form, she returned lightly to her stance, ready to  
strike again.

he responded with his own attack, a heavy swing that whistled 
through the air. What it lacked in subtlety, it gained in power. 
cynthia blocked the attack with her blade, sliding it away from 
herself, but the heavy swing cost her balance. grim followed it 
the attack with a brutal punch, striking her across the jaw and 
knocking her off her feet. having trained to the point of instinct, 
she landed in a tight roll, ending in a crouch. 

grim watched her rise. “You show promising skill. Are you sure you  
want to waste that on a glorified tavern brawl?” 

cynthia drew a second, shorter sword, and returned to her stance.  
The dance of steel was the only answer she gave.



Weapon Categories
Each section in this chapter is focused on a specific 
weapon or combat type, namely: Heavy Axes, Light 
Axes, Bows, Crossbows, Daggers, Scythes, Shields, 
Spears, Heavy Swords, Light Swords, Unarmed attacks, 
Whip attacks, Mounted Combat and Flight Techniques. 
Choose the ones that best match your characters. 

Cost and requisites
Techniques included in this chapter can be  
purchased with skill points. In order to be  
able to purchase this ability, they must meet  
the Skill Requirement, or have the required  
number of previous abilities.  

Stacking Abilities
Some abilities work smoothly together,  
while some do not. Abilities are divided in  
three categories, based on stacking, including  
Active, Passive, and Crit abilities. 

A character can use only one Active ability at a time. 
They can use any number of Passive abilities together, 
as long as they fit the situation described, and can even 
stack Passive abilities with an Active ability. If an attack 
crits, they can use any and all Crit abilities that apply, 
even if already using an Active and/or Passive ability. 

Remember that even if abilities stack, skill bonus 
stacking rules still apply. Only one technique bonus  
can be applied to any attack.

As an example, a character wielding a heavy axe could use 
crush ability and the Windup ability together, since both  
are passive abilities. They would gain a +2 technique bonus 
to attack, and would deal one extra damage die, as described  
in these abilities.

Alternately, they could use Wild Swing and Windup together, 
since only one is Active and the other is passive, but they  
could not use Wild Swing and Momentum together, since 
both are Active abilities.

They could use crowd and Momentum together, since both are 
passive, but since both provide Technique bonuses, the bonuses  
would not be cumulative, so would only get a +2 bonus.

 

If a heavy axe-wielder rolled a crit, they could use Side swing, 
Beatdown, daze, cyclone Swing, all at once, on top of whatever 
other abilities they are already using.

 

“It is said that those who live by the sword will die 
by the sword. This may have some truth, but it has 
been my experience that those who don’t know their 
way around a weapon die much more quickly.” 

This chapter features a group of abilities that enhance a character’s combat potential through the 
mastery of various combat styles, including various forms of weaponry and even mounted and winged 
combat. These weapon techniques are the key to mastering martial combat, and fit effectively with almost  
any character. 
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Battleaxe: The battleaxe is a reinforced 
and weighted version of a woodsman’s 
axe. It is a one-handed weapon with great 
damage potential at the cost of defense.
greataxe: The greataxe is a massive 
weapon, two-handed, heavy and brutal. 
Wielding it requires particular strength.
Mace: The mace is the standard war 
hammer. It is heavy, and highly effective 
against armored opponents. It comes in 
various forms, from the flanged mace to 
the rounded mace to the war hammer.
Maul: The Maul is the two-handed 
version of the mace. Its heavy design give 
it the most devastating single-hit damage 
capacity among weaponry.

Crowd
BASIc hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

If the target is within 1 meter and  
attempts to Dodge, the attacker gains a  
+2 tech bonus.

Intimidating Strike
BASIc hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

Take an instant action to roll an Intimidate 
check against a target. If successful, the next 
Melee attack gains a +2 technique bonus.

Momentum
BASIc hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

If the character attacks the same target  
twice in a row, that second attack gains a  
+2 technique bonus.

Side-Swing
BASIc hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Crit

If a crit is rolled, the target must roll a Grit 
check with a difficulty equal to the Melee 
roll or be knocked one space to either side.

Wild Swing
BASIc hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

Make a Melee Attack, and roll a 1d4. If the 
result is a 1, the attack suffers a -2 penalty.  
If the result is a 2, there is no modifier.  
If the result is a 3, add a +2 technique bonus. 
If the result is a 4, add a +4 technique bonus. 

nothing hits harder or is more intimidating than a greataxe or a maul. For those who want to keep a hand free, 
a battleaxe or a mace will do nicely as well. combining these options with a shield leads to one of the most 
simple and effective combinations in the Mayhem game.
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hEAVY AxE STATISTIcS 
WEAPoNs ATTACK sKILL HANds RANGE ATTACK PARRY CRIT dIE sPEEd RELoAd sPd PEN REQ CosT

Battleaxe Melee 1 1 +1 -1 5/10 2d8 slow - - str 9 5 g

Greataxe Melee 2 1,2 +1 -1 5/10 2d12 Very slow - - str 11 7 g

Mace Melee 1 1 +2 -2 6/12 3d6 slow - - str 9 3 g

Maul Melee 2 1,2 +1 -1 6/12 3d8 Very slow - - str 11 5 g

Beatdown
AdVAncEd hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Crit

If a crit is rolled, the target must make a 
Grit check with a difficulty of the attack roll 
or be knocked prone.

Crush
AdVAncEd hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Passive

Attacks against a prone target gain a  
+2 technique bonus.

Daze
AdVAncEd hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Crit

If a crit is rolled, deal 3 initiative damage.

Double Wield
AdVAncEd hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

When wielding two weapons with this 
ability, the warrior may make 2 attacks 
simultaneously, taking the slower of the  
two action speeds. Neither attack may crit.

Follow Through
AdVAncEd hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Passive

If an attack is successfully Dodged,  
that attack can instead be made against 
another opponent in range. Use the original 
attack roll.

Windup
ExpERT hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Passive

Make a very fast action to prepare an attack. 
The next Melee attack within one round 
deals one extra damage die. This does not 
count as a crit.

Cyclone Swing
ExpERT hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Crit

If a crit is rolled, continue this attack at any 
other opponent within range.

Heavy Hurl
ExpERT hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Make a thrown attack, with a range 
increment of 3 meters.

Kneecap
ExpERT hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Crit

If a double-crit is rolled, the target suffers 
a -2 movement penalty for the remainder of 
combat.

Resonate
ExpERT hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Passive

If a Melee attack made is successfully 
parried, it still deals shock damage as 
though it had hit with no extra damage dice.

Axe Master
MASTER hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

10 Techs Passive

All heavy axe techs that grant a  
+2 technique bonus to Melee attacks  
instead grant a +4 technique bonus,  
and all that incur a -2 penalty instead  
incur no penalty.

Brutal Strike
MASTER hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

Make a Melee attack with a -2 penalty.  
If this attack hits, it deals shock as well.

Elbow Strike
MASTER hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Crit

If a double-crit is rolled, the target suffers 
a -2 penalty to all skill actions taken for the 
remainder of combat.

Shell Breaker
MASTER hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

Ignore up to 5 points of armor reduction.

Spinstrike
MASTER hEAVY AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

Make a single Melee attack with a -2 penalty, 
affecting all targets within range.
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A hatchet maintains some of the advantages of the axe techniques, trading heavy-hitting potential for speed 
and the capacity to throw for ranged attacks. A club, on the other hand, is a relatively weak, but cheap and 
convenient weapon, almost always within reach.

club: The club is a very simple weapon, 
a heavy branch, a leather or iron-banded  
cudgel, or any other similar object serves 
for this primitive but effective weapon.
hatchet: The hatchet is a smaller 
version of the battleaxe, light and 
quick. The kukri, throwing axe, and 
hand axe also fit into the hatchet 
weapon statistics. These can be used to 
make Thrown attacks just as easily as 
Melee attacks.

Anklehook
BASIc lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

The warrior may attack from a prone 
position without penalty.

Light Daze
BASIc lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Crit

If a crit is rolled, the target suffers  
2 initiative damage.

Momentum
BASIc lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

If the character attacks the same target  
twice in a row, that second attack gains a  
+2 technique bonus.

Wild Swing
BASIc lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

Make a Melee Attack and roll a d4. If the 
result is a 1, the attack suffers a -2 penalty.  
If the result is a 2, there is no modifier.  
If the result is a 3, add a +2 technique bonus.  
If the result is a 4, add a +4 technique bonus.
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lIghT AxE STATISTIcS 
WEAPoNs ATTACK sKILL HANds RANGE ATTACK PARRY CRIT dIE sPEEd RELoAd sPd PEN REQ CosT

Club Melee 1/2 1 +1 - 6/12 2d6 Average - - - -

Hatchet Melee/Thrown 1 1,5 +1 -1 5/10 1d12 Fast - - - 2 g

Double Wield
AdVAncEd lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

When wielding two weapons with this 
ability, the warrior may make 2 attacks 
simultaneously, taking the slower of the two 
action speeds. Neither attack may crit.

Follow Through
AdVAncEd lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Passive

If an attack is successfully Dodged,  
that attack can instead be made against 
another opponent in range. Use the original 
attack roll.

Hammer Throw
AdVAncEd lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Passive

Ignore one range increment when making 
thrown attacks.

Wind-up Throw
AdVAncEd lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Passive

Make a very fast action to prepare a throw. 
If the next attack is a Thrown attack,  
that attack gains a +2 technique bonus. 

Double Toss
ExpERT lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Throw two weapons, one from each hand, 
striking two separate targets. Each attack 
suffers a -2 penalty, and neither can crit.

Drag
ExpERT lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Crit

If a crit is rolled, the character may 
immediately make an opposed Strength 
check to move the opponent 1 meter to 
either side.

Kneecap
ExpERT lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Crit

If a double-crit is rolled, the target suffers  
a -2 movement penalty for the remainder  
of combat.

Resonate
ExpERT lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Passive

If a Melee attack made is successfully 
parried, it still deals shock damage as 
though it had hit with no extra damage dice. 

Axe Master
MASTER lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

10 Techs Passive

All light axe techs that grant a +2 technique 
bonus to Melee attacks instead grant a  
+4 technique bonus, and all that incur a  

-2 penalty instead incur no penalty.

Elbow Strike
MASTER lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Crit

If a double-crit is rolled, the target suffers 
a -2 penalty to all skill actions taken for the 
remainder of combat.

Secondary Attack
MASTER lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

After a successful attack with a weapon 
in the character’s other hand, they may 
immediately attack again with this  
weapon. Use the slower speed of the two. 
This weapon cannot crit, and cannot be 
used again in the same action.

Shell Breaker
MASTER lIghT AxE TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

Ignore up to 5 points of armor reduction.
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providing fast and long-range attack options, the bow is a great option for those who want to stay out of harms 
way, while still contributing to combat. Bow techniques provide mobility and versatility to combat, including some 
great tricks to limit a foes options and increase yours.

Bow: The standard bow is a straightforward  
ranged weapon, capable of dealing 
serious damage from a healthy distance.
Short Bow: Also known as the hunter’s  
bow or the horsebow, the hunter’s Bow 
is bent further than most in order to 
make it smaller and lighter for easy 
storage and use in tight quarters.

Aim
BASIc BOW TEch cOST: 2

PREREQUIsITE sTACKING

shot 5 Active

Take a very fast action to select a target  
within sight and take aim. Any Shot attack 
against that target within 1 round gains a  
+2 technique bonus.

Coverfire
BASIc BOW TEch cOST: 2

PREREQUIsITE sTACKING

shot 5 Active

This ability must be used while waiting.  
When another individual makes some  
skill roll, immediately make a Shot attack, 
going back on the combat clock. The target 
takes a -2 circumstance penalty on the action 
they were going to take.

Quickshot
BASIc BOW TEch cOST: 2

PREREQUIsITE sTACKING

shot 5 Active

Make a Shot attack with a -2 penalty but as 
a very fast action. This attack may not crit.

Strafing Shot
BASIc BOW TEch cOST: 2

PREREQUIsITE sTACKING

shot 5 Active

Make a Shot attack while moving up to  
3 meters.
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BOW STATISTIcS 
WEAPoNs ATTACK sKILL HANds RANGE ATTACK PARRY CRIT dIE sPEEd RELoAd sPd PEN REQ CosT

Bow shot 2 12 - n/a 3/6 2d8 slow - - str 7 3 g

short Bow shot 2 9 +1 n/a 3/6 2d6 Average - - str 7 1 g

Backpedal
AdVAncEd BOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

Make a Shot attack while stepping back up 
to 5 meters.

Curveball
AdVAncEd BOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

Take an instant action to adjust ammunition. 
On the next attack, you can ignore one 
physical obstacle.

Perfect Aim
AdVAncEd BOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

If an archer uses the Aim ability twice in 
a row, their next attack automatically hits 
their target. They should still roll to check 
for crits. This ability is only effective within 
1 range increment.

Target Marksman
AdVAncEd BOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

After using the Aim ability, the archer may 
automatically hit one completely immobile, 
unattended object within 10 meters without 
making an attack roll. This could include a 
rope, door, switch, etc.

Doubleshot
ExpERT BOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Make two shot attacks at the same time. 
These attacks suffer a -2 penalty and  
cannot crit.

Far Shot
ExpERT BOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Passive

Ignore one range increment.

Head Shot
ExpERT BOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Make a Shot attack with a -4 penalty.  
That attack does two extra damage dice. 
This does not count as a crit.

Ranged Disarm
ExpERT BOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Crit

If a double-crit is rolled, then the target 
must drop anything they are holding.

Arrow Fury
MASTER BOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

Make four shot attacks at the same time.  
These attacks suffer a -2 penalty and must 
be made against different targets. None of 
these attacks may crit.

Blindfold Shot
MASTER BOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Passive

The archer may fire at a target they cannot 
see with no penalty, so long as they have 
some other means of detecting that target.

Master Archer
MASTER BOW TEch cOST: 2

PREREQUIsITE sTACKING

10 Techs Passive

All bow techs that grant a +2 technique 
bonus to Melee attacks instead grant a  
+4 technique bonus, and all that incur a  

-2 penalty instead incur no penalty.

Pin Down
MASTER BOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Crit

If a double-crit is rolled, the projectile fires 
through that target’s limb and strikes a 
nearby surface, such as the ground or a 
wall, and pins that target to that surface. 
Removing that projectile requires a very fast 
action and does 1d4 damage.
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crossbow: It’s mechanical nature 
makes it an expensive weapon, but well 
worth the price, giving it the capacity to 
punch through armor with relative ease.

Aim
BASIc cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

shot 5 Active

Take a very fast action to select a target  
within sight and take aim. Any Shot attack 
against that target within 1 round gains a  
+2 technique bonus.

Coverfire
BASIc cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

shot 5 Active

This ability must be used while waiting.  
When another individual makes some  
skill roll, immediately make a Shot attack, 
going back on the combat clock. The target 
takes a -2 circumstance penalty on the action 
they were going to take.

Crossbow Club
BASIc cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

Use the butt of a crossbow to make a melee 
attack with mace statistics.

Strafing Shot
BASIc cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

shot 5 Active

Make a Shot attack while moving up to  
3 meters.

Armor Piercing
AdVAncEd cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Crit

If a crit is rolled, ignore up to 5 points of 
armor reduction.

Perfect Aim
AdVAncEd cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

If an archer uses the Aim ability twice in  
a row, their next attack automatically hits  
their target. They should still roll to check  
for crits. This ability is only effective within  
1 range increment.

Running Reload
AdVAncEd cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

A crossbow archer can reload while moving. 
Use whichever action speed is slower.

Target Marksman
AdVAncEd cROSSBOW TEch cOST: 

PREREQUIsITE sTACKING

2 Basic Techs Active

After having taken an aim action, the archer 
may automatically hit one completely 
immobile, unattended object, within  
10 meters without making an attack roll. 

Far Shot
ExpERT cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Passive

Ignore one range increment.

Hair Trigger
ExpERT cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Take an action equal to the attack speed.  
At the end of this action take the character’s 
timing indicator off the combat clock.  
At any time afterwards, make a single  
attack as an instant action.

Head Shot
ExpERT cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Make a Shot attack with a -4 penalty.  
That attack does two extra damage dice. 
This does not count as a crit.

Ranged Disarm
ExpERT cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

If a double-crit is rolled, then the target 
must drop anything they are holding.

The crossbow keeps the range of the bow, but trades speed for raw hitting power. The reload speed on a crossbow 
makes it hard to keep up with combat, requiring a separate action after each firing, but when it hits, it will 
generally put a significant dent in any opponent’s defenses. 
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cROSSBOW STATISTIcS 
WEAPoNs ATTACK sKILL HANds RANGE ATTACK PARRY CRIT dIE sPEEd RELoAd sPd PEN REQ CosT

Crossbow shot 2 10 +2 n/a 4/8 3d6 slow - - str 7 5 g

Blindfold
MASTER cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Passive

The archer may fire at a target they cannot 
see with no penalty, so long as they have 
some other means of detecting that target.

Pin Down
MASTER cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Crit

If a double-crit is rolled, the projectile fires 
through that target’s limb and strikes a 
nearby surface, such as the ground or a 
wall, and pins that target to that surface. 
Removing that projectile requires a very fast 
action and does 1d4 damage.

Two Birds
MASTER cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Crit

If an attack crits, it may continue through  
and attack another target along the same 
line of attack.

Master Archer
MASTER cROSSBOW TEch cOST: 2

PREREQUIsITE sTACKING

10 Techs Passive

All crossbow techs that grant a  
+2 technique bonus to Shot attacks instead 
grant a +4 technique bonus, and all that 
incur a -2 penalty instead incur no penalty.
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The dagger is a fast and aggressive weapon taking many forms. Sometimes a hunter’s knife, an assassin’s dagger,  
a duelist’s secondary blade, a warrior’s backup weapon or even a cook’s best dicing knife, the dagger is a handy 
tool for anyone, as well as a deadly weapon in the hands of an expert.

daggers: daggers are excellent for three 
reasons. First, daggers are great for 
tight, fast melee combat, dishing out 
damage consistently and constantly. 
Second, in a pinch, they can be thrown, 
giving them effective ranged tactics 
as well. Third. daggers work well in a 
grapple, giving them a flexibility that 
most weapons simply lack.

Dagger Flourish
BASIc dAggER TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

The warrior may draw a dagger as part  
of an attack, or sheathe their dagger as a  
free action.

Dropknife
BASIc dAggER TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Crit

If a crit is rolled, the character may leave the 
dagger in an opponent. This dagger deals 
1d4 damage each full round it remains in the 
target. It can be removed by taking a very 
fast action, which also deals 1d4 damage.

Finesse
BASIc dAggER TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

Melee and Parry checks with this  
weapon may use the Agility skill die  
instead of Strength.

Grappletooth
BASIc dAggER TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

If attacking in a grapple, add +2 technique 
bonus to that Melee attack.
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dAggER STATISTIcS 
WEAPoNs ATTACK sKILL HANds RANGE ATTACK PARRY CRIT dIE sPEEd RELoAd sPd PEN REQ CosT

dagger Melee/ Thrown 1 1,5 +1 +1 3/6 1d6 Very Fast - - - 1 g

Backstab
AdVAncEd dAggER TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

Attack from a target’s blind spot for a  
+2 technique bonus to Melee.

Defensive Grip
AdVAncEd dAggER TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Passive

When successfully parrying a natural attack 
by a margin of at least 3, deal 1d8 damage to 
the attacking target

Double Wield
AdVAncEd dAggER TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

When wielding two weapons with this 
ability, the warrior may make 2 attacks 
simultaneously, taking the slower of the two 
action speeds. Neither attack may crit.

Quick Cut
AdVAncEd dAggER TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

Make a Melee attack with an action speed  
2 segments faster than normal. This attack  
may not crit.

Double Toss
ExpERT dAggER TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Throw two weapons, one from each hand, 
striking two separate targets. Each attack 
suffers a -2 penalty, and neither can crit.

Draw Defense
ExpERT dAggER TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Passive

Draw a dagger to parry as a free action.

Precision Strike
ExpERT dAggER TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Crit

If a crit is rolled, ignore up to 5 points of  
armor reduction.

Twisted
ExpERT dAggER TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Passive

Make a Melee attack with an empty hand 
to twist or punch at a dagger left with the 
dropknife ability. Treat this as a normal 
Melee attack, but with a +2 technique 
bonus. If this attack is successful, it deals 1 
extra damage die.

Dagger Fury
MASTER dAggER TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

If wielding two daggers, make four Melee 
attacks, each with a -2 penalty. None of 
these attacks may crit.

Dagger Master
MASTER dAggER TEch cOST: 2

PREREQUIsITE sTACKING

10 Techs Passive

All dagger techs that grant a +2 technique 
bonus to Melee attacks instead grant a  
+4 technique bonus, and all that incur a  

-2 penalty instead incur no penalty.

Double-Slash
MASTER dAggER TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Crit

If a double-crit is rolled, make a second 
attack as a free action. This attack may  
not crit.

Secondary Attack
MASTER dAggER TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

After a successful attack with a weapon 
in the character’s other hand, they may 
immediately attack again with this  
weapon. Use the slower speed of the two. 
This weapon cannot crit, and cannot be 
used again in the same action.
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Originally a farmer’s implement, the Scythe is easily reinforced and translated to combat. While this weapon is 
more awkward than a sword, axe, or spear, it’s odd shape and angles provide for some effective attack options.

ScYThE STATISTIcS 
WEAPoNs ATTACK sKILL HANds RANGE ATTACK PARRY CRIT dIE sPEEd RELoAd sPd PEN REQ CosT

scythe Melee 2 1,2 +1 -1 4/8 2d10 slow - - - 1 g

Scythe: The Scythe is an awkward 
weapon for most warriors, but this 
isn’t necessarily a disadvantage.  
The scythe presents a style and flair 
that is counter-intuitive, and finds 
its way around many defenses, while 
providing flexible attack options. 

Hard Angle
BASIc ScYThE TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

If the opponent is within 1 meter and 
attempts to parry with a non-shield weapon, 
gain a +2 technique bonus.

Side-Swing
BASIc ScYThE TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Crit

If a crit is rolled, the target must roll a Grit 
check with a difficulty equal to the Melee 
roll or be knocked one space to either side.

Wild Swing
BASIc ScYThE TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

Make a Melee Attack, roll a 1d4. If the 
result is a 1, the attack suffers a -2 penalty. 
If the result is a 2, there is no modifier.  
If the result is a 3, add a +2 technique bonus. 
If the result is a 4, add a +4 technique bonus. 

Follow Through
AdVAncEd ScYThE TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Passive

If an attack is successfully Dodged,  
that attack can instead be made against 
another opponent in range. Use the original 
attack roll.

Haft Punch
AdVAncEd ScYThE TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

The warrior may attack with the haft of the 
staff instead of the blade. Use Staff statistics.

Weapon Hook
AdVAncEd ScYThE TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Crit

If a crit is rolled, make an opposed Strength 
or Agility check to disarm their opponent.

 
Heavy Hurl
ExpERT ScYThE TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Make a thrown attack, with a range of  
3 meters. 

Precision Strike
ExpERT ScYThE TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Crit

On a crit, ignore up to 5 points of armor.

  
Trip
ExpERT ScYThE TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Crit

If a crit is rolled, make an opposed 
Strength or Agility check to pull the 
individual off their feet, landing prone.

 
Double-Slash
MASTER ScYThE TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Crit

If a double-crit is rolled, make a second 
attack as a free action. This attack may not crit.

Harvest
MASTER ScYThE TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Crit

If a double-crit is rolled, the individual is 
pulled off their feat, landing prone.

Sickle Master
MASTER ScYThE TEch cOST: 2

PREREQUIsITE sTACKING

10 Techs Active

All Scythe techniques that grant a  
+2 technique bonus to Melee attacks  
instead grant a +4 technique bonus, and all 
that incur a -2 penalty instead incur no penalty
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Although it does have some minor use as an offensive weapon, the shield’s primary purpose is protection. heavy shields 
incur a speed penalty that must be overcome through Athletics. Keep in mind that restrictions to wielding two weapons still 
applies to shields, as explained in the wielding rules in chapter 3.

ShIEld STATISTIcS 
WEAPoNs ATTACK sKILL HANds RANGE ATTACK PARRY CRIT dIE sPEEd RELoAd sPd PEN REQ CosT

Heavy shield Melee 1 1 -1 +3 6/12 2d6 Very slow - 2 str 9  7 g

shield Melee 1 1 - +2 6/12 2d6 slow - 1 str 8 5 g

Shield: designed for solid defense. 
heavy Shield: called a tower or kite 
shield, this has even greater defense. 

Cover
BASIc ShIEld TEch cOST: 2

PREREQUIsITE sTACKING

Parry 5 Passive

If Dodging an attack while wielding a shield, 
Apply the Shield’s Parry bonus to Dodge.

Parry Shot
BASIc ShIEld TEch cOST: 2

PREREQUIsITE sTACKING

Parry 5 Active

Parry any attack normally Dodged with a  
-2 penalty instead of -4.

Shield Bash
BASIc ShIEld TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

Make a Melee attack with a +2 bonus.  
This deals shock instead of normal damage. 

Daze
AdVAncEd ShIEld TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Crit

On a crit, deal 3 initiative damage.

Shield Shove
AdVAncEd ShIEld TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Crit

On a crit, the opponent must make a  
Grit check equal to the attack or fall back 
2 spaces.

Step-in
AdVAncEd ShIEld TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Passive

After making a successful parry check 
against a melee attack, if the character’s  
next action is to attack that opponent  
with a Melee weapon, they gain a  
+2 technique bonus.

Change Angle
ExpERT ShIEld TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

The parry range of the shield can be placed 
on the three spaces behind or in front of 
the warrior, and may overlap their other 
weapon. the range of their other weapon.

Shield Charge
ExpERT ShIEld TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Passive

The character may make a full move, ending 
with a Melee attack. Gain a +4 tech bonus, 
but deals shock instead of normal damage. 

SLock Shields
ExpERT ShIEld TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Passive

Adjacent characters with this ability gain a  
+2 tech bonus to Parry while facing the  
same direction.

Full Cover
MASTER ShIEld TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

While off the combat clock, gain a +2 tech 
bonus to Parry. This also applies an obstacle 
for incoming Shot or Thrown attacks.

Shield Master
MASTER ShIEld TEch cOST: 2

PREREQUIsITE sTACKING

10 Techs Active

All Shield techniques that grant a +2 bonus 
to Melee or Parry instead grant a +4 bonus.  
All that incur a -2 penalty instead incur none.

Shield Other
MASTER ShIEld TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

Firing past the warrior’s range to a target 
behind incurs 2 obstacles instead of 1.
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Javelin: A short spear, good for fast,  
close combat and Thrown attacks. It may 
be thrown without the hurl ability.
Spear: A fast weapon with solid reach,  
with a one-handed grip, a grip for a long 
range, a third grip usable up close for 
rapid hits or far off for stronger piercing 
thrusts. A simple weapon, the spear is 
also extremely versatile.
Staff: Very similar to the spear, it uses 
blunt strikes in place of the piercing 
attacks. It also has a grip for long range 
and a close grip for close combat.  
The staff is also known as the quarterstaff, 
the bo, and the gun, although this 
references different terms for ‘staff’ and 
has nothing to do with ranged combat.

Finesse
BASIc SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

Melee and Parry checks with this weapon 
may use the Agility skill die instead of 
Strength. This does not apply to the Pike.

Leverage
BASIc SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

Parry 5 Passive

When defending against Grapple checks, 
gain a +2 technique bonus.

Prod
BASIc SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Crit

If a crit is rolled, the target must roll a Grit 
check with a difficulty equal to the Melee 
roll or be knocked one space back.

Set Spear
BASIc SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

If making an attack against an opponent 
moving into range, gain a +2 bonus on  
that attack. This only functions in the  
longspear grip.

Vault
BASIc SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

Use the spear to make a great leap.  
Jump 7 meters as a very slow action.  
This only functions in the longspear grip. 
The character may make an unarmed  
attack at the end of this move with a  
+2 technique bonus.

One of the oldest, most common, most effective, most versatile and cheapest weapons is the spear. A spear 
or a staff can switch grips as an instant action, between the close, quarterstaff grip and the long-spear grip,  
and can be wielded in one or two hands, each using different attack statistics. The Javelin, while not usable with 
two hands, can instead be thrown.
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hEAVY AxE STATISTIcS 
WEAPoNs sTYLE ATTACK sKILL HANds RANGE ATTACK PARRY CRIT dIE sPEEd RELoAd sPd PEN REQ CosT

Javelin - Melee/Thrown 1 1,2 +1 - 3/6 1d6 Very Fast - - - 1 g

spear 1 handed Melee 1 2,3 +1 -1 3/6 1d10 Average - - - 1 g

spear 2 handed Melee 2 2,3 +2 -1 3/6 1d10 Average - - - 1 g

spear/staff Close Grip Melee 2 1 0 +1 5/10 2d6 Fast - - - 1 g

staff - Melee 2 2,3 +2 -1 5/10 1d12 Fast - - - -

Acrobatic Attack
AdVAncEd SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

Make an Acrobatics check while making a 
Melee attack. If it is equal to or higher than 
the Melee check, gain a +2 technique bonus.

Double Wield
AdVAncEd SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

When wielding two weapons with this ability, 
the warrior may make 2 attacks, taking the 
slower action speed. Neither may crit.  
This only works with one-handed grips.

Follow Through
AdVAncEd SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Passive

If an attack is successfully Dodged,  
that attack can instead be made against 
another opponent in range. Use the original 
attack roll.

Hurl
AdVAncEd SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

Make a thrown attack, with a range of  
3 meters.

Sweep
AdVAncEd SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Crit

If a crit is rolled, the opponent must make  
an acrobatics check equal to the attack roll or 
fall prone.

Flurry
ExpERT SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Make two attacks. Neither may crit.  
This only functions in the quarterstaff grip.

Long Thrust
ExpERT SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Increase the weapon’s range by 1. This only 
functions in the longspear grip.

Precision Strike
ExpERT SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Crit

If this attack crits, ignore up to 5 points of armor.

Unhorse
ExpERT SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

After an attack against a mounted opponent, 
that opponent must make a Grit check 
against the Melee roll or be knocked from 
their mount. This only functions in the 
longspear grip.

Vault Kick
ExpERT SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

At the end of a vault leap make an unarmed 
attack with a +2 bonus. This only functions 
in the longspear grip.

Full Sweep
MASTER SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Crit

When using the sweep ability, if one sweep 
is successful, they may continue and attack 
another opponent in range.

Great Flurry
MASTER SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

Make up to 4 melee attacks, each with a  
-2 penalty. None of these attacks may crit.

Second Chance
MASTER SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Passive

If an attack fails by more than 5, make a 
second attack as a free action. 

Spear Master
MASTER SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

10 Techs Active

All spear techniques that grant a +2 
technique bonus to Melee attacks instead 
grant a +4 technique bonus, and all that 
incur a -2 penalty instead incur no penalty.

Windmill Defense
MASTER SpEAR TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Passive

While defending in the quarterstaff grip,  
gain a +2 to Parry.
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Broadsword: A brutal weapon with no 
serious weaknesses, the broadsword  
is a heavy one-handed weapon.  
The broadsword is also known as the 
shorter arming swords, the dao,  
and Viking swords.
greatsword: The greatsword is a 
massive, a two-handed sword that 
requires significant strength to wield. 
Other examples of the greatsword 
include the claymore, flamberge, and 
the zweilhander.
longsword: Sitting somewhere in weight 
and length between the broadsword 
and the greatsword, the longsword is 
sometimes called the hand-and-a-half 
sword, due to it’s capacity to be wielded 
in either one or two hands. Often 
considered the weapon of royalty, 
the longsword is carried by the finest 
warriors in existence, despite the fact 
that it is also sometimes known as the 
bastard sword.

Hilt Punch
BASIc hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

Punch a target with the weapon’s hilt.  
Use club statistics. This can be used within 
a grapple.

Intimidating Strike
BASIc hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

Take an instant action to roll an Intimidate 
check against the target of this attack.  
If successful, the next Melee attack gains a  
+2 technique bonus.

Lunge
BASIc hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

Move 1 meter forward and make a Melee  
attack with a +2 technique bonus, then 
move 1 meter back, returning to the  
original space.

Wild Swing
BASIc hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

When attacking, roll a 1d4. If the result is a 
1, the attack suffers a -2 penalty. If the result 
is a 2, there is no modifier. If the result is a 
3, add a +2 technique bonus. If the result is 
a 4, add a +4 technique bonus.

combining the versatility of the sword with the raw damage capacity of the heavy axes, the broadsword, longsword 
and greatsword are the preferred weapon of kings and knights. To make up for relatively slow speeds, these 
weapons might be best combined with armor or a shield. The longsword can be wielded in one or two hands, as 
well, for added versatility.
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hEAVY SWORd STATISTIcS 
WEAPoNs sTYLE ATTACK sKILL HANds RANGE ATTACK PARRY CRIT dIE sPEEd RELoAd sPd PEN REQ CosT

Broadsword - Melee 1 1,2 +1 +1 4/8 2d6 Average - - str 8 5 g

Greatsword - Melee 2 1,2 +1 - 4/8 2d10 Very slow - - str 10 7 g

Longsword one-Handed Melee 1 1,2 - - 4/8 2d8 slow - - str 9 6 g

Longsword Two-Handed Melee 2 1,2 +1 +1 4/8 2d8 slow - - str 8 6 g

Devastating Strike
AdV hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

Make a very fast action to prepare an attack. 
The next Melee attack deals one extra 
damage die. This does not count as a crit.

Double Wield
AdV hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

When wielding two weapons with this 
ability, the warrior may make 2 attacks 
simultaneously, taking the slower of the  
two action speeds. Neither attack may crit.

Follow Through
AdV hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Passive

If an attack is successfully Dodged,  
that attack can instead be made against 
another opponent in range. Use the original 
attack roll.

Wide-Swing
AdV hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

Make a single melee attack against two 
targets within range, with a -2 penalty.

Cyclone Swing
ExpERT hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

If this attack hits by 3 or more, continue 
and attack any other opponent within range.

Disarm
ExpERT hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Crit

If a double-crit is rolled, the opponent drops 
their weapon.

Heavy Hurl
ExpERT hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Make a thrown attack, with a range 
increment of 3 meters.

Iaijutsu Attack
ExpERT hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Draw this weapon and attack as a  
single action.

Double-Slash
MASTER hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Crit

If a double-crit is rolled, make a second 
attack as a free action. This attack may  
not crit.

Master Swordsman
MASTER hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

10 Techs Passive

All heavy sword techs that grant a +2 
technique bonus to Melee attacks instead 
grant a +4 technique bonus, and all that 
incur a -2 penalty instead incur no penalty.

Parry Master
MASTER hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Passive

When wielding a one-handed heavy sword 
and no other weapon, increase it’s parry 
equipment bonus by 1.

Spinstrike
MASTER hEAVY SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

Make a single Melee attack with a -2 penalty, 
affecting all targets within range.
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The light Sword is the single most maneuverable weapon in the game, with a high speed and a wide array of tricks 
and techniques. Ideal for agile fighters, the light sword grants mobility and technical sophistication, allowing 
the fighter to take full advantage of the game’s timing mechanics. The lightsword’s only drawback is a relatively 
low damage output.

lIghT SWORd STATISTIcS 
WEAPoNs ATTACK sKILL HANds RANGE ATTACK PARRY CRIT dIE sPEEd RELoAd sPd PEN REQ CosT

short sword Melee 1 1 +2 +1 3/6 1d6 Fast - - - 3 g

Main Gauche Melee 1 1 +1 +1 3/6 1d6 Fast - - - 5 g

Lightsword Melee 1 1,2 +1 +1 3/6 1d6 Very Fast - - - 7 g

sabre Melee 1 1,2 +1 +1 3/6 1d8 Fast - - - 7 g

Short Sword: The short sword is a 
relatively heavy, and quick blade, 
excellent for defense and can be used 
in a grapple or as a secondary weapon. 
historically classic, it is still a useful 
blade both offensively and defensively.
Main gauche: A slimmer and lighter 
blade than the gladius, the Main 
gauche is still a short sword, ideal 
for parrying, especially when used 
in tandem with other light swords. 
Variants include the long dagger,  
the wakizashi, and the sword breaker.
lightsword: The lightsword is an 
incredibly agile weapon, applying 
deadly force with a flick of the wrist. 
This category also includes fencing foils, 
epees, and the lighter sabres, as well as 
the exotic jian., a weapon of nobility.
Sabre: The sabre is a longer and 
heavier version of the lightsword,  
still useful for fencing but with slightly 
more striking force. It includes weapons 
such as the scimitar, the horseman’s or 
captain’s sabre, the spatha, the pata, 
and other similar blades.

Cross-Parry
BASIc lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

Parry 5 Passive

After a successful Parry, the next  
Melee attack within one round gains  
a +2 technique bonus.

Feint
BASIc lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

Make a Deceive check as an instant action.  
If successful, the next Melee attack may use 
their surprise attack bonus in addition to 
any other bonuses.

Finesse
BASIc lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

Melee and Parry checks with this weapon 
may use the Agility skill die instead  
of Strength.

Hilt Punch
BASIc lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

Punch a target with the weapon’s hilt.  
Use club statistics. This can be used within 
a grapple.

Lunge
BASIc lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

Move 1 meter forward and make a  
Melee attack with a +2 technique bonus, 
then move 1 meter back.

Scabbard Technique
BASIc lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

Use the sword’s scabbard as a secondary 
weapon. This weapon uses club statistics.

Backhand Grip
AdV lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Passive

As an instant action, switch to a backhand 
grip. This weapon’s attack and defense 
ranges to the spaces directly behind  
them and two spaces around to that side. 
They may return to their normal grip as  
an instant action.

Double Wield
AdV lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

When wielding two weapons with this 
ability, the warrior may make 2 attacks 
simultaneously, taking the slower of the two 
action speeds. Neither attack may crit.
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Hurl
AdV lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

Make a Thrown attack, with a range 
increment of 3 meters.

Quick Cut
AdV lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

Make a Melee attack with an action speed 
2 segments faster than normal. This attack 
may not crit.

Secondary Defense
AdV lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

When wielding a main-gauche, short-sword 
or a dagger with a light sword, increase that 
weapon’s parry equipment bonus modifier 
by 1.

Wide-Swing
AdV lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

Make a single melee attack against two 
adjacent targets, with a -2 penalty.

Blade Lock
ExpERT lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Passive

If parrying or being parried by at least 3, 
tie up both the attacker’s and defenders 
weapons. Neither combatant may use their 
weapons until disengaged. Either combatant 
may do so as a very fast action.

Disarm
ExpERT lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Crit

If a double-crit is rolled, the opponent drops 
their weapon.

Iaijutsu Attack
ExpERT lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Draw this weapon and attack as a  
single action.

Iaijutsu Defense
ExpERT lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Passive

Draw this weapon to parry as a free action.

Precision Strike
ExpERT lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Crit

If a crit is rolled, ignore up to 5 points of 
armor reduction.

Riposte
ExpERT lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

While waiting off the combat clock,  
if this weapon successfully parries, make an 
immediate attack against the attacker as a  
free action.

Double-Slash
MASTER lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Crit

If a double-crit is rolled, make a second 
attack as a free action. This attack may  
not crit.

Master Fencer
MASTER lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Master Techs Passive

All light sword techniques that grant a  
+2 technique bonus to Melee attacks instead 
grant a +4 technique bonus, and all that 
incur a -2 penalty instead incur no penalty.

Perfect Double-Wield
MASTER lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Master Techs Passive

When using two light swords, increase the 
parry bonus on those weapons by 1.

Redirection
MASTER lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Master Techs Passive

If parrying by a margin of 3 or more, redirect 
that attack to another target within range of 
the attacker.

Secondary Attack
MASTER lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

After a successful attack with a weapon 
in the character’s other hand, they may 
immediately attack again with this  
weapon. Use the slower speed of the two. 
This weapon cannot crit, and cannot be 
used again in the same action.

Spinstrike
MASTER lIghT SWORd TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

Make a single Melee attack with a  
-2 penalty, affecting all targets within range.
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gauntlet: A standard gauntlet, metal 
plates along the back of the hand, will 
protect the knuckles, allow a character 
to parry, and give a punch a little  
extra power.
Fist: The basic unarmed attack is a 
simple kick or a punch that cannot 
be used to parry without advanced 
abilities. A trained fist is faster and 
more powerful, but must be learned.

TRAINED FIST
BASIc unARMEd TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

Use trained fist attack statistics.

Dropkick
BASIc unARMEd TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

Make an unarmed attack with both feet, 
with a +2 bonus. The character lands prone.

Finesse
BASIc unARMEd TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

Melee and Parry checks with unarmed 
attacks may use the Agility skill die instead 
of Strength.

Fast Grapple
BASIc gRApplE TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

When initiating or escaping a grapple, do so 
as a very fast action.

Takedown
BASIc gRApplE TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

Gain a +2 bonus to forcing an opponent to  
the ground.

unarmed fighting is as ancient art form, and with skilled training can be just as effective as armed combat. While the 
listing describes a fist or a trained fist, these statistics can just as easily apply to knees, elbows, and feet.
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unARMEd STATISTIcS 
WEAPoNs ATTACK sKILL HANds RANGE ATTACK PARRY CRIT dIE sPEEd RELoAd sPd PEN REQ CosT

Trained Fist Melee 1, 2 1,2 - - 5/10 2d6 Very Fast - - str 8 -

Gauntlets Melee 1 1 - - 5/10 2d6 Average - - - 5 g

Fist Melee 1 1 - n/a 6/12 3d4 Fast - - - -

Breakout
AdVAncEd unARMEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

When escaping a grapple, gain a  
+4 technique bonus.

Unarmed Flurry
AdVAncEd unARMEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

Make 2 attacks. Neither attack may crit.  
The character must have both hands free for 
this attack.

Unarmed Parry
AdVAncEd unARMEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

The warrior may parry while unarmed.  
This involves stopping a part of the 
weapon that is not hazardous or cutting an 
attacker’s momentum short. It very rarely 
implies actually stopping a blade with 
simple skin.

Grapple Expert
AdVAncEd gRApplE TEch cOST: 2

PREREQUIsITE sTACKING

1 basic Tech Passive

Gain a +1 bonus to all Grapple checks.

Suplex Drop
AdVAncEd gRApplE TEch cOST: 2

PREREQUIsITE sTACKING

1 basic Tech Passive

When making a takedown action, make  
an unarmed Melee attack as well, with a  
+2 bonus.

Ground Fighting
ExpERT unARMEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Passive

Make melee attacks from a prone position 
with no penalty.

Powerstrike
ExpERT unARMEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Crit

If a crit is rolled, the opponent is knocked 
back 2 meters.

Sweep Kick
ExpERT unARMEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Crit

If a crit is rolled, the opponent must make 
an acrobatics check equal to the attack roll 
or fall prone.

Defensive Grab
ExpERT gRApplE TEch cOST: 2

PREREQUIsITE sTACKING

1 Advanced Tech Active

If successfully parrying with an unarmed 
attack, the defender may attempt to initiate 
a grapple as a free action.

Throw
ExpERT gRApplE TEch cOST: 2

PREREQUIsITE sTACKING

1 Advanced Tech Passive

When making a takedown action, the 
grappler may throw their opponent to the 
ground. This ends the grapple and the 
thrower does not become prone.

Stun
MASTER unARMEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Crit

If a crit is rolled, the opponent must make a 
Grit check equal to the attack roll or suffer  
3 initiative damage.

Unarmed Fury
MASTER unARMEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

Make four Melee attacks as a single action  
with a -2 penalty. None of these attacks may 
Crit. The warrior must have both hands 
free for this ability.

Unarmed Master
MASTER unARMEd TEch cOST: 2

PREREQUIsITE sTACKING

10 Techs Passive

All unarmed techniques that grant a  
+2 technique bonus to Melee attacks instead 
grant a +4 technique bonus, and all that 
incur a -2 penalty instead incur no penalty

Grapple Lock
MASTER gRApplE TEch cOST: 2

PREREQUIsITE sTACKING

1 Expert Tech Active

While in a grapple, make a grapple check 
to pin another individual’s and arms. They 
may not move or act while grappled, but 
may still dodge. This does not work against 
a target that is significantly larger than the 
grappler, or against a target with more than 
4 limbs.

Grapple Master
MASTER gRApplE TEch cOST: 2

PREREQUIsITE sTACKING

1 Expert Tech Active

Gain a +3 bonus to all grapple checks.
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The Whip is a utilitarian weapon, designed more for tricks and long-ranged manipulation than it is for outright 
damage. Still, in the hands of a master, such a weapon is quite spectacular.

WhIp STATISTIcS 
WEAPoNs ATTACK sKILL HANds RANGE ATTACK PARRY CRIT dIE sPEEd RELoAd sPd PEN REQ CosT

Whip Melee 1 3-5 - -1 5/10 3d4 slow - - Agi 8 1 g

Whip: The whip or chain is not designed 
for dealing heavy damage. It is, however, 
an excellent tool for manipulating 
opponents and their weapons. In some 
situations, it also provides mobility 
around the battlefield.

Whip Swing
BASIc WhIp TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

As a very fast action, lash the whip around 
any object within 5 meters, such as a post, 
eave, or tree branch. This can support the 
weight up of to 500 pounds, and swing 
around that object up and off the ground. 
Swinging around is an average action,  
and the warrior may land on any location 
within 5 meters of the anchor point. 

Whipcrack
BASIc WhIp TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

The character may use the whip to make an 
intimidate check with a +2 bonus.

Wrap
BASIc WhIp TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

Instead of attacking a target, the warrior 
may attack their weapon. If the attack is 
successful, the weapon is wrapped in the 
whip. The weapon may be disentangled 
by either combatant as a very fast action or 
dropped as a free action. Until the weapon 
is disentangled, neither weapon may be used. 

Garrote Grapple
AdVAncEd WhIp TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

If initiating a grapple from a target’s blind 
spot, gain a +4 bonus von all grapple checks.

Lifeline
AdVAncEd WhIp TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

If falling more than 5 meters, lash out with 
a readied weapon to anchor to any object, 
then swing to any space within 5 meters 
of it.

Whip Snap
AdVAncEd WhIp TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

After making a whip attack, if the 
character’s next action is to make another 
whip attack, they may do so as a very  
fast action.

Doublesnap
ExpERT WhIp TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Passive

Make a single attack at two separate targets 
within range, at a -2 penalty. Neither of 
these attacks may crit.

Parry Wrap
ExpERT WhIp TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Passive

If the opponent successfully parries a whip 
attack, use the Wrap ability as a free action.

Running Swing
ExpERT WhIp TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

After making a full move, use the whip 
swing to swing up to anywhere within  
5 meters of the anchor, at average speed.

Continuous Swing
MASTER WhIp TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Passive

After swinging, use the next action to attach 
to a different point and swing again.

Whip Fury
MASTER WhIp TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

Make four attacks, each with a -2 penalty,  
None of these may crit.

Whip Master
MASTER WhIp TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

All whip tech abilities that grant a +2 bonus 
to Melee attacks instead grant a +4 tech 
bonus. All that incur a -2 incur no penalty.
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A warrior’s best friend is a powerful mount. A good mount a source for speed and power, but can also be a 
powerful ally, as many mounts are capable of attacking on their own. For outdoor combat in the open field, 
mounted combat is a powerful tactical option.

MOunTEd STATISTIcS 
WEAPoNs ATTACK sKILL HANds RANGE ATTACK PARRY CRIT dIE sPEEd RELoAd sPd PEN REQ CosT

Lance Melee 1 3 -1 -2 3/6 2d10 Very slow - - str 9 3 g

sport Lance Melee 1 3 -1 -2 5/10 1d10 Very slow - - str 9 3 g

lance: For raw power, there is no equal 
to the momentum of a charging mount 
and rider with a lance. 
Sport lace: A sport lance is designed much 
like the regular lance, but is blunted for 
competition. It will likely shatter on use.

Defend Mount
BASIc MOunTEd TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Passive

The rider may parry on behalf of their mount.

Lancer
BASIc MOunTEd TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

Charging with a pole weapon from horseback 
may triple crit.

Shield Rider
BASIc MOunTEd TEch cOST: 2

PREREQUIsITE sTACKING

Animal 5 Active

They may hold shield and reigns in one hand.

Fast Mount
AdVAncEd MOunTEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Passive

They may mount or dismount as part of a  
move action.

Ride By Attack
AdVAncEd MOunTEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

Make an attack during a move action.

Unhorse
AdVAncEd MOunTEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Basic Techs Active

After a lance, spear or other polearm  
attack against another mounted opponent, 
that opponent must make a Grit check 
equal to the Melee roll or be knocked from 
their mount.

Dismount Charge
ExpERT MOunTEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Leap off the mount to make a charge attack. 
Gain a +2 bonus on that charge.

Horseback Archery
ExpERT MOunTEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

Make a Shot or Thrown attack during a 
mounted move.

Mounted Counterattack
ExpERT MOunTEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Advanced Techs Active

If an opponent attacks the mount, rather 
than defending on behalf of the mount,  
they may make a counterattack as a  
free action.

 
Advanced Ride-by Attack
MASTER MOunTEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

As ride-by attack, but they may make two 
attacks at a -2 penalty, against separate targets, 
on either side of the mount. They must be 
wielding two weapons or a double weapon to 
use this ability.

Expert Lancer
MASTER MOunTEd TEch cOST: 2

PREREQUIsITE sTACKING

2 Expert Techs Active

Gain a +4 technique bonus to all lance 
attacks made from a charging mount.

Mounted Combat Master
MASTER MOunTEd TEch cOST: 2

PREREQUIsITE sTACKING

10 Techs Passive

Gain a +3 bonus to Animal checks for riding.
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Dive Attack
BASIc FlIghT TEch cOST: 2

PREREQUIsITE sTACKING

Melee 5 Active

The character may make a Melee  
attack while landing. This attack gains  
a +4 tech bonus.

Dive Descent
BASIc FlIghT TEch cOST: 2

PREREQUIsITE sTACKING

Acrobatics 5 Active

The character may descend 20 meters, 
straight down, as a very slow action.

Flyby Attack
AdVAncEd FlIghT TEch cOST: 2

PREREQUIsITE sTACKING

1 basic Tech Passive

The character may make a melee or thrown 
attack while flying and moving.

Tight Bank
AdVAncEd FlIghT TEch cOST: 2

PREREQUIsITE sTACKING

1 basic Tech Passive

Decrease the flier’s turn radius by 1.

Flyby Bomber
ExpERT FlIghT TEch cOST: 2

PREREQUIsITE sTACKING

1 Advanced Tech Active

The character may use Shot or Thrown 
attacks, or cast spells while moving.

Strong Flight
ExpERT FlIghT TEch cOST: 2

PREREQUIsITE sTACKING

1 Advanced Tech Active

The character may increase their flight 
carrying weight by 200 pounds.

Swift Ascension
MASTER FlIghT TEch cOST: 2

PREREQUIsITE sTACKING

1 Expert Tech Active

The character may ascend straight up at 
normal flight speeds.

Hover
MASTER FlIghT TEch cOST: 2

PREREQUIsITE sTACKING

1 Expert Tech Active

The character may remain flying without 
making a move action.

The capacity to move through the air is a tremendous tactical advantage, but has some major drawbacks.  
See chapter 4 for additional rules on the specifics of how winged and flight-based combat works.
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Section Five
SPELL BOOK



Chapter EIGHT

Elemental Magic

The Sylph and the Scath faced one another over a grassy field. 
The moon hung high and large and illuminated the rolling grass, 
giving it the blue hue of ocean waves. The Sylph floated just 
above the ground, her light frame supported by an ever-present 
wind. She stared down at the Scath, whose darker skin dripped 
with living night, the black strips of energy cutting at the grassy 
stalks in malicious little bursts. The Scath stood proud, wearing 
the deep colors and simple cuts of the southern nobility.

The Scath spoke first, his tone annoyed. “I don’t know what you 
want, Airwalker, but I have business to attend to, so I would prefer  
to keep this meeting short.”

“It will be short, Scath,” the Sylph answered. “I come on behalf 
of the Seelie court.” 

“I have broken no law of the Seelie,” he returned. He let his staff 
rest easy against the ground, but it was clear that he was ready 
to use it.

“You have. You have interfered in mortal affairs, and worse, you 
have caused for a human city to move against a Dryad community.” 
The Sylph took slow breaths, feeling the energy in the air and 
preparing herself for combat. 

“That was not my doing ,” the Scath answered, “but if you insist on  
pressing the issue, I will answer on behalf of the Unseelie Court. 
Prepare yourself.” He lifted his oak staff, and the tip erupted 
in roiling shadow, bleeding flecks of darkness into the grass, 
withering the living matter with an audible sizzle.

The Sylph gathered her magic, floated back several meters, and  
collected lightning between her outstretched palms. “You will 
answer for the lives you ruin.”

Fae fought Fae and magic met magic across the plain, with the 
wide moon as a silent witness.



Elemental Spells
An elemental spell is the manifestation of the elemental 
ideals into physical form or energy. This can be quite 
spectacular, shaking the earth, freezing water, or calling 
out hurricane-force winds, and is rarely subtle. Each spell 
has a specific effect, listed in the spell’s entry. Spellcasters 
should also be free to design their own spells, using the 
examples here as a guideline.

Learning Spells
Elemental spells function like other abilities, with a 
specifically listed skill point cost. To learn the spell,  
the character will study in-game, and spend the skill 
points, like buying any other ability.

Casting Spells
Spellcasting requires at least one free hand, or a hand holding 
an arcane focus. After learning that spell, they can cast  
it at any time, incurring the feedback associated with  
that spell and following the text describing the spell’s 
effects. This should not, however, be a hard limitation. 
Players should be rewarded for creative use of their 
magics, even if it goes a little beyond the description.

Feedback
Feedback is a sort of mental resonance that applies 
when an individual pushes their will against the world, 
as when a character uses magic. This can be painful and 
even deadly, so spellcasters must be cautious when using 
feedback so that they don’t overextend themselves.

Having followed the process in chapter 2, a character 
should already have their feedback chart ready to 
reference on the character sheet. If this has not  
been done, they will need to do so before casting.

Spell Circles
Higher circles of magic are more powerful, and therefore 
incur more feedback when cast. A character may want to 
develop their Elemental ideals before attempting higher 
circle magics, but that choice is up to them. 

To track exactly how much feedback a spell will incur, 
refer to the chart below, which is also found on the 
second page of the character sheet. Space is also  
provided on the chart to mark which elements that 
character has developed, and make it easy to reference 
how much feedback spells of each element will incur.

FEEDBACK TABLE

ElEmEnt
skill 
lEvEl

CirClE

1 2 3

1 8 17 24

2 7 16 23

Fire, Plant 3 6 15 22

4 5 14 21

5 4 13 20

6 3 12 19

7 3 11 18

8 3 10 17

Ice 9 3 9 16

10 3 8 15

11 3 7 14

12 3 6 13

13 3 6 12

14 3 6 11

15 3 6 10

16 3 6 9

17 3 6 9

18 3 6 9

19 3 6 9

20 3 6 9

For example, the character using this chart has 9 levels in ice,  
their primary magic, and 3 levels in fire and plant magics,  
so that they can use some fire and basic healing magics. If they 
wish to cast Extinguish, a first circle fire spell, it would incur 6  
feedback. If they wanted to cast Chill Ray II, a second circle 
spell ice spell, it would incur 9 feedback. 

The most basic and intuitive magics are elemental in nature. Channeling the raw elemental forces of Fire, Water, 
Earth, Air, Plant and Void grant the mage powerful destructive force and equally important utility in non-combat 
situations. A character progresses in their elemental magics by increasing their elemental skills, and then learns 
individual spells that will allow them to channel this magic in specific ways.
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Other Statistics
Speed, Range, and Duration are all necessary for most of 
these elemental spells to function. The spell’s speed is its 
action speed. The spell’s range is the distance that spell 
can be cast or is effective, generally elaborated within 
the spell’s text. The duration is the amount of time that 
spell’s effect remains in place before disappearing. 

Spell Power & Resisting Magic
Most spells that target an individual can be resisted.  
In order to do that, the first step is to determine the 
spell’s power, which is how difficult it will be to resist.  
To do this, the caster of the spell rolls their elemental 
ideal as a skill check, adding any appropriate bonuses.  
To resist, the target must roll the defensive skill called  
for in the ‘resist’ field of the spell, usually Dodge, Grit, 
Spirit or Autonomy. If the resist roll is higher than the  
attacking caster, the effects of the spell are negated  
for that individual. Ties resolve in favor of the caster.  
Any other effects will be listed in the spell’s entry.

Recoil
Some spells and spell-like effects have a recoil, which 
is listed as a time limit. Spells with a recoil cannot be 
cast again within that time limit. An effect with a recoil 
of 1 hour, once cast, cannot be cast again for one hour 
from the previous casting. This is not common among 
elemental spells, but is used by a variety of supernatural 
magic abilities, and will be used in later spells.

Overload Checks
As explained in chapter 1, a character incurs feedback 
when casting spells. If they incur more feedback than 
they can handle, as shown by the feedback tracking chart, 
they risk personal harm and must make an overload 
check. Roll their Willpower die, with no modifier. If the 
result of the die is equal to or less than the amount by 
which they are over their maximum feedback, they suffer 
no penalty. If the result is higher, they will take damage 
depending upon the amount by which they are over their 
feedback limit, as is listed on the character sheet.

A character who fails their overload also risks losing the 
effect of the spell. They must make a second Willpower 
check of equal difficulty to determine whether or not 
their spell fails regardless of whether or not they take 
damage or even whether or not they lose consciousness.

Recovering Feedback and Concentrating
With a few minutes of rest, feedback will be removed. 
During combat, a character may also choose to 
concentrate, an average action, to recover 5 feedback.

Arcane Focus
Many casters choose to use an arcane focus, generally  
a staff or a wand, to add extra power to their spells.  
A focus has to be prepared in advance and attuned to the  
caster, a relatively long process, such that an individual cannot 
pick up someone else’s focus and begin using it on the fly.

Caster’s Wand
A wand has the capacity to make spells faster. When using 
a wand to cast a spell, the speed of casting for any spell is 
reduced by one step, to a minimum of very fast. 

Additionally, a character wielding a wand may take a very fast 
action to charge that wand. The next spell fired through that 
wand gains a +2 equipment bonus to its spell power. This kind 
of a charge can be held indefinitely. While charged, the wand 
will give off light as a torch.

Caster’s Staff
When casting through a staff, the character’s spell power 
die is increased by one step.

Additionally, a character wielding a staff may also charge 
their spells. If the caster takes a very slow action to charge 
their staff with energy, they gain a +4 equipment bonus  
to the spell’s power. This charge can be held indefinitely,  
and also gives off light as a torch. A staff may also be used 
with quarterstaff statistics as a melee weapon.

Double Wielding Foci
A character can wield one focus in each hand, choosing 
which to cast each spell through. They can even hold a 
charge through one focus while casting through the other, 
saving one of the charges for an opportune moment.  
They cannot, however, stack their effects.

Other uses for elemental Skills
Spells are the primary application of elemental skills,  
but they are not necessarily the only way they can be used. 
The Ice skill could be used to fill a well or freeze a pond,  
fire magics could cook a dinner, and lightning could blast  
a door. Creative use of these skills should be rewarded,  
so long as it does not imbalance the experience for  
other players.
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In the eyes of the Pyromancer, fire is the first, last, and only solution to all of life’s problems. A control over the 
heat and light of fire magics allows great potential for dealing out heavy damage to many enemies, but deserves 
caution. Fire can quickly turn on a person, causing damage to one’s environment, one’s allies, and oneself. 

Blast
FIRST CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

Fast Grit

ranGE duration

1 m -

Blast the target back 2d4 meters, dealing 
1d12 damage. If affected, they must make 
an Acrobatics check with a difficulty equal 
to the spell’s power or land prone.

“Boom.”

Burning Light
FIRST CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

Fast dodge

ranGE duration

20 m -

Fires a ray of burning light, dealing 4d4 fire 
damage to a single target within range.

“Also good for warming cold meals.”

Ember Cloud
FIRST CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

very slow Grit
 

ranGE duration

10 m 3 rounds

The target space and all surrounding 
spaces are filled with a burning cloud of 
embers. All inside this spell are dealt  
2d8 damage. This damage is also dealt 
when entering this space, as well as every 
full round a target stays in this space.

“That can’t be good for your lungs.”

Ember Field
FIRST CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

slow -

ranGE duration

5 m 6 rounds

This spell heats the ground in a 5 meter 
radius surrounding the caster. Anyone who 
steps onto any of these spaces will suffer 
1d8 damage. They do not take further 
damage by standing in a space over time, 
but will take damage for each new space 
they walk across.

“No Trespassing. Violators will be burned.”

Embers
FIRST CIRCLE FIRE SPELL  COST: 3

spEEd rEsist

very slow dodge

ranGE duration

- 6 rounds

Creates 3 embers in the caster’s hand, 
which can each be thrown as a very  
fast action, using the Thrown skill.  
Each deals 2d12 damage, with no crit.  
They disappear if not thrown within  
the duration.

“A thoughtful caster is never out of ammunition.”
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Extinguish
FIRST CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

instant -

ranGE duration

10 m -

Draws all of the ambient heat energy 
from the area. Extinguish all fires within 
10 meters. If at least one fire the size of a 
campfire is extinguished, the caster’s  
next fire-based elemental spell that  
does damage deals 1d8 extra damage.

“Some Pyromancers see this spell as  
counterproductive.”

Fireball
FIRST CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

slow dodge

ranGE duration

15 m -

Throw a fireball at a target within range. 
That target suffers 2d12 fire damage.

“Sometimes the simplest tools are best.”

Firefly Swarm
FIRST CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

average dodge

ranGE duration

10 m -

Creates up to 3 small glowing bits of fire, 
shaped like fireflies. Each must strike a 
different target, and each deals 2d6 damage.

“Zip and fly and spin and turn,  
Singe and fry and glow and burn.”

Flame Strike
FIRST CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

very Fast -

ranGE duration

3 m 1 round

Charges a Melee, Shot or Thrown weapon 
with a fiery nimbus. When that weapon 
hits, it does an additional 1d20 damage. 
This can only enhance one attack.

“Death warmed over.”

Heat Field
FIRST CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

slow -

ranGE duration

5 m 1 round

Fills the area within range with intense 
heat. All Fire effects that pass through  
this area deal an additional 1d12 damage, 
and gain a +2 tech bonuses. All Ice effects 
incur a -2 tech penalty.

“Is it hot in here?”

Heat Wave
FIRST CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

very slow Grit

ranGE duration

10 m -

A wave of heat rolls forward in a line,  
10 meters long and 3 meters wide, spreading 
away from the caster’s location. All targets 
within range are dealt 2d10 damage.

Intercepting Blast
FIRST CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

Free attack

ranGE duration

- -

The character may cast this spell in 
response to an incoming ranged attack,  
such as an arrow or javelin. If this spell’s 
power is higher than the attack roll,  
they may blast that projectile out of the air.

Spark
FIRST CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

Fast Grit

ranGE duration

5 m -

One target individual or object within 
range is sparked with heated air, dealing 
1d8 damage. Flammable objects can ignite, 
dealing an additional 1d8 damage per 
round until extinguished as a very  
fast action.

“Step one. Spark.”

Persistent Flare
FIRST CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

Fast -

ranGE duration

- 1 hour

Creates a small fire in the caster’s hand. 
This does not harm them, but acts as a 
torch. The flare may be spent to fuel a first 
circle fire spell, instead of paying feedback. 

Blast II
SECOND CIRCLE FIRE SPELL  COST: 3

spEEd rEsist

slow Grit

ranGE duration

1 m -

The target is dealt 2d12 damage and is 
knocked back 2d8 meters. They must make 
an Acrobatics check with a difficulty equal 
to the spell’s power or land prone.

“KaBoom!”

Ember Cloud II
SECOND CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

very slow Grit

ranGE duration

10 m 3 rounds

The target space and all spaces within  
3 meters are filled with a burning cloud  
of embers. All inside this spell are dealt  
3d8 damage. This damage is also dealt 
when entering this space, as well as every 
full round a target stays in that space.

Fireball II
SECOND CIRCLE FIRE SPELL  COST: 3

spEEd rEsist

slow dodge

ranGE duration

15 m -

Throw a fireball at a target within range. 
That target suffers 3d12 fire damage.  
All individuals within 2 meters of that 
target also suffer 1d20 damage.

“Now with 20% more fire!”
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Firefly Swarm II
SECOND CIRCLE FIRE SPELL  COST: 3

spEEd rEsist

slow dodge

ranGE duration

10 m -

Creates up to 6 small glowing bits of fire, 
shaped like fireflies. Each must strike a 
different enemy target, and each deals  
4d6 damage. If not enough targets are 
available, the fireflies must strike some 
flammable object. If no flammable objects 
are available, the fireflies fizzle out.

“The fireflies are on patrol,  
The final word in crowd control.”

Firemail Armor
SECOND CIRCLE FIRE SPELL  COST: 3

spEEd rEsist

very slow -

ranGE duration

3 m 6 rounds

Creates a set of shimmering red armor 
around the target. Although it does  
not harm the wearer, this armor is 
extremely hot, dealing 1d12 fire damage  
to any individual who touches them.  
This armor reduces fire and ice  
damage by 10.

“Paid Postage.”

Flame Strike II
SECOND CIRCLE FIRE SPELL  COST: 3

spEEd rEsist

very Fast -

ranGE duration

3 m 1 round

Charges a Melee, Shot or Thrown weapon 
with energy. When that weapon strikes, 
the target suffers 1d20 additional fire 
damage, and is lit on fire. They suffer  
1d8 damage each round until the fire is put 
out, which requires a very fast action.

“What’s better than a greataxe?  
A greataxe on fire!”

Gathering Light
SECOND CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

instant dodge

ranGE duration

10 m -

This spell gathers an intense light in the 
caster’s hand, that can be released for  
1d4 damage, or delayed one segment.  
For every segment delayed, increase the 
damage by 1d4, to a maximum of  
10d4 damage.

“Wait for it...”

Heat Field II
SECOND CIRCLE FIRE SPELL  COST: 3

spEEd rEsist

slow -

ranGE duration

10 m 3 rounds

Fills the area within range with intense 
heat. All Fire magics and other effects  
that pass through this area deal an 
additional 1d12 damage, and gain a  
+2 technique bonuses. All Ice effects  
incur a -2 technique penalty.

“Or is it just me?”

Heat Wave II
SECOND CIRCLE FIRE SPELL  COST: 3

spEEd rEsist

very slow Grit

ranGE duration

15 m -

A wave of intense heat rolls forward in  
a line, 15 meters long and 5 meters  
wide, beginning at the caster’s location.  
All within this range are dealt 3d10 damage.

“A rolling inferno.”

Ice Counter
SECOND CIRCLE FIRE SPELL  COST: 2

spEEd rEsist

very Fast spell power

ranGE duration

20 m -

This spell may be cast as a free action 
in response to any first or second circle 
Cryomancy spell being cast. If this spell 
power is higher than the ice spell, that spell 
is countered. If cast against an ongoing 
spell, that spell’s duration is ended.

Ignite
SECOND CIRCLE FIRE SPELL  COST: 3

spEEd rEsist

average Grit

ranGE duration

5 m -

One target within range is ignited with 
superheated air, dealing 4d8 damage.  
They must have had the Spark spell deal 
damage to them within the last 3 rounds.

“Step two: Increase Intensity.”

Wall of Fire
SECOND CIRCLE FIRE SPELL  COST: 3

spEEd rEsist

slow Grit

ranGE duration

3 m 6 rounds

This spell creates a 2 meter tall wall of 
fire, occupying 10 unoccupied, contiguous 
hexes. Any who pass through any of  
these spaces will suffer 2d12 damage,  
and 2d12 damage for each full round  
they remain in that space.

“Some draw lines in the sand. I make a 
stronger statement.” 
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Armageddon Flare
THIRD CIRCLE FIRE SPELL  COST: 4

spEEd rEsist

very slow Grit

ranGE duration

10 m 6 rounds

Intense fire rolls out from the caster, 
dealing 8d12 damage to all within range, 
including the caster. All flammable objects 
are also ignited.

“The Armageddon flare represents the finest 
in mass destruction, but at a high cost.”

Blast III
THIRD CIRCLE FIRE SPELL  COST: 4

spEEd rEsist

very slow Grit

ranGE duration

1 m -

The target is dealt 4d12 damage and is 
blasted back 2d12 meters. They must make 
an Acrobatics check with a difficulty equal 
to the spell’s power or land prone.

“KA-BOOOOOOOOM!”

Ember Cloud III
THIRD CIRCLE FIRE SPELL  COST: 4

spEEd rEsist

very slow Grit

ranGE duration

10 m 3 rounds

The target space and all spaces within  
5 meters are filled with a burning cloud  
of embers. All inside this spell are dealt  
4d8 damage. This damage is also dealt 
when entering this space, as well as every 
full round a target stays in this space.

Fireball III
THIRD CIRCLE FIRE SPELL  COST: 4

spEEd rEsist

slow dodge

ranGE duration

15 m -

Throw a fireball at a target within range. 
That target suffers 5d12 fire damage.  
All individuals within 4 meters of that 
target also suffer 2d20 damage.

“Sometimes the simplest tools are best,  
but more so when applied with triple  
the power.”

Firefly Swarm III
THIRD CIRCLE FIRE SPELL  COST: 4

spEEd rEsist

slow dodge

ranGE duration

10 m -

Creates up to 9 small glowing bits of fire, 
shaped like fireflies. Each must strike a 
different enemy target, and each deals  
6d6 damage. If not enough targets are 
available, the fireflies must strike some 
flammable object. If no flammable objects 
are available, the fireflies fizzle out.

“A storm of sparks across the skies, 
Behold the might of fireflies.”

Flame Strike III
THIRD CIRCLE FIRE SPELL  COST: 4

spEEd rEsist

very Fast -

ranGE duration

1 m 1 round

Charges a Melee, Shot or Thrown weapon 
with energy. When that weapon strikes,  
the target suffers 2d20 additional fire 
damage, and is lit on fire. They suffer  
1d8 damage each round until the fire is  
put out, which requires a very fast action.

“What’s better than a greataxe on fire?  
More fire!”

Heat Field III
THIRD CIRCLE FIRE SPELL  COST: 4

spEEd rEsist

very slow -

ranGE duration

20 m 6 rounds

Fills the area within range with  
intense heat. All Fire magics and  
other effects that pass through this  
area deal 2d12 extra damage, and gain a  
+4 tech bonuses. All Ice effects incur a  

-4 tech penalty.

“As I thought. It was just me.”

Heat Wave III
THIRD CIRCLE FIRE SPELL  COST: 4

spEEd rEsist

very slow Grit

ranGE duration

20 m -

A wave of intense heat rolls forward in  
a line, 20 meters long and 7 meters  
wide, beginning at the caster’s location.  
All within this range are dealt 4d10 damage.

“To stroll through the heat of the Thulyet 
blazes with a smile. That is what it means  
to be a pyromancer.”

Immolate
THIRD CIRCLE FIRE SPELL  COST: 4

spEEd rEsist

very slow Grit

ranGE duration

5 m -

One target within range is immolated  
with superheated air, dealing 10d8 damage. 
They must have had the Ignite spell deal 
damage to them within the last 3 rounds.

“Step 3: Roast hot dogs.”

Red Seal
THIRD CIRCLE FIRE SPELL  COST: 4

spEEd rEsist

very slow -

ranGE duration

- 6 rounds

The caster is granted complete immunity  
to Fire and Ice damage and effects.
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The flow of water and the chill of ice are valuable tools, both offensively, defensively, and for utility 
purposes. As such, the Cryomancer, a water and/or ice mage, is a valuable addition to any party. These 
spells allow an individual to manipulate their environment, reach places they otherwise might not be able 
to, and to hammer their foes with snow and freezing effects.

 
Chill Ray
FIRST CIRCLE ICE SPELL  COST: 2

spEEd rEsist

Fast dodge

ranGE duration

20 m -

Fires a ray of cold energy at a single target, 
dealing 2d8 ice damage.

“Also good for cooling hot meals.”

 

Flood
FIRST CIRCLE ICE SPELL  COST: 2

spEEd rEsist

very Fast -

ranGE duration

20 m -

Creates a massive amount of water, up to  
10 cubic meters. 

“Inevitably leaves everyone with the foulest 
of fates. Wet socks.”

Bubble
FIRST CIRCLE ICE SPELL  COST: 2

spEEd rEsist

Fast Grit

ranGE duration

2 m 1 hour

Creates a 2 m radius bubble around the 
individual. This bubble can be easily  
passed through, but not broken, and does 
not stop attacks. It allows the character 
to carry with them a mass of water or air, 
when above or below water respectively, 
and to breathe easily inside. When this 
ends, they may cast it again as a free action, 
without losing the effect.

Crystallize
FIRST CIRCLE ICE SPELL  COST: 3

spEEd rEsist

average Grit

ranGE duration

3 m 1 round

Encase one individual in ice. Remove  
their indicator from the combat clock. 
That target may not act or be acted against, 
and is placed in a perfect suspension where 
they cannot receive damage, or be targeted 
by any other magics or effects. They are 
returned to the combat clock immediately 
after they are freed.

“Stopped cold.”

Flashfreeze
FIRST CIRCLE ICE SPELL  COST: 2

spEEd rEsist

very slow Grit

ranGE duration

5 m -

A ring of cold energy affects all individuals 
within range. It deals 2d10 damage.  
and deals 1d4 initiative damage. If this is used 
as a reaction to an individual moving through 
these spaces, it will stop their movement.
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Glacier Burst
FIRST CIRCLE ICE SPELL  COST: 2

spEEd rEsist

instant -

ranGE duration

5 m -

Creates a 3 meter tall burst of jagged 
ice in an unoccupied space, which will 
immediately crystallize to fill all adjacent 
unoccupied spaces. This does not deal 
damage, but blocks passage. Each of the 
outer hexes can be destroyed with a heavy 
object or with fire magics. The core can be 
destroyed as well, but this takes significant 
time, and cannot be done during combat.

“Brute force is not always the best option. 
Sometimes it is most effective to delay or 
misdirect one’s opponent.”

Glacier Fist
FIRST CIRCLE ICE SPELL  COST: 2

spEEd rEsist

Fast -

ranGE duration

self 1 hour

Summons a mass of water or ice  
that encases one of the caster’s limbs, 
creating a massive limb of water. This may 
be stretched to reach and manipulate any 
unattended object within 10 meters as an 
extension of the caster, but may not be 
used to effectively wield a weapon or  
to grapple.

“Some people just have cold hands.”

Ice Craft
FIRST CIRCLE ICE SPELL  COST: 2

spEEd rEsist

very Fast -

ranGE duration

self -

This spell can be used to craft simple 
objects out of ice, up to approximately 
10 cubic meters, without moving parts. 
Objects such as weapons or shields  
can be created, as well as statues,  
structural support, etc. As long as these  
are touched by the caster they maintain 
great strength, but if they are unattended, 
they become brittle.

“Creativity is a caster’s most valuable 
resource.”

Ice Strike
FIRST CIRCLE ICE SPELL  COST: 2

spEEd rEsist

very Fast Grit

ranGE duration

3 m 1 round

Charges a Melee, Shot or Thrown weapon 
with cold energy. When that weapon 
strikes, it does an additional 2d6 damage. 
When it hits, the target must make a  
Grit check against the power of this  
effect or suffer 1d4 initiative damage.

“Brings new meaning to the term  
‘Cold Steel’.”

Ice Wall
FIRST CIRCLE ICE SPELL  COST: 2

spEEd rEsist

average dodge

ranGE duration

5 m -

Creates 5 thick sheets of ice, 2 m high, 
filling five adjacent, unoccupied spaces 
within range. They can be destroyed by 
damage with a heavy object or fire effect.

Shard
FIRST CIRCLE ICE SPELL  COST: 2

spEEd rEsist

Fast dodge

ranGE duration

10 m -

Creates a single ice crystal, used as a 
thrown attack. This has a +1 equipment 
bonus, deals 1d6 damage, and has a crit  
of 3/6.

Snowball
FIRST CIRCLE ICE SPELL  COST: 2

spEEd rEsist

slow dodge

ranGE duration

15 m -

Hurls 3 snowballs, packed with ice magics, 
each at any target within range, dealing  
1d6 damage, and 1 initiative damage.

“More humiliating than destructive, really.”

Storm Field
FIRST CIRCLE ICE SPELL  COST: 2

spEEd rEsist

Fast -

ranGE duration

5 m 1 round

Fills the area with a flurry of rain or snow, 
obscuring all sight past 2 meters. All Ice 
magics in this area receive a +2 tech bonus. 
All fire effects incur a -2 tech penalty.

“Snow and sleet and ice and hail, 
The Mage’s storm will never fail.”

Water Blast
FIRST CIRCLE ICE SPELL  COST: 2

spEEd rEsist

slow Grit

ranGE duration

5 m -

Creates a gushing volume of freezing water,  
blasting at a single target. That target 
suffers 2d12 damage. An individual 
damaged by this attack is knocked back  
1d6 meters.

“Thirsty?”

 
Chill Ray II
SECOND CIRCLE ICE SPELL  COST: 2

spEEd rEsist

average dodge

ranGE duration

20 m -

Fires a ray of cold energy at a single target, 
dealing 4d8 ice damage.

“Chill out.”

Flood II
SECOND CIRCLE ICE SPELL  COST: 3

spEEd rEsist

average -

ranGE duration

3 m -

Creates a massive amount of water, up to  
20 cubic meters.
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Crystallize II
SECOND CIRCLE ICE SPELL  COST: 3

spEEd rEsist

average Grit

ranGE duration

3 m 3 rounds

Encase one individual in ice. Remove  
their indicator from the combat clock.  
That target may not act or be acted against,  
and is placed in a perfect suspension where 
they cannot receive damage, or be targeted 
by any other magics or effects. They are 
returned to the combat clock immediately 
after they are freed.

Fire Counter
SECOND CIRCLE ICE SPELL  COST: 2

spEEd rEsist

very Fast spell power

ranGE duration

20 m -

This spell may be cast as a free action 
in response to any first or second circle 
Pyromancy spell. If this spell’s power is higher,  
the fire spell is countered. If cast against an 
ongoing spell, that spell’s duration is ended.

Frost
SECOND CIRCLE ICE SPELL  COST: 3

spEEd rEsist

average -

ranGE duration

5 m -

All surfaces within range are covered  
with a thin layer of ice. An individual  
trying to move within suffers a  
-2 movement penalty. They may  
ignore this by making an Acrobatics  
check against the strength of this effect. 
If they fail this check, they fall prone and 
their move ends. If any water is within 
this area, it will freeze instantly, down to 
1 meter in depth. Any individual inside 
that water is immediately pushed below or 
outside the area of effect.

“Allow me to break the ice.”

Glacier Fist II
SECOND CIRCLE ICE SPELL  COST: 3

spEEd rEsist

very slow dodge

ranGE duration

10 m -

Summons a mass of water or ice  
that encases one of the caster’s limbs, 
creating a massive limb of water. This limb 
may be stretched to reach and manipulate 
unattended objects within 10 meters, as well  
as to make an attack, using the spell’s power, 
but dealing 4d8 damage.

Ice Craft II
SECOND CIRCLE ICE SPELL  COST: 3

spEEd rEsist

very slow -

ranGE duration

10 m -

This spell can be used to craft simple 
objects out of ice, up to approximately  
1 cubic meter, without moving parts,  
but including complex decoration or 
intricate formations. Objects such as 
weapons or shields can be created, as well 
as statues, structural support, etc. As long 
as these are touched by the caster they maintain 
great strength, but if they are unattended,  
they become brittle, able to be destroyed by a 
heavy object or fire magics.

Ice Strike II
SECOND CIRCLE ICE SPELL  COST: 3

spEEd rEsist

very Fast Grit

ranGE duration

3 m 1 round

Charges a Melee, Shot or Thrown weapon 
with cold energy. When that weapon 
strikes, it does an additional 4d6 ice 
damage. When it hits, the target must  
make a Grit check against the power of  
this effect or suffer 2d4 initiative damage.

Ice Wall II
SECOND CIRCLE ICE SPELL  COST: 3

spEEd rEsist

average -

ranGE duration

7 m -

Creates 10 thick sheets of ice, 2 meters 
high, filling five adjacent, unoccupied 
locations within range. These walls can be 
shattered by dealing them damage with a  
heavy object or fire effect.

“5 Ice Walls are an impediment. 10 are a 
crystal fortress.”

Iceplate Armor
SECOND CIRCLE ICE SPELL  COST: 3

spEEd rEsist

very slow -

ranGE duration

3 m 6 rounds

Creates a set of shimmering blue armor 
around the target. Although it does not harm  
the wearer, this armor is extremely cold,  
dealing 2d6 ice damage to any individual who 
touches the wearer. This armor reduces ice and 
fire damage by 10.

Snowball II
SECOND CIRCLE ICE SPELL  COST: 3

spEEd rEsist

slow dodge

ranGE duration

15 m -

Hurls up to 5 snowballs, each hitting any 
target within range. Each does 1d6 damage 
and 1 initiative damage.

Storm Field II
SECOND CIRCLE ICE SPELL  COST: 3

spEEd rEsist

average -

ranGE duration

10 m 3 rounds

Fills the area with heavy snowfall, obscuring  
all sight farther than 2 meters. All Ice 
magics in this area receive a +2 tech bonus. 
All fire effects incur a -2 tech penalty.
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Avalanche
THIRD CIRCLE ICE SPELL  COST: 4

spEEd rEsist

very slow Grit

ranGE duration

20 m -

An avalanche pours from the caster in a 
line 5 meters wide and 20 meters long.  
Any caught in this area are dealt 6d8 damage 
and are buried in snow. They may take no 
actions and can’t be targeted until they dig 
themselves out, as a very slow action.

“What do you call an incoming avalanche? 
An ava-”

Blue Seal
THIRD CIRCLE ICE SPELL  COST: 4

spEEd rEsist

very slow -

ranGE duration

- 6 rounds

The caster is granted complete immunity  
to Ice and Fire damage and effects.

Chill Ray III
THIRD CIRCLE ICE SPELL  COST: 4

spEEd rEsist

slow dodge

ranGE duration

20 m -

Fires a ray of extremely cold energy in a 
straight line, striking at a single target, 
dealing 6d8 ice damage.

“Chilled to perfection.”

Glacier Shard
THIRD CIRCLE ICE SPELL  COST: 4

spEEd rEsist

very slow dodge

ranGE duration

5 m -

Fires a massive shard of ice at a single 
target, dealing 6d10 damage.

“STAB.”

Crystallizing Wave
THIRD CIRCLE ICE SPELL  COST: 4

spEEd rEsist

slow Grit

ranGE duration

5 m 1 round

Freeze all individuals within range, 
encasing them in ice. Remove their 
indicators from the combat clock.  
While this effect is in place, they may  
not act or be acted against, placed in a 
perfect suspension where they cannot 
receive damage or be targeted by any other 
magics or effects. They are returned to  
the combat clock immediately after they 
are freed.

“Now that’s just cold-hearted.”

Ice Strike III
THIRD CIRCLE ICE SPELL  COST: 4

spEEd rEsist

slow Grit

ranGE duration

1 m 3 rounds

Charges a Melee, Shot, or Thrown weapon 
with a frigid energy, coating it in a thick 
layer of sharp, fractured ice. When that 
weapon strikes, it does an additional  
3d10 damage, as well as 3d4 initiative 
damage, which can be negated with a 
successful Grit check.

Ice Wall III
THIRD CIRCLE ICE SPELL  COST: 4

spEEd rEsist

average dodge

ranGE duration

10 m -

Creates 20 thick sheets of ice, 2 meters 
high, filling unoccupied locations within 
range. These walls can be shattered by 
dealing them 10 damage. Fire damage 
against the ice wall is doubled.

“A fine labyrinth.”

Snowball III
THIRD CIRCLE ICE SPELL  COST: 4

spEEd rEsist

slow dodge

ranGE duration

15 m -

Hurls up to 7 snowballs, each hitting any 
target within range. Each does 1d6 damage 
and 1 initiative damage.

Storm Field III
THIRD CIRCLE ICE SPELL  COST: 4

spEEd rEsist

slow -

ranGE duration

20 m 6 rounds

Fills the area with a thick blizzard,  
blocking sight completely. All Ice magics  
in this area receive a +4 tech bonus. All fire 
effects incur a -4 tech penalty.

“Revenge is a dish best served...  
Okay, now you’re just stretching.”

Tsunami
THIRD CIRCLE ICE SPELL  COST: 3

spEEd rEsist

very slow Grit

ranGE duration

10 m -

A massive wave of icy water erupts from 
the ground before the caster. This begins  
in a horizontal line, direction in front of the 
caster and extending two meters in either 
direction, and moves forward 10 meters. 
This deals 6d6 damage to all individuals 
affected. If this deals damage, all along  
that line are pushed back 2d6 meters.

“Tusnami,” 
“Bless you.”
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The Terramancer has the power to reshape the earth around them, and throw boulders and acid on their 
opponent’s. The raw power of earth-shaking force makes them a formidable enemy, while the utility of tunneling 
and moving earth makes them a useful ally.

Acid Bath
FIRST CIRCLE EARTH SPELL  COST: 2

spEEd rEsist

very slow Grit

ranGE duration

10 m -

Creates a blast of acid, striking out  
at a single target. That target suffers  
2d8 damage. They also suffer an  
additional 1d8 damage 1 round later,  
and an additional 1d8 damage 2 rounds 
later. A successful resist against the  
initial effect prevents future damage.

“A different kind of burn.”

Acid Strike
FIRST CIRCLE EARTH SPELL  COST: 2

spEEd rEsist

very Fast -

ranGE duration

3 m 1 round

Charges a Melee, Shot or Thrown weapon 
with acidic energy. When that weapon 
strikes, it does an additional 2d6 damage.  
It will do an additional 1d6 damage one 
round later, and another 1d6 damage the 
round after that. A successful resist against 
the initial effect prevents future damage.

“It’s not so much adding insult to injury as  
adding injury to injury. ”

Boulder Throw
FIRST CIRCLE EARTH SPELL  COST: 2

spEEd rEsist

slow dodge

ranGE duration

3 m -

Creates a mass of earth from the ground 
behind the caster, which flies over their 
head and lands in the space 3 meters  
ahead of them, dealing 2d12 Earth damage 
to that space and every hex around it.  
This does not remain after the spell’s  
effect has ended.

“Large mass, low velocity.”
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Corrode
FIRST CIRCLE EARTH SPELL  COST: 2

spEEd rEsist

very slow -

ranGE duration

3 m -

Completely dissolves one small, unattended 
object, such as a dagger, or dissolves a hole 
through a thin surface, such as a door or 
window, large enough to reach through. 
Does not affect arcane objects.

Desert Field
FIRST CIRCLE EARTH SPELL  COST: 2

spEEd rEsist

average -

ranGE duration

5 m 1 round

The ground within range is filled with  
thick sand, incurring a move penalty of  
-2 that affects everyone but the caster.  
All Earth magics that pass through this area 
gain a +4 tech bonus on their resist difficulties. 
All Wind magics incur a -4 tech penalty.

“Few things are more annoying than sand in 
your shoes.”

Earthquake
FIRST CIRCLE EARTH SPELL  COST: 2

spEEd rEsist

very slow acrobatics

ranGE duration

5 m -

All individuals standing on the ground 
within range must make an Acrobatics 
check or fall prone.

Pillar
FIRST CIRCLE EARTH SPELL  COST: 3

spEEd rEsist

slow -

ranGE duration

10 m -

This spell affects a circular area, up to  
3 meters in diameter, that can be shifted up or 
down up to 3 meters. This can only be used on 
surfaces of stone or earth, and cannot trap or 
crush an individual between two surfaces.

“Going up?”

Quicksand
FIRST CIRCLE EARTH SPELL  COST: 2

spEEd rEsist

average Grit

ranGE duration

10 m -

The target is sunk into the earth.  
They may take a slow action to pull 
themselves out, but are otherwise unable  
to move from their location.

“Irony: quicksand slows you down.”

Sandblast
FIRST CIRCLE EARTH SPELL  COST: 2

spEEd rEsist

average Grit

ranGE duration

3 m 1 round

Fires a spray of sand 3 meters long at a 
60 degree arc. All individuals inside are 
blinded for 1 round.

“Terramancers fight dirty.”

Sandslide
FIRST CIRCLE EARTH SPELL  COST: 2

spEEd rEsist

very slow -

ranGE duration

self -

While touching Earth or Stone, the caster 
may use that surface to slide along,  
moving up to 9 spaces. 

Stone Craft
FIRST CIRCLE EARTH SPELL  COST: 4

spEEd rEsist

slow -

ranGE duration

5 m -

The caster is granted control stone around 
them, allowing them to re-shape it to 
their will. They may create simple objects 
or polish or texture surfaces of stone 
structures. This may not affect objects  
of an arcane nature. They may affect up  
to 1 cubic meter of stone with this spell.

“The terramancer is a warrior, engineer,  
and just as often, an artist.”

Meteorite
FIRST CIRCLE EARTH SPELL  COST: 2

spEEd rEsist

Fast dodge

ranGE duration

20 m -

Summons a tiny meteorite, shot from the 
caster’s hands or falling from high above  
the target. This does 2d8 earth damage.

“Small mass, high velocity.”

Stonegrip
FIRST CIRCLE EARTH SPELL  COST: 2

spEEd rEsist

Free -

ranGE duration

- -

The caster may sink their hands or  
feet into stone, securing their location. 
They can disengage as a free action.

Stoneshift
FIRST CIRCLE EARTH SPELL  COST: 2

spEEd rEsist

very slow dodge

ranGE duration

6 m -

Lift or move one cubic meter of earth or 
stone a distance of 6 meters, beginning and 
ending within the spell’s total range. This will 
move anyone who is standing on that space.

Acid Bath II
SECOND CIRCLE EARTH SPELL  COST: 3

spEEd rEsist

very slow Grit

ranGE duration

7 m -

A spray of acid hisses from the caster’s 
hands, filling an arc of 120 degrees,  
out 7 meters. Targets within this area  
suffer 2d10 damage on casting, 1d10 damage  
1 round later, and 1d10 damage 2 rounds  
later. A successful resist against the initial 
effect prevents future damage.

“Destructive, extremely painful, and really not 
good for one’s complexion.” 
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Boulder Throw II
SECOND CIRCLE EARTH SPELL  COST: 3

spEEd rEsist

slow dodge

ranGE duration

5 m -

Creates a mass of earth from the ground 
behind the caster, which flies overhead  
and lands in the space 5 meters away, 
dealing 3d12 Earth damage to that  
space and every hex within 2 meters.  
This does not remain after the spell’s  
effect has ended.

“Good old rock. Nothing beats rock, except 
for maybe a bigger rock.”

Acid Strike II
SECOND CIRCLE EARTH SPELL  COST: 3

spEEd rEsist

very Fast Grit

ranGE duration

3 m 1 round

Charges a Melee, Shot or Thrown weapon 
with acidic energy. When that weapon 
strikes, it does an additional 2d8 damage.  
It will do an additional 1d8 damage one 
round later, and another 1d8 damage the 
round after that. A successful resist against 
the initial effect prevents future damage.

Desert Field II
SECOND CIRCLE EARTH SPELL  COST: 3

spEEd rEsist

average -

ranGE duration

10 m 3 rounds

The ground within range is filled with a 
thick sand, incurring a move penalty of -2 that 
does not affect the caster. All Earth magics 
that pass through this area gain a +4 tech 
bonus on their resist difficulties. All Wind 
magics suffer a -4 tech penalty.

Stone Plate Armor
SECOND CIRCLE EARTH SPELL  COST: 3

spEEd rEsist

very slow -

ranGE duration

3 m 6 rounds

Stone plates are suspended in the air 
around the caster, reducing Earth and 
Wind damage by 10 and giving an armor of 
4. This does not function if the character is 
wearing external armor, and does not stack 
with natural armor.

Sandstorm
SECOND CIRCLE EARTH SPELL  COST: 3

spEEd rEsist

slow -

ranGE duration

3 m -

A storm of sand erupts around the caster, 
filling the air 10 meters around them.  
All individuals inside must make a grit check  
or be blinded for 1 round.

Stone Craft II
SECOND CIRCLE EARTH SPELL  COST: 2

spEEd rEsist

average -

ranGE duration

7 m -

The caster is granted great control over 
stone, shaping it to their will. They may create 
small structures, up to 10 cubic meters in mass, 
and polish or finely texture surfaces of stone 
structures. This may not affect objects of an 
arcane nature.

Earthquake II
SECOND CIRCLE EARTH SPELL  COST: 3

spEEd rEsist

very slow acrobatics

ranGE duration

10 m -

All individuals standing on the ground 
within range must make an Acrobatics 
check or fall prone. This can deal structural 
damage to simple buildings, such as tents 
or old shacks, but will not have an effect 
on firmer structures. If done underground, 
falling debris can deal up to 4d6 damage,  
at the DM’s discretion.

Stoneshift II
SECOND CIRCLE EARTH SPELL  COST: 3

spEEd rEsist

very slow dodge

ranGE duration

9 m -

Lift or move a space of earth 3 meters in 
diameter a distance of 9 meters, beginning 
and ending within the spell’s total range.  
This will move any who are standing on  
that space.

Stonestorm
SECOND CIRCLE EARTH SPELL  COST: 3

spEEd rEsist

very slow Grit

ranGE duration

5 m -

The earth within 5 meters around the 
caster tears from the ground and spins in a 
destructive vortex. This deals 3d12 damage 
to all individuals within range. This does 
not disturb the ground it comes from,  
and does not remain after the spell’s  
effect has ended. It does not require  
the ground to even be made of earth,  
just some solid mass.

“High mass, high velocity.”

Stonewall
SECOND CIRCLE EARTH SPELL  COST: 3

spEEd rEsist

very slow -

ranGE duration

10 m -

Creates 5 thick sheets of stone,  
up to 3 meters tall and 1 meter wide,  
filling adjacent, unoccupied locations 
within range. These walls can only  
be shattered by inhuman force.

Wind Counter
SECOND CIRCLE EARTH SPELL  COST: 2

spEEd rEsist

very Fast spell power

ranGE duration

20 m -

This spell may be cast as a free action 
in response to any first or second circle 
Aeromancy spell being cast. Counter that spell.
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Acid Bath III
THIRD CIRCLE EARTH SPELL  COST: 4

spEEd rEsist

very slow Grit

ranGE duration

10 m -

A spray of acid hisses from the casters 
hands, filling the area within an arc  
of 120 degrees, at a range of 10 meters.  
All targets suffer 2d12 damage. They also 
suffer an additional 2d12 damage 1 round later, 
and an additional 2d12 damage the next round.  
A successful resist against the initial effect 
prevents future damage.

“Sometimes it pays to take small gains now 
for a greater overall payoff.”

Acid Strike III
THIRD CIRCLE EARTH SPELL  COST: 4

spEEd rEsist

very slow Grit

ranGE duration

10 m -

Charges a Melee, Shot or Thrown weapon 
with acidic energy. When that weapon 
strikes, it does an additional 2d10 damage. 
It will do an additional 1d10 damage one 
round later, and another 1d10 damage the 
round after that. A successful resist against 
the initial effect prevents future damage.

Boulder Throw III
THIRD CIRCLE EARTH SPELL  COST: 4

spEEd rEsist

very slow dodge

ranGE duration

7 m -

Lifts a mass of earth from the ground 
meters behind the caster. This mass flies 
over head and lands in the space 7 meters 
away, dealing 6d12 damage to that and 
every hex within 3 meters of that space. 
This does not disturb the ground it  
comes from, and does not remain after  
the spell’s effect has ended. It does not 
require the ground to even be made of 
earth, just some solid mass.

“You just can’t fight simple physics.”

Desert Field III
THIRD CIRCLE EARTH SPELL  COST: 4

spEEd rEsist

slow -

ranGE duration

20 m 6 rounds

The ground within range is filled with  
thick sand, incurring a movement penalty  
of -2 that affects everyone but the caster.  
All wind magics that pass through this area 
gain a +4 tech bonus on their resist difficulties.  
All earth magics incur a -4 tech penalty.

Earthquake III
THIRD CIRCLE EARTH SPELL  COST: 4

spEEd rEsist

very slow acrobatics

ranGE duration

20 m -

All individuals standing on the ground 
within range must make an Acrobatics 
check or fall prone. This can deal  
structural damage to simple buildings, 
such as wooden and some simple stone 
structures, but will not harm heavier 
construction, such as fortifications and 
other well engineered buildings. If done 
underground or indoors, falling debris  
can deal up to 8d6 damage, at the  
DM’s discretion.

Earthwalk
THIRD CIRCLE EARTH SPELL  COST: 4

spEEd rEsist

very slow -

ranGE duration

1 m 6 rounds

The caster is granted control over the 
earth around them, allowing them to move 
through packed earth and loose rock as 
easily as through normal air. This does not 
allow them to breathe inside, and does not 
allow them to pass through solid stone.

“The stone itself bends around the  
terramancer, bowing to the might of  
their magics.”

Gold Seal
THIRD CIRCLE EARTH SPELL  COST: 4

spEEd rEsist

very slow -

ranGE duration

- 6 rounds

The caster is granted complete immunity to  
Earth and Wind damage and effects.

Meteor Storm
THIRD CIRCLE EARTH SPELL  COST: 4

spEEd rEsist

very slow dodge

ranGE duration

20 m -

The target space, as well as all spaces 
within 7 meters of that space, are showered 
with meteorites. All individuals inside 
suffer 8d8 damage.

“Why do they rock so hard?”

Stoneshift III
THIRD CIRCLE EARTH SPELL  COST: 4

spEEd rEsist

very slow -

ranGE duration

15 m -

Lift or move a space of earth 5meters in 
diameter a distance of 15 meters, beginning 
and ending within the spell’s total range.  
This will move any who are standing on  
that space.

Terraform
THIRD CIRCLE EARTH SPELL  COST: 4

spEEd rEsist

Fast -

ranGE duration

5 m 3 rounds

The caster may re-shape the ground  
for 5 meters around them, adjusting the  
height of each 1 meter space within  
range, raising or lowering them up to four 
meters above or below their own elevation. 
They may not shape occupied spaces, and 
may not cause things to fall or damage to 
be dealt to any individuals within range.
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The Aeromancer is granted the power of flight and control of wind and lightning, making the skies their natural 
home. They enjoy a freedom known to few, and maintain solid offensive options in addition to their mobility.

Breakfall
FIRST CIRCLE WIND SPELL  COST: 2

spEEd rEsist

Free -

ranGE duration

20 m -

This spell uses powerful but brief winds to 
gently slow the fall of an individual within 
range, such that they do not take falling 
damage. This can be cast as a free action.

Cutting Gale
FIRST CIRCLE WIND SPELL  COST: 2

spEEd rEsist

slow Grit

ranGE duration

10 m -

The area around the caster is filled with 
mildly destructive wind. All individuals 
within 10 meters of the caster take  
4d4 damage.

Flight
FIRST CIRCLE WIND SPELL  COST: 2

spEEd rEsist

Fast -

ranGE duration

10 m 6 rounds

This spell allows the caster to float,  
just above the ground. They may move 
without touching earth, hover over water 
or other unstable surfaces that would not 
normally support their weight, and to move 
up to 2 meters farther with every move 
action. When this spell’s duration ends,  
it may be renewed as a free action, paying  
normal feedback.

“While not allowing the caster to soar like 
an eagle, it does provide great mobility. 
After all, eagles are most dangerous when 
flying low.”

Float
FIRST CIRCLE WIND SPELL  COST: 2

spEEd rEsist

Fast -

ranGE duration

10 m 1 hour

Create a vortex of air that will lift an object 
just off the ground. This object can then  
be pushed around easily, regardless of 
weight. This cannot affect an unwilling 
individual, or an object weighing more than 
1000 pounds. An affected individual may 
move normally.

“Mind over muscle.”

 

Gust
FIRST CIRCLE WIND SPELL  COST: 2

spEEd rEsist

Fast Grit

ranGE duration

10 m -

A gust of wind propels any individual 
within range, moving them up to 5 meters.

“Good Fortune means being in the right 
place at the right time.”
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Lightning
FIRST CIRCLE WIND SPELL  COST: 2

spEEd rEsist

Fast Grit

ranGE duration

5 m -

A massive charge of electric energy fires out 
in a line from the caster. All caught within 
suffer 3d6 damage.

“Zot.”

Return
FIRST CIRCLE WIND SPELL  COST: 2

spEEd rEsist

Free -

ranGE duration

3 m -

Cast this spell when making a thrown 
attack with any weapon. That weapon 
immediately returns to the caster.

“Boomerang! You do come back!”

Spark Flash
FIRST CIRCLE WIND SPELL  COST: 2

spEEd rEsist

instant Grit

ranGE duration

20 m -

With a great discharge of electric energy,  
all individuals within range are dealt  
1d4 damage.

“While very inefficient in the long term, 
there are times when a quick burst of low 
power is the ideal strategy.”

Spark Strike
FIRST CIRCLE WIND SPELL  COST: 2

spEEd rEsist

very Fast -

ranGE duration

3 m 1 round

Charges a Melee, Shot or Thrown weapon 
with a electric energy. When that weapon 
strikes, it does an additional 2d6 damage. 
When it hits, the target must make a Grit 
check against the power of this effect or 
suffer 1d4 feedback.

Static Stun
FIRST CIRCLE WIND SPELL  COST: 2

spEEd rEsist

very Fast Grit

ranGE duration

6 m -

The target suffers 1d6 initiative damage.

“Sideffects: headaches, diziness, nausea, 
and potentially some short-term  
memory loss.”

Wind Craft
FIRST CIRCLE WIND SPELL  COST: 2

spEEd rEsist

very slow -

ranGE duration

10 m 1 hour

Solidifies a mass of air. This can take any 
shape occupying up to 2 cubic meters,  
and is only marginally visible.

Wind Field
FIRST CIRCLE WIND SPELL  COST: 2

spEEd rEsist

Fast -

ranGE duration

5 m 1 round

Fills the area within range with an intense 
windstorm. All ranged attacks that pass 
through this area suffer a -2 penalty.  
All Wind based spells that pass through 
this area gain a +2 tech bonus on their 
resist difficulties. All earth-based spells  
that pass through this area incur a  
-2 techn penalty. Winged flight in  
this area suffers a move penalty of 2.

Windburst
FIRST CIRCLE WIND SPELL  COST: 2

spEEd rEsist

very Fast Grit

ranGE duration

3 m -

Creates a massive burst of wind.  
All individuals and unsecured objects 
within 20 meters are pushed 1d6 meters 
away from the caster.

Wind Shield
FIRST CIRCLE WIND SPELL  COST: 2

spEEd rEsist

very Fast -

ranGE duration

10 m 3 rounds

The target is surrounded by a vortex of 
wind, able to repel many attacks. If any 
Melee attack is made against that character, 
this spell will attempt to parry that attack, 
using the spell’s power as the parry value.  
If a Shot or Thrown attack is made, 
attempt to parry it without any of the 
normal penalties.

“Also good for warding off small insects.”

Chain Lightning
SECOND CIRCLE WIND SPELL  COST: 3

spEEd rEsist

very Fast Grit

ranGE duration

5 m -

A strong electric burst fires from the 
caster’s hands to one target within range. 
That target suffers 2d10 damage. If that 
target takes damage, the charge may 
continue to another target within 5 meters 
of that one, with an identical effect. If may 
continue to jump to new targets as long as 
they continue to be affected, but may not 
returned to a previously shocked target.

Cutting Gale II
SECOND CIRCLE WIND SPELL  COST: 3

spEEd rEsist

slow Grit

ranGE duration

10 m -

The area around the caster is filled with 
mildly destructive wind. All individuals 
within 10 meters of the caster take  
6d4 damage.
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Earth Counter
SECOND CIRCLE WIND SPELL  COST: 2

spEEd rEsist

very Fast spell power

ranGE duration

20 m -

This spell may be cast as a free action 
in response to any first or second circle 
Terramancy spell being cast. If this spell 
power is higher than the earth spell, 
that spell is countered. If cast against an 
ongoing spell, that spell’s duration is ended.

Electric Parry
SECOND CIRCLE WIND SPELL  COST: 3

spEEd rEsist

instant -

ranGE duration

3 m 3 rounds

Choose one weapon. When that weapon 
parries an attack, the attacker suffers  
6d4 damage, negated by grit. If this charge 
is on the caster’s weapon, they may at any 
time cancel this effect to cast a first or 
second circle without paying feedback.

“A defense so strong it’s shocking.”

Flight II
SECOND CIRCLE WIND SPELL  COST: 3

spEEd rEsist

average -

ranGE duration

2 m 6 rounds

This spell allows the caster to fly through 
the air, up to 5 meters above the ground,  
as well as to move 2 extra meters with every 
move action. When this spell’s duration 
ends, it may be renewed as a free action, 
paying normal feedback.

“Throwing caution to the wind.”

Gust II
SECOND CIRCLE WIND SPELL  COST: 3

spEEd rEsist

average Grit

ranGE duration

15 m -

A gust of wind propels any individual 
within range, moving them up to  
10 meters.

Lightning II
SECOND CIRCLE WIND SPELL  COST: 3

spEEd rEsist

very Fast Grit

ranGE duration

10 m -

A massive charge of electric energy fires 
out in a line from the caster to a target 
location. All caught within that line suffer 
5d6 damage.

“zzzzzZOT.”

Wind Field II
SECOND CIRCLE WIND SPELL  COST: 3

spEEd rEsist

average -

ranGE duration

10 m 3 rounds

Fills the area within range with an  
intense wind. All ranged attacks that  
pass through this area suffer a -2 penalty. 
All Wind based spells that pass through 
this area gain a +2 tech bonus on their 
resist difficulties. All earth-based spells 
that pass through this area incur a  
-2 tech penalty.

“Also very noisy.”

Wind Slash
SECOND CIRCLE WIND SPELL  COST: 3

spEEd rEsist

slow dodge

ranGE duration

10 m -

A slash of wind cuts through 5 adjacent 
spaces, all the same distance from the 
caster. This does 3d12 damage.

“Tightly controlled wind can cut as surely 
as any blade.”

Wind Charge
SECOND CIRCLE WIND SPELL  COST: 3

spEEd rEsist

very Fast -

ranGE duration

3 m 1 round

Charges a Melee weapon with wind energy. 
When that weapon strikes, it does an 
additional 3d8 damage. This attack may  
be made with a charge, allowing the  
warrior to charge a full 10 meters and  
end with an attack.

Windburst II
SECOND CIRCLE WIND SPELL  COST: 3

spEEd rEsist

average Grit

ranGE duration

7 m -

Creates a massive burst of wind that 
covers a 20 meter area. All individuals and 
unsecured objects within that area are 
pushed 2d6 meters away from the caster.

Windplate Armor
SECOND CIRCLE WIND SPELL  COST: 3

spEEd rEsist

slow -

ranGE duration

3 m 6 rounds

Creates a set of invisible armor around 
the target, that hums with electric energy. 
Although it does not harm the wearer,  
this armor will release an electric charge, 
dealing 1d12 wind damage to any individual 
who touches them. This armor reduces 
wind and earth damage by 10. 
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Cutting Gale III
THIRD CIRCLE WIND SPELL  COST: 4

spEEd rEsist

slow Grit

ranGE duration

10 m -

The area around the caster is filled with 
mildly destructive wind. All individuals 
within 10 meters of the caster take  
8d4 damage.

Flight III
THIRD CIRCLE WIND SPELL  COST: 4

spEEd rEsist

slow -

ranGE duration

1 m 6 rounds

The caster is surrounded by powerful 
winds, which they control, granting them 
flight. They may move through the air in 
any direction as though moving normally. 
They may move an additional 2 meters  
with each move action.

“Heh. Gravity.”

Gust III
THIRD CIRCLE WIND SPELL  COST: 4

spEEd rEsist

very slow Grit

ranGE duration

20 m -

A gust of wind propels any individual 
within range, moving them up to  
15 meters.

Lightning III
THIRD CIRCLE WIND SPELL  COST: 4

spEEd rEsist

very slow -

ranGE duration

20 m -

A massive charge of electric energy fires out 
in a line from the caster. All caught within 
suffer 7d6 damage.

“zzzzCRACKLEzzzzZZZZZZOT.”

Lightning Storm
THIRD CIRCLE WIND SPELL  COST: 4

spEEd rEsist

very slow Grit

ranGE duration

10 m 1 round

This spell charges the caster with electric 
energy. The caster may store enough 
energy to fire 10 lightning bolts,  
each against any individual within  
range, as an instant action, and each  
dealing 4d6 damage. No individual  
may be struck by more than 2 lightning 
bolts, but all lightning bolts must be 
discharged within 1 round or be lost.

Raiden Slash
THIRD CIRCLE WIND SPELL  COST: 4

spEEd rEsist

very Fast Grit

ranGE duration

1 m 1 round

Charges a Melee, Shot, or Thrown weapon 
with a electric energy, a white-hot coating 
of crackling lightning. When that weapon 
strikes, it does an additional 10d4 damage.

“Raw electric energy, charged through a 
metal conductor. If the initial attack doesn’t 
stop their heart, the charge likely will.”

Tornado
THIRD CIRCLE WIND SPELL  COST: 3

spEEd rEsist

very Fast Grit

ranGE duration

7 m 3 rounds

A massive gust of wind spins, centered on 
the caster. All individuals within 20 meters 
are moved 1d8 meters around the caster’s 
location. All individuals are moved either 
clockwise or counter-clockwise, as chosen 
individually by the caster.

“Leaving them to twist in the wind.”

White Seal
THIRD CIRCLE WIND SPELL  COST: 4

spEEd rEsist

very slow -

ranGE duration

- 6 rounds

The caster is granted complete immunity  
to Wind and Earth damage and effects.

Wind Field III
THIRD CIRCLE WIND SPELL  COST: 4

spEEd rEsist

slow -

ranGE duration

20 m 6 rounds

Fills the area within range with an intense 
wind. All ranged attacks that pass through 
this area suffer a -4 penalty. All Wind 
magics that pass through this area gain  
a +4 technique bonus on their resist 
difficulties. All Earth magics incur a  
-4 technique penalty.

“Dust in the wind. All we are is dust in  
the wind.”

Windburst III
THIRD CIRCLE WIND SPELL  COST: 4

spEEd rEsist

very slow Grit

ranGE duration

10 m -

Creates a massive burst of wind.  
All individuals and unsecured objects 
within 20 meters are pushed 3d6 meters 
away from the caster.

142



The forces of life are not to be trifled with or taken lightly, and a kodamancer has unique value in their capacity 
to heal. Their control over plant life and capacity to generate lethal poison make the Kodamancer powerful both 
as an aid to their allies and a cruel foe. Nature is kind, but she is also capricious.

Green Field
FIRST CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

Fast Grit

ranGE duration

5 m 1 round

The area within range is covered in  
thin ivy. All healing effects cast through 
this range heal an additional 15 damage.  
All plant magics gain a +2 tech bonus.  
All void magics suffer a -2 tech penalty.

Healing Aura
FIRST CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

very slow Grit

ranGE duration

5 m -

All individuals within 5 meters recover  
10 damage, and may not be affected by this 
spell again for 1 hour. 

Ivy
FIRST CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

very slow -

ranGE duration

10 m 1 hour

The caster may touch any surface,  
which is covered in thick ivy, which crawls 
along and grips that surface no matter 
the surface’s construction. That surface 
becomes fairly easy to climb, requiring an 
Athletics check of 5, although it may make 
it difficult to open windows or doors on 
such a surface. The ivy may be easily cut or 
torn apart, but withers instead of burning 
when subjected to fire or void effects.  
This covers up to 10 touching hexes.

“Useful when a spellcaster needs to return 
to their roots..”

Ivy Pet
FIRST CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

very slow Grit

ranGE duration

- 1 day

This spell creates a small living creature 
from plant matter. This creature is  
small enough to fit in a character’s  
hands, and can move of it’s own volition, 
although it cannot move more than 10 
meters from the caster. It will follow the 
caster’s instructions and can manipulate 
objects and move around. It is largely 
unintelligent and has no memory.

“A kinder thing you’ve never met, 
This loyal friend, the Ivy Pet.”

Needle
FIRST CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

Fast dodge

ranGE duration

10 m -

Fires a handful of needles at a single  
target within 10 meters. This attack  
does 3d6 plant damage.
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Poison
FIRST CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

very Fast Grit

ranGE duration

3 m 1 round

Charges a Melee, Shot or Thrown weapon 
with poison. When that weapon strikes,  
it does an additional 2d6 damage.  
The target of this attack must make a  
Grit check or all skill dice are reduced  
by one step for three rounds.

Regeneration
FIRST CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

very slow Grit

ranGE duration

3 m -

The target is healed for 15 damage.  
They may not be affected by this spell  
again for one hour.

“Mortal wounds become minor scratches.”

Spore Cloud
FIRST CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

average Grit

ranGE duration

5 m 3 rounds

A cloud of poisonous spores fills the area 
within range. All individuals within that 
area must make a Grit check, or lower all 
skill dice by 1 step. 

“This spell is a lot more intimidating  
when you stop to think about what is  
happening.”

Thorns
FIRST CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

slow -

ranGE duration

3 m 1 hour

One wooden weapon is covered in thorns. 
These thorns will not harm the wielder of  
the weapon, but will cause an extra  
1d6 plant damage to anyone it strikes.

Tallgrass
FIRST CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

very slow -

ranGE duration

5 m 1 hour

The caster may touch a flat surface, 
which sprouts tall grass, 2 meters high, 
and spreads 5 meters in all directions. 
This grass becomes an easy hiding place, 
providing two obstacles for ranged attacks. 
Fire or void magics, will wither this grass.

“Instant grassification.”

Tangleweed
FIRST CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

very slow -

ranGE duration

10 m 6 rounds

If standing near some plant mass, such as 
tall grass, bushes, or trees, this spell causes 
that mass to reach out and entangle an 
individual. That individual may defend 
themselves normally, but may not move 
from their location until they are freed. 
Removing an individual requires some 
sharp object to cut them out, or a  
Strength check with a difficulty of 20,  
as a very slow action.

Thorn Lash
FIRST CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

slow dodge

ranGE duration

7 m -

A lash of plant matter erupts from  
the ground in 3 spaces within range.  
These lashes deal 2d12 damage. This needs 
not be done in earth, but must come from 
some solid surface. It does not disrupt that 
surface and disappears after the attack.

Toadstool
FIRST CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

slow -

ranGE duration

10 m 1 hour

Creates a massive toadstool, 1 meter tall 
and 3 meters across. This can support up  
to 200 pounds, and weighs 25 pounds itself. 
It is easily destroyed.

“Casting fungus among us.”

Vine
FIRST CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

average dodge

ranGE duration

10 m 1 hour

The caster may fire a long vine, which may 
reach out and attach itself to any object, 
surface, or individual. This vine is strong 
enough to climb, or to pull an individual 
around with an opposed Strength check.  
It can be cut or detached easily, as a very 
fast action, but withers instead of burning 
when subjected to fire or void effects. 
Individuals who do not wish to be affected 
by this Vine may attempt to Dodge it.

“Spellcasters have no need of many mundane 
tools. In this case, rope.”

Briars
SECOND CIRCLE PLANT SPELL  COST: 3

spEEd rEsist

very slow -

ranGE duration

1 m 1 hour

The caster may touch any flat surface, 
which sprouts a thick patch of briar,  
1 meter high and spreading 5 meters  
in all directions. This briar is difficult  
to move through, tangling up those  
who try to walk through it. It does not 
cause damage, but incurs a movement 
penalty of 3. This does not slow the  
caster. If subjected to fire or void magics,  
it will wither or burn, but only where 
directly affected.
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Green Field II
SECOND CIRCLE PLANT SPELL  COST: 3

spEEd rEsist

average -

ranGE duration

10 m 3 rounds

The area within range is covered in  
thin ivy. All healing effects cast through 
this range heal an additional 15 damage.  
All plant magics gain a +2 technique bonus.  
All void magics suffer a -2 technique penalty.

Healing Aura II
SECOND CIRCLE PLANT SPELL  COST: 3

spEEd rEsist

very Fast Grit

ranGE duration

5 m -

All individuals within range regenerate up 
to 15 damage. They may not regenerate 
damage from this spell again for one hour. 

Spore Cloud II
SECOND CIRCLE PLANT SPELL  COST: 3

spEEd rEsist

slow Grit

ranGE duration

7 m 2 rounds

A cloud of poisonous spores fills the area 
within range. All individuals within that 
area must make a Grit check, or lower 
all skill dice by 2 steps. The caster may 
exclude individuals from this effect.

Poison II
SECOND CIRCLE PLANT SPELL  COST: 3

spEEd rEsist

very Fast Grit

ranGE duration

3 m 1 round

Charges a Melee, Shot or Thrown weapon 
with poison. When that weapon strikes,  
it does an additional 3d8 damage.  
The target of this attack must make  
a Grit check or all skill dice are reduced  
by two steps for 2 rounds.

Regeneration II
SECOND CIRCLE PLANT SPELL  COST: 3

spEEd rEsist

very slow Grit

ranGE duration

3 m -

The target is healed for 30 damage.  
They may not be affected by this spell  
again for one hour.

“Get back in the fight.”

Thorn Lash II
SECOND CIRCLE PLANT SPELL  COST: 3

spEEd rEsist

very slow dodge

ranGE duration

5 m -

Lashes of plant matter erupt from  
the ground in 5 spaces within range.  
These lashes deal 4d12 damage. This needs 
not be done in earth, but must come from 
some solid surface. It does not disrupt that 
surface and disappears after the attack.

Void Counter
SECOND CIRCLE PLANT SPELL  COST: 3

spEEd rEsist

very Fast spell power

ranGE duration

20 m -

This spell may be cast as a free action 
in response to any first or second circle 
Ecomancy spell being cast. If this spell 
power is higher than the void spell,  
that spell is countered. If cast against an 
ongoing spell, that spell’s duration is ended.

Vine Mail
SECOND CIRCLE PLANT SPELL  COST: 3

spEEd rEsist

slow -

ranGE duration

3 m 6 rounds

Creates a set of vine and wood armor 
enveloping around the caster. That armor 
reduces void and plant damage by 10,  
and provides an armor bonus of 4.  
This does not function if the character  
is wearing external armor, and does not 
stack with natural armor.

“This armor is purely defensive, that is, it is 
all bark, an no bite.”

Vine II
SECOND CIRCLE PLANT SPELL  COST: 3

spEEd rEsist

slow dodge

ranGE duration

20 m 1 hour

The caster may fire a long vine, which may 
reach out and attach itself to any object or 
individual. This vine is strong enough to 
climb, or to pull an individual around with 
an opposed Strength check. It can be cut or 
detached with some difficulty, requiring a 
very slow action, but withers instead of  
burning when subjected to fire or void 
effects. Individuals who do not wish to 
be affected by this Vine may attempt to 
Dodge it.

“Some life-casters focus only on healing 
magics. They really need to branch out.” 

White Blossom
SECOND CIRCLE PLANT SPELL  COST: 3

spEEd rEsist

very slow Grit

ranGE duration

- 24 hours

This spell creates a small, fragile white 
blossom, which can be held or worn.  
This blossom contains tremendous  
healing energy, and can be crushed by  
any individual as a very fast action, for that 
individual to recover 30 damage. A caster 
can only have one White Blossom active at 
a time, and cannot affect an individual once 
each day.

“A short-lived treasure, the White Blossom 
can close wounds and save lives, but must 
be handled with care.”
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Woodcraft
SECOND CIRCLE PLANT SPELL  COST: 2

spEEd rEsist

average -

ranGE duration

3 m 6 rounds

This spell creates a simple object out of 
wood or plant matter, less than 1 cubic 
meter in total matter.

“How much wood could a wood-mage cast 
if a wood mage could cast wood”

Black Blossom
THIRD CIRCLE PLANT SPELL  COST: 4

spEEd rEsist

very slow Grit

ranGE duration

1 m 24 hours

This spell creates a small, fragile black 
blossom, which can be held or worn.  
This blossom contains tremendous  
healing energy. If the wearer or holder 
is killed by damage, this blossom will 
immediately trigger, releasing its  
healing magics and saving their life,  
while recovering 60 damage. A caster  
can only have one Black Blossom active  
at a time, and cannot affect an individual 
more than once each day.

“A seed of life in the face of certain death.”

Jungle Growth
THIRD CIRCLE PLANT SPELL  COST: 4

spEEd rEsist

Fast -

ranGE duration

5 m 1 hour

The caster may touch any flat surface, 
which sprouts jungle growth, complete  
with bush, vines, and trees. This fills an 
area 3 meters high and 10 meters in all 
directions. This area is difficult to move 
through, incurring a movement penalty  
of 3, and is an easy hiding place, providing 
two obstacles for ranged attacks, but does 
not impede the caster. If subjected to fire  
or void effects, it will immediately re-grow.

Green Field III
THIRD CIRCLE PLANT SPELL  COST: 4

spEEd rEsist

slow -

ranGE duration

20 m 6 rounds

The area within range is covered in  
thin ivy. All healing effects cast through 
this range heal an additional 30 damage.  
All plant magics gain a +4 technique bonus.  
All void magics suffer a -4 technique penalty.

Healing Aura III
THIRD CIRCLE PLANT SPELL  COST: 4

spEEd rEsist

very Fast autonomy

ranGE duration

10 m -

All individuals within range regenerate up 
to 30 damage. They may not regenerate 
damage from this spell again for one hour. 

Spore Cloud III
THIRD CIRCLE PLANT SPELL  COST: 4

spEEd rEsist

very slow -

ranGE duration

10 m 1 round

A poison cloud fills the area within  
10 meters of the caster. All individuals 
within that area must make a Grit check,  
or lower all skill dice by 3 steps. 

Poison III
THIRD CIRCLE PLANT SPELL  COST: 4

spEEd rEsist

very Fast Grit

ranGE duration

1 m 1 round

Charges a Melee, Shot, or Thrown  
attack with a poisonous energy.  
An individual struck with this weapon  
will suffer an additional 4d10 poison 
damage, and must make a Grit check 
against the caster’s Plant skill or reduce  
all their skill dice by 3 steps for 1 round.

Regeneration III
THIRD CIRCLE PLANT SPELL  COST: 4

spEEd rEsist

very slow -

ranGE duration

3 m -

The target is healed for 45 damage.  
They may not be affected by this spell  
again for one hour.

“A second lease on life.”

Thorn Lash III
THIRD CIRCLE PLANT SPELL  COST: 4

spEEd rEsist

average dodge

ranGE duration

5 m -

A lash of plant matter erupts from the 
ground in all spaces within range of the 
caster. These lashes deal 4d12 damage.  
This needs not be done in earth, but must 
come from some solid surface. It does not 
disrupt that surface and disappears after 
the attack. The caster may also exclude any 
spaces from this effect.

Vine III
THIRD CIRCLE PLANT SPELL  COST: 3

spEEd rEsist

slow dodge

ranGE duration

100 m 1 hour

The caster may fire a long vine, which may 
reach out and attach itself to any object or 
individual. This vine is strong enough to 
climb, or to pull an individual around with 
an opposed Strength check. It cannot be 
cut or detached, unless dismissed by the 
caster, and cannot be destroyed by any 
mundane or elemental effect.

Green Seal
THIRD CIRCLE PLANT SPELL  COST: 4

spEEd rEsist

very slow -

ranGE duration

- 6 rounds

The caster is granted complete immunity  
to plant and void damage and effects.
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A favorite tool of those who prefer to dwell in darkness, Ecomancy, or void magics, can be used to snuff out lights 
and to crush enemies with powerful shadow magics. Those who are advanced in the art, however, recognize the 
transcendent potential of Ecomancy as a force of the heavens, tied to the power of the stars themselves.

Black Barrier
FIRST CIRCLE VOID SPELL  COST: 2

spEEd rEsist

very slow -

ranGE duration

1 m 6 rounds

This spell fills all spaces within 2 meters of 
the caster with a thin darkness. No living 
matter may enter. Any living already in 
that space may not move toward the caster. 
This effect ends if the caster moves.

“Keep out. Trespassers will be blasted.”

Black Blade
FIRST CIRCLE VOID SPELL  COST: 2

spEEd rEsist

very Fast -

ranGE duration

3 m 1 round

Charges a Melee weapon with Void  
energy, which creates a shadowy  
extension of that blade. When that  
weapon strikes, it does an additional  
2d6 damage. Increase the range of that 
attack by 2 meters. Damage incurred by 
this weapon is not reduced by armor.

Black Bolt
FIRST CIRCLE VOID SPELL  COST: 2

spEEd rEsist

Fast Grit

ranGE duration

3 m 1 round

Charges a Shot or Thrown weapon with 
Void energy. When that weapon strikes,  
it does an additional 2d6 damage. The shot 
may pass through that target and strike at a 
second target along the same line of attack, 
doing both physical and elemental damage 
to the next target as well. This damage is 
not reduced by armor.

Black Gate
FIRST CIRCLE VOID SPELL  COST: 2

spEEd rEsist

very slow -

ranGE duration

5 m 1 round

This spell creates two holes in space, in two 
unoccupied hexes, both within 5 meters of 
the caster. Any individual who steps into 
one of these spaces can move to the other 
as part of a move action, so long as that 
space is unoccupied. They maintain their 
momentum, and can exit at any angle.

“Speedy thing in, Speedy thing out.”

Crawling Darkness
FIRST CIRCLE VOID SPELL  COST: 2

spEEd rEsist

very slow -

ranGE duration

1 m -

A mass of darkness will advance form the 
caster in a rambling path, a 5 meter line 
taking any shape and dealing 2d12 damage 
to any individually it touches. It cannot 
cross its own path, so no individual may  
be struck more than once.

“The creeping shadow, drawing near, 
Crawling hate and spite and fear.”
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Gravity Crush
FIRST CIRCLE VOID SPELL  COST: 2

spEEd rEsist

slow Grit

ranGE duration

3 m -

One target within range is enveloped by a 
black sphere of void magics. They suffer 
4d6 void damage. This damage is not 
reduced by armor.

“A large mass of matter, crushed into a 
single point in space.”

Gravity Draw
FIRST CIRCLE VOID SPELL  COST: 2

spEEd rEsist

very slow -

ranGE duration

10 m -

A gravity well is formed between the 
caster’s hands. All unattended, unsecured 
objects of less than 5 pounds are drawn 
toward the caster, arriving at their feet.

Gravity Strike
FIRST CIRCLE VOID SPELL  COST: 2

spEEd rEsist

very Fast Grit

ranGE duration

3 m 1 round

Charges a Melee, Shot or Thrown weapon 
with Void energy. When that weapon 
strikes, it does an additional 2d6 damage. 
The target of this attack must make a Grit 
check or be struck with a heavy gravity. 
They may not move for 1 round.

Shadow Cloak
FIRST CIRCLE VOID SPELL  COST: 2

spEEd rEsist

average percept.

ranGE duration

1 m 24 hours

One unattended object is cloaked in 
shadow, becoming very nearly invisible.  
In order to see it, an individual must  
roll perception with a difficulty of the 
spell’s power.

“A thief can’t take what a thief can’t see.”

Shadow Ring
FIRST CIRCLE VOID SPELL  COST: 2

spEEd rEsist

Fast Grit

ranGE duration

5 m -

All spaces exactly 4 or 5 meters away from 
the caster erupt with shadows, tearing at 
any individual occupying that space.  
They suffer 2d8 void damage, reduced  
by a successful Grit check.

Shadow Slash
FIRST CIRCLE VOID SPELL  COST: 2

spEEd rEsist

slow dodge

ranGE duration

3 m -

3 adjacent spaces within range but equally 
distant from the caster are struck by 
slashing shadows. They suffer 4d6 damage.

Shadow Sphere
FIRST CIRCLE VOID SPELL  COST: 2

spEEd rEsist

very Fast -

ranGE duration

10 m 3 rounds

Fires a blast of void energy, which strikes 
any location and erupts into darkness.  
That space and all spaces within 2 meters 
are filled with darkness.

Star Field
FIRST CIRCLE VOID SPELL  COST: 2

spEEd rEsist

Fast -

ranGE duration

5 m 1 round

The area within range is filled with a subtle 
darkness, punctuated by points of starlight. 
No arcane healing can function within this 
area. All Void magics gain a +2 tech bonus 
to their spell power. All plant effects suffer 
a -2 tech penalty.

Star Sight
FIRST CIRCLE VOID SPELL  COST: 2

spEEd rEsist

instant -

ranGE duration

10 m 1 round

The caster is granted a starry sense of 
vision, allowing them to see in complete 
darkness. They are unable to discern 
colors, but this sense is instead replaced 
with a keen sense of shape and texture of 
their surroundings. When this effect ends, 
the caster may recast it as a free action.

“To see things as they truly are, unmasked 
from the tricks that visual light plays on us.”

Black Barrier II
SECOND CIRCLE VOID SPELL  COST: 3

spEEd rEsist

very slow -

ranGE duration

5 m 6 rounds

This spell fills all spaces within 5 meters of 
the caster with a thin darkness. No living 
matter may enter that space. Any living 
matter already in that space may not move 
closer to the caster. This effect ends if the 
caster moves.

“Survivors will be blasted again.”

gravity Null
SECOND CIRCLE VOID SPELL  COST: 3

spEEd rEsist

average -

ranGE duration

5 m 3 rounds

Gravity ceases to function in the area of 
effect. People may move, with a penalty of 
2, but they must find some way to propel 
themselves along. Those who throw 
themselves inside the area must continue 
their motion unless they have some way of 
stopping or until they exit the other side 
of the effect. When the duration ends or 
when somebody exits this effect, affected 
individuals must make an Acrobatics check 
with a difficulty of 10 or land prone.

“The opposite of a gravity crush, really.”
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Black Blade II
SECOND CIRCLE VOID SPELL  COST: 3

spEEd rEsist

very Fast -

ranGE duration

3 m 3 rounds

Charges a Melee or Thrown weapon with 
Void energy, which creates a shadowy 
extension of that weapon. When it strikes, 
it does an additional 3d8 damage. Increase 
the range of that attack by 5 meters. 

Black Gate II
SECOND CIRCLE VOID SPELL  COST: 3

spEEd rEsist

very slow Grit

ranGE duration

3 m 3 rounds

This spell creates two holes in space, in two 
unoccupied hexes, both within 10 meters 
of the caster. Any individual who steps in 
one of these spaces can move directly to 
the other as part of a move action, as long 
as that space is unoccupied. They maintain 
their momentum, and can exit at any angle.

Black Mail Armor
SECOND CIRCLE VOID SPELL  COST: 3

spEEd rEsist

very slow -

ranGE duration

3 m -

Creates shimmering black armor around 
the target. Although it does not harm  
the wearer, this armor is filled with cold 
void energy, dealing 1d12 void damage to 
any individual who touches the wearer. 
This armor reduces plant and void  
damage by 10.

“Extortion Plate.”

Shadow Ray
SECOND CIRCLE VOID SPELL  COST: 3

spEEd rEsist

average dodge

ranGE duration

10 m -

A ray of Void energy strikes a single target, 
dealing 3d12 Void damage.

“The shadow ray chills not just the body, 
but also the soul.”

Crawling Darkness II
SECOND CIRCLE VOID SPELL  COST: 3

spEEd rEsist

very slow Grit

ranGE duration

1 m -

A mass of darkness grows in the space 
directly in front of the caster. The Crawling  
Darkness will advance in a 10 meter line 
taking any shape and dealing 3d12 damage 
do any individual it touches. It cannot  
cross it own path, so no individual may  
be struck more than once.

Gravity Crush II
SECOND CIRCLE VOID SPELL  COST: 3

spEEd rEsist

slow Grit

ranGE duration

5 m -

One target within range is enveloped by a 
black sphere of void magics. They suffer 
6d6 void damage. This is not reduced  
by armor.

“Gathering mass and pressure. How far can 
it be compressed? What are the limits?”

Life Counter
SECOND CIRCLE VOID SPELL  COST: 3

spEEd rEsist

very Fast spell power

ranGE duration

20 m -

This spell may be cast as a free action 
in response to any first or second circle 
kodamancy spell being cast. If this spell 
power is higher than the plant spell, 
that spell is countered. If cast against an 
ongoing spell, that spell’s duration is ended.

Midnight Shot
SECOND CIRCLE VOID SPELL  COST: 3

spEEd rEsist

very Fast Grit

ranGE duration

3 m -

Charges a Melee, Shot or Thrown weapon 
with Void energy. When that weapon 
strikes, it does an additional 3d8 damage.  
If this shot strikes its target, darkness  
fills that space and 1 meter around it for  
1 round.

Shadow Cloak II
SECOND CIRCLE VOID SPELL  COST: 3

spEEd rEsist

average perception

ranGE duration

1 m 1 hour

One character is cloaked in shadow, 
becoming nearly invisible. In order to 
be seen, another character must roll a 
perception check against the spell’s power. 
This effect only functions while the 
character is not moving or acting.

“To wear the shadowcloak is to hide in 
nothingness. It is said that some mages who 
delve too deeply in the shadow cloak become 
completely lost, even to themselves.”

Star Field II
SECOND CIRCLE VOID SPELL  COST: 3

spEEd rEsist

average -

ranGE duration

10 m 3 rounds

The area within range is filled with a subtle 
darkness, punctuated by points of starlight. 
No arcane healing can function within this 
area. All Void magics gain a +2 technique 
bonus to their spell power. All plant effects 
suffer a -2 technique penalty.

“Doing more than dimming the lights, this 
is a suppression of life and growth. It is 
profoundly unhealthy to spend too much  
time in such a state.” 
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Gravity Crush III
THIRD CIRCLE VOID SPELL  COST: 4

spEEd rEsist

slow Grit

ranGE duration

3 m -

One target within range is enveloped by a 
black sphere of void magics. They suffer 
8d6 void damage. This damage is not 
reduced by armor. 

Soul Crush
THIRD CIRCLE VOID SPELL  COST: 4

spEEd rEsist

very slow autonomy

ranGE duration

1 m -

If this spell power is higher than the 
target’s maximum life, that target is killed. 
This does not affect undead. Reduce the 
difficulty by the amount of damage the 
target has taken.

“More than an act of murder, the Soul 
Crush is the gateway to raw oblivion.”

Crawling Darkness III
THIRD CIRCLE VOID SPELL  COST: 4

spEEd rEsist

very slow Grit

ranGE duration

1 m -

A mass of darkness grows in the  
space directly in front of the caster.  
The Crawling Darkness will advance in  
a rambling path, a 20 meter line taking  
any shape and dealing 5d12 damage to  
any individual it touches. It cannot cross  
its own path, so no individual may be 
struck more than once.

“Screaming out into the night,  
The crawling shade will seek its prey, 
To taint and crush and boil and blight, 
And mock the warmth and light of day.”

Black Blade III
THIRD CIRCLE VOID SPELL  COST: 4

spEEd rEsist

very Fast Grit

ranGE duration

1 m 1 round

Charges a Melee or Thrown weapon  
with Void energy, which creates a  
shadowy extension of that blade without 
increasing its weight. When that weapon 
strikes, it does an additional 4d10 damage. 
Increase the range of that attack by  
7 meters.

Black Seal
THIRD CIRCLE VOID SPELL  COST: 4

spEEd rEsist

very slow -

ranGE duration

- 6 rounds

The caster is granted complete immunity  
to void and plant damage and effects. 

Oblivion Ray
THIRD CIRCLE VOID SPELL  COST: 4

spEEd rEsist

very slow dodge

ranGE duration

10 m -

A ray of black energy fires out and strikes a 
single target, dealing 5d10 void damage.

“Struck down by the force of nonbeing,  
not a black energy, but the eradication  
of all life and energy.”

Gravity Well
THIRD CIRCLE VOID SPELL  COST: 4

spEEd rEsist

very Fast -

ranGE duration

10 m -

All individuals and unsecured objects  
are pulled 5 meters toward the space 
directly in front of the caster. This cannot 
cause individuals to be pulled into the  
same space.

Shadow Cloak III
THIRD CIRCLE VOID SPELL  COST: 4

spEEd rEsist

average perception

ranGE duration

5 m 1 hour

When this spell is cast, the caster may 
select any objects and/or individuals within 
5 meters. These targets are cloaked in 
shadow, becoming nearly invisible. In order 
to be seen, another character must roll 
Perception against the spell’s power.  
This only functions while the affected 
characters are not moving or acting.

Black Gate III
THIRD CIRCLE VOID SPELL  COST: 4

spEEd rEsist

very slow -

ranGE duration

20 m 6 rounds

This spell creates two holes in space, in two 
unoccupied hexes, both within 20 meters 
of the caster. Any individual who steps into 
one of these spaces can move to the other 
as part of a move action, so long as that 
space is unoccupied. They maintain their 
momentum, and can exit at any angle.

Star Field III
THIRD CIRCLE VOID SPELL  COST: 4

spEEd rEsist

slow -

ranGE duration

20 m 6 rounds

The area within range is filled with a subtle 
darkness, punctuated by points of starlight. 
No arcane healing can function within this 
area, and anyone targeted by healing magics 
is instead dealt 2d12 damage. All Void 
magics gain a +2 technique bonus to  
their spell power. All plant effects suffer  
a -2 technique penalty.

“The wonder of the void, the mystery of  
nonbeing, the paradox of the great expanse  
is the promise and lure of Ecomancy.”
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Section Six
CRIMSON Realms



Chapter NINE

The World

Stepping down the gangplank of the merchant ship, the 
Terramancer did her best to avoid being jostled overmuch by 
the workers who were already unloading cargo. The dock itself 
was rich with smells. The salt of the ocean mixed with the tar 
of the dockyards and even the smell of fish being fried not far 
away, a quick meal provided to the travelers and merchants who 
were bustling all around. She had seen a dozen similar places, 
and there were common threads and similarities across each 
of them. To many, such an experience was mundane, just the 
act of going about one’s normal business.

But to her, it was all new and all fresh. True, she had been in many  
dockyards before, had seen the warehouses and ropes and sailors,  
but while that was what she was seeing, and in some cases smelling,  
what she actually experienced was much more. 

The energy of this place was different. The power and 
magic of the land f loated through the earth and bathed her 
toes. That feeling, drawing through the wharf’s pylons from 
deep below, touched her senses with as much  curiosity for 
her as she felt for it. The very stones themselves called out 
to her senses.

The people around her wore clothing that was unfamiliar. Their 
accents she had heard, but not with this depth or frequency.  
This was an entirely new continent for her, with new magics and 
dangers, new challenges and mysteries, and if she could just  
get beyond the shipyard, beyond the city even, she could 
really start to explore.

She set forward at a quick pace, eager to be started. She had a  
world to see.



This first section outlines the cosmology of the world, the primal forces that allow it to be.  The following section 
covers a brief history of the ages, and then the rest of this chapter covers content that will more directly affect 
the game, the nations and adventuring hooks that make up the Crimson Realms and the stories it contains.

The Founding
What took place before and during the time of creation 
is wrapped in mythology, and great speculation is spread 
by the religiously minded as to who was responsible 
for this event, but a few legends ring true, and have 
been documented thoroughly enough to be taken as 
theoretical history, at the very least. 

It is understood that before the world began,  
the universe was a mass of chaos, elemental and  
cosmic. A gathering took place between beings  
known as the Colossal Elders. Though their intention 
was unknown, and more the realm of philosophy than  
history anyway, they met at the place where the world  
was to be, and then divided, spreading between 
themselves the organized mass that is the known 
existence. It is not known how long this happened  
before the first age of history, or how the first species 
began to populate the organized world, but all 
reasonable accounts of the founding of the world  
lead back to these beings.

Cosmology & Forces of Nature
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The Six Pillars of Creation
Six of the Colossal Elders remained at the corners of the 
world, holding back the chaos beyond. These became 
known as the Six Pillars of Creation. They have only 
been witnessed by the most powerful and ancient of 
immortal creatures, but these creatures are understood 
to be the size of large cities, and of unspeakable power 
and wisdom. They are as far beyond the workings of 
mortals as a human is to a mite.

The Six Wanderers
The other six colossal elders, also nameless behemoths, 
roam the world quietly, largely hidden from the workings 
of mortal and immortal forces alike. These beings are the 
ultimate keepers of power and magic within the world, 
and it is thought that their purpose is to keep a watchful 
eye for any occurrences that would threaten the existence 
thereof. Despite their size and might they are almost 
never seen, preferring to slowly wander the endless 
expanses of the skies and seas and to tunnel beneath  
the ground rather than risk disrupting the activities  
of the mortal realms. Like the Six Pillars of Creation,  
it is thought that these beings are ultimately benevolent, 
but little is really known about them, leaving this up to 
speculation. Alternately, it is sometimes thought that 
natural disasters, such as earthquakes and tsunami,  
can be blamed on the movements of these creatures. 

The Chaos Fringe, Elemental Forces

Beyond the boundaries of this world, elemental chaos 
still reigns, in such awe-striking power that the mere 
sight of it will bring a mortal to madness. The outer 
limits of the world, farther than mortals dare travel, 
are known as the Chaos Fringe. The Six Pillars of 
Creation are understood to stand at the corners  
where these outer walls meet.

Each of the six outer walls is attuned to a specific 
element, suggesting that the world may have been 
founded at a place where these elements met, or that 
the space beyond has adapted to accommodate the 
world as it exists. It would be difficult to say. 

At the very least, the nature of the chaos fringe is 
evidence that the six ideals of magic are the core 
blocks of the world, and that their combination  
may have some purpose in and of itself.

The world within, Arcane Ideals 

It is theorized that this nexus of stable forces can only 
exist thanks to the binding work of arcane ideals.  
Order and Chaos, Light and Dark, and Life and Death 
are the basic threads that weave the elements into a 
cohesive whole, defining matter and life as we know 
them, and are the tools that the Colossal Elders use to 
keep the world in check. 

The High Magics, though not included in this book,  
are also available to mortals. This is a form of magic  
that warps the very existence of the world, in a similar 
way to the powers of the elemental forces listed here.

Why did the Elders grant these great magics to mortals? 
That question is one of many that may not have a 
reasonable answer, but it could be that the very acts 
that mortal take with these abilities on will define that 
meaning as they are used. 

As life and matter as we know them can only exist  
thanks to the interaction of arcane ideals, Sentient 
beings, (and some non-sentient,) have a tendency to 
adopt some of these traits into themselves. While most 
individuals are built along shades of some or all of  
these ideals, some, who are particularly dedicated or 
strong-willed, can develop a core component to their 
nature that is defined along these lines. Individuals are 
drawn to powers that match their personalities.

Outer Pockets
As a corollary, there is some theory that states that the 
world as it is known is slowly expanding, the limits of 
the Outer Wall receding over eons and creating new 
territory. It is possible that pocket worlds could exist in 
a similar fashion elsewhere, beyond the Chaos Fringe, 
where combinations of several elements could combine 
in stable ways. Unfortunately, confirmation of this theory 
by mortals is effectively impossible. 

The Celestial Lights
Of lesser strength to the Elders, there are other cosmic 
forces at work in the world, which are still vastly 
powerful immortal beings, both sentient and ancient. 
They are ultimately humanoid in form, but have auras 
of such power and strength as to take up great space 
beyond themselves, giving off light and appearing at a 
distance to have a spherical shape that masks their true 
image. They are the celestial lights, the suns and moons 
of the Crimson Realms. The power they wield over the 
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world has direct effects on mortal existence, as is evident 
in the curses of Vampirism, Lycanthropy, the curse of the 
Gargoyle, and others.

The suns of the Crimson roam the skies from one end  
of the world to the other, giving off intense heat and  
light as they pass. They move in such a consistent  
path and speed that their passing can still be used  
to tell time as they make their way across the sky  
in a daily cycle. A disruption in their steady activities  
is the sign of great calamity.

During the night, these beings slip beyond the horizon 
of the world, into the chaos fringe, and make their way 
back to their starting point. Little is known of their 
activities once beyond, but outside this world  
they rest, gather energy, and prepare for the  
following day’s journey.

The three suns that roam the sky are Solaris, Vega,  
and Avior. They take very different paths across the 
world, and so are usually seen from entirely different 
locations, but there are some locations where they 
overlap, creating particularly hot and bright locations. 
There are also dark spaces, where the suns have learned 
not to pass, such as over the demonic realms and a few 
other places.

Of somewhat lesser cosmic strength, but not lesser 
importance, six moons also travel the night sky,  
Lunara, Rhea, Phobos, Callista, Desdemona, and  
Diona. The moons travel much more slowly than  
their counterparts, and their power, while substantial,  
is much less stable, working in trackable cycles.  
Their movements are still very consistent, however,  
and are often used in local calendars. 

Last, the stars in the sky are also sentient beings,  
though much less powerful. They maintain their  
positions high in the sky, near the upper limits of 
existence, and watch the events below them.

The exact personalities of these individuals vary,  
one by one, some caring and others harsh, but they  
all share a certain distance and disengagement from  
mortal endeavors. To fall close to earth at their normal  
strength would mean the destruction of many. 

The Caligan
While the Colossal Elders ensure the continued 
existence of the world and the Celestial Lights roam  
the heavens in silent, sure strength, the Caligan are  
active, if subtle forces in the world. Their true nature 
is one of raw spirit and energy, but as they exist in the 
mortal world they are forced to take a physical form.  
The specific shape can easily be shifted from one to  
another at will, some preferring an animal form, some 

a more monstrous or horrific form and others simply  
a humanoid shape, their true nature is none of these, 
and they are not killed completely, even if their physical 
form is destroyed. Their mastery of magic, both arcane 
and elemental, is absolute, but they can fall victim to the 
powers and manipulations of other Caligan and similarly 
powered beings, and greatly fear the Colossal Elders,  
who have the capacity to annihilate them completely.

Among mortals, the Caligan act as fickle demigods, 
without the consistency or perspective of other such 
powerful beings, and they delight in meddling with 
mortal affairs, while at the same time very rarely making 
themselves known directly to mortals. They are bound 
by rules of conduct agreed between their own peers,  
and so while they enjoy meddling, are rarely free to  
act directly.
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The Balance of the World
The combination of these forces creates a complete 
mechanism that keeps the world on its course.  
The Colossal Elders hold the world as it is together, 
while the Celestial lights keep watch and the Caligan  
stir the world from within, keeping events always  
moving forward.

This sets the stage for mortal forces, and the beginning 
of the history of the world. 

Other Beings
While these are a few of the oldest beings to inhabit the 
world, they are by no means the only forces of magic 
and strength. As the world formed and the earliest ages 
began their chains of events, other beings came to exist, 
until one by one the world as it is was formed. Many of 
these have grown in strength to rival even the strongest 
of the Caligan, and there is always room for new forces 
to rise in the world, helping shape this age and prepare  
it for the future to come. 

Further, it is the existence of these greater forces that 
allows the mortal races to exist, and it is within the 
workings of the mortal races where all of the action  
will take place. 

“There is one thing every explorer learns early on. 
The world is too vast and too strange for any one 
person to see all of it. That is the essence  
of wanderlust, really, the drive to see what’s next.  
It’s a thirst that can never really be filled,  
no matter how far or how long one travels.”
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History of the Mortal Races

Six Ages of history
Those in the Crimson Realms who have studied its  
past have divided their history into seven greater ages, 
each of which comprises many thousands of years.  
While few specific details are known about the older 
eras, each age has been defined by a general nature,  
the rise of a new race, and some climactic events,  
ending with a massive upheaval of the previous era 
and the birth of the new. While the majority of the 
information for this game is provided for the modern 
age, each of the older ages might make for a good  
setting on its own.

 The Age of Light: Time of the Divine Races
According to most history, the Divine races were the  
first to inhabit the world. The Angelic races of the 
Sublime Havens are said to have had a key part in  
the organization, the division of the elements along 
the ideals that laid their foundation. The Angelic races 
of the Havens are benevolent in nature, but they are 
not perfect, and many have been known to fall in their 
nature, such as the Esseldein Vanir and Aesir. 

 The Age of Darkness: Time of the Demonic Races
The Demons came into this world shortly after  
the Divine races, as an inevitable counter-point.  
Their malevolence knows no limits, and although  
they are largely contained in their traditional homelands 
of Drailur and Thulyet on the western border of the 
world, where shadow and fire reign, their conquests into 
the rest of the world have carved swaths of destruction 
across all lands and peoples throughout history. 

 The Age of Order: Time of the Kah’Seh
In the present era, very little is known about the 
Kah’Seh, and only the deepest excavations will turn up 
any sign of what must have been a world-encompassing 
empire. Historians argue over whether this was one 
single race and civilization or was just so over-grown as 
to grow together into a single mass. What is known is 
that this civilization had a greater grasp on engineering 
and technology than has been known before or since.  
Their fall was dramatic enough to destroy or bury  
the surface of most of the world, reshaping life and 
landmass alike. Their relics, if still functional,  
are extraordinarily valuable.

 The Age of Chaos: Time of the Drakes
History is unclear about whether the fall of the 
Kah’Seh brought about or was brought about by the 
rise of the dragons and greater wyrms, but studies of 
legend, myth and mythology suggest that these massive, 
extraordinarily powerful creatures came about and forced 
the world into a long stone age, an era of brutality where 
natural disasters abounded. It is theorized that volcanic 
and earthquake activity literally buried the empire of the 
Kah’Seh deep under the earth. The drakes, a series of 
more humanoid races than their dragon cousins, came in 
the wake these disasters, carving out a primitive life that 
they still maintain on the continent of Keiraset, to the 
south and west. The drakes are an ill fit for the modern 
world, an aggressive and dangerous species that is not to 
be taken lightly.

Since the founding of the world, the steady press of time has seen the rise and fall of many mortal and immortal  
civilizations, races and peoples, culminating in the present era, where many of these groups are heavily intermixed. 
An understanding of the brief history of the Crimson Realms gives significant insight into how these groups relate 
to one another, which can give some great tools for building a story for your game. Though some of these ages are 
dead and gone, most of them have left remnants in the modern age.
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SEVEN AGES

Ages AscendAnt RAces events

Age of Light divine Races, suns Foundation of the world, organization of material, creation of the High Havens and the reign of the divine Races

Age of darkness demonic Races, caligan the spread of demonic empires, the fall of the esseldein, the isolation of the Aeonic Races, the birth of the moons.

Age of Order the Lost Kah’seh the rise and fall of the first mortal race, and the dominance of technology as a power across the world.  
the slow, steady growth of urban sprawl.

Age of chaos drakes, and elder dragons the re-birth of primal forces over organized technology the re-shaping of the world,  
the reign of the great wyrms, and the burial of the Kah’seh world.

Age of Life Fae, Kami, Animal Races, 
and spirits of the Karkik

the foundation of the seelie and Unseelie courts, re-birth of organization and some civilization. Also, the Animal races 
gained sentience and humanoid form, and organized their own nations and empires across much of the world. 

Age of death necromantic curses the decimation of the populations of the world due to the dominion of the undead. 

Modern Age Humanity the rise of the human race, particularly across the continents of nagishna and neiral.  
this age is still young, and has yet to be truly defined.

 The Age of Life: Time of the Fae 
The rise of the Fae was less like the cataclysmic rise of 
the Dragons and more like the inevitable creep of ivy. 
The fae are smaller mortals, and very in tune with their 
elemental natures. They live apart from civilizations 
old and new, and their grace and simplicity in living has 
allowed them to spread across nearly all the world and 
keep that occupation until modern times. Their courts 
and laws are simple, but have survived the test of time. 
Their long-lived natures allow them to gain knowledge 
and power until they reach a transcendent state,  
an awareness that makes them more than mortal.  
When in the wild, one is rarely far from the fae.

The second half of the age of Life saw the rise of the 
Animal Races. These are humanoid, but take a more 
primal form, having conections to the wild species of 
the world. They spread amongst the continents to the 
south, and have held that corner of the world since 
their introduction. Natural enemies such as Foxes and 
Rabbits make their humanoid counterparts, the Zaroan 
and Leeven, ill-suited to live in peace. Although some 
shapeshifting races claim heritage from the Divine races, 
the curses of Lycanthropy came into the world at this 
time as well.

 The Age of Death: Time of the Undead
Rivaling the evil dominance of the original demonic 
times, the Age of Death was a dark time, where the 
rampant life of the previous era was warped, twisted, 

and then crushed into the ground. True dead like the 
Necretesh and Liches were the most obvious forms, 
commanding vast seas of simpler zombies and skeletons, 
while more subtle undead such as the Vampiric curses 
took a more insidious routes. If anything, the age of 
Death consumed itself, rather than being overwhelmed 
as previous ages were. The end of the Age of Death was a 
slow burning out, where the strongest beings of the past 
eras established the remnants of their own peoples into 
the beginning of the civilizations that exist today. 

The Modern Age, Rise of Humanity
The modern age has been progressing long enough 
to gain some momentum, some five thousand years, 
but that the traces of previous eras are all scattered 
throughout the world, in remnants and ruins.  
The modern world is a mosaic of older eras,  
mixed together with the newest order, the human  
race, as they fight for a place among the greater  
powers that surround them. 

The Human race is a simple but prolific species,  
short-lived and inquisitive. They are fast learners  
and have managed to build their own modest 
civilizations despite the conflicts that surround them.

Other Races & Peoples
The above races have been some of the most prominent 
movements in the world, and are largely humanoid in 
nature, but they do not represent the only powerful 
creatures to have lived. Many monstrous races and other 
sentients have come and gone and still exist in the world. 
These can be creatures of great intelligence, strength and 
magic, who have their own footholds amongst the other 
powers. Great dragons, tribes of gryphons, lone sphinx 
and manticore, intelligent oozes and molds and myriad 
other creatures populate the world, compounding the 
dangers of daily living and forcing weaker creatures to 
either grow clever and strong or be eradicated. 
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Conflict & Power

Building Opposition
While every game should have its own distinct story 
and direction, to be crafted by both the players and the 
Storyteller, there are some themes and conflicts that are 
built directly into the races of the game, and will likely 
have an impact on the direction the game takes. 

For example, a Fiend, is likely to be deceptive and 
manipulative and will be put at odds with the more 
direct and honorable Vanir warriors, who make it their 
life quest to hunt and destroy demonic evil. The Fae,  
by their nature, remain aloof to the laws and 
organizations of more civilized realms, and can find 
themselves at odds with mortal civilization, not just  
by their loose definition of personal property and social 
rules, but also by taking offense at the ever-expanding 
progress of civilized humanity. The predatory nature  
of some animal races puts them at odds with their  
less aggressive animal cousins, and in a similar way,  
the undead have a tendency to hold a deeply-rooted  
bias against the living, but must frequently feed on 
mortals in order to survive, forcing them to tread softly 
to avoid retribution.

All of the races in the Mayhem game have some 
niche to fill in the greater struggles around them,  
and the intrigue built by one faction or another is 
inevitably playing in the background of the world.  
There isalways a balance surrounding these individual 
conflicts, and whenever one faction or power makes 
a play, others are bound to answer. For a player or a 
storyteller, playing out these conflicts can give them a 
place to start with their stories and characters. 

Forces at Work, Great & Small
Although the actions of the players will take center-stage  
in their own story, it is valuable to understand that they  
are not the only powers at work in the world, and that  
in the grand scheme of things, they are definitely not  
the strongest. By establishing their place in the world,  
in comparison to greater and weaker forces, the 
storyteller can establish a sense of both suspense  
and empowerment, and make their story that much  
more satisfying. 

In the Crimson Realms, there is no shortage of great 
nations, monsters and powerful entities who will play  
a role in the intrigues of the world. On the following 
page we have provided a list of some of these relative 
powers, and where the players fit into that scale.

Rules of Power
There are, however, some things that a Storyteller  
should keep in mind when it comes to dealing with 
greater powers. First, it is important to acknowledge 
that such heights come with restriction. For every great 
good, there is a great evil, and vice verse. If a Demon 
Lord moved into a human city and started laying waste, 
an Archangel would respond in kind, and one or both 
would likely be destroyed outright, along with a massive 
amount of collateral damage. Ancient beings do not grow 
to be ancient by taking such risks. A vampire could live 
for ages by quietly consuming one human at a time from 
a large population, but if they started enslaving whole 
towns, they would likely be met by a group of slayers 
who came to solve the problem with extreme prejudice.

As a result of this balance, great powers usually depend 
on intrigue, and will use lesser powers, such as the 
players, to set themselves up with some advantage 
before making outright advances against their foes. 
This frequently happens through the player characters, 
allowing them to take center stage in the higher conflicts 
of the world.

Additionally, there is always the possibility for some 
mobility among the ranks of world powers. There are 
methods for both gaining and losing great power,  
and although these are often carefully guarded secrets, 
they allow for players to have more impact on beings  
who are otherwise far out of their league, and to even 
grow beyond their own mortal capabilities.

The Crimson Realms is a world that is always at war. Great forces, nations and powers are set in constant 
tension against one another. It can be intimidating for a mortal being to be caught in the midst of  
these forces, but ultimately, it is the actions of mortals that can create the most change in the world, as higher 
powers are often very limited in what they can do, while mortal enjoy a freedom unmatched by greater powers. 
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Last, there is the matter of perspective. Great powers 
have different priorities and values than lesser ones.  
For a farmer, town politics are very important to their 
daily life, while for a king, the workings of a single town 
are of minor importance when compared to the motions 
of armies and nations. Similarly, the priorities of great 
powers shift with such power, until the strongest of 
creatures are almost entirely disconnected from the 
workings of the world and the concerns of mortals.

SCALES OF POWER 

tIeR cAtegORy descRIptIOn exAMpLes

1 Minor Beings of relative insignificance, even to mortals. Rats, insects, other small animals.

2 Animus Beings of minor intelligence and physical might. Animals and small monsters ,from dogs up to tigers and bears.

3 sub-Human Races of loosely organized and semi-intelligent creatures. sprites and pixies, minorly intelligent monsters, like the reptilian Kettal.

4 Mortal civilized, sentient people. Humanity. Mortals make up the majority of the world’s nations and peoples, human 
peasants, kings, politicians, merchants, farmers, guards and soldiers.

5 superhuman

Beings similar to human nature, but who are more gifted and 
dangerous, through physical, mental, or arcane power. these are  
the individuals who often stand at the best position to influence 
the world around them, with enough power to change the course of 
events, but not enough to distance themselves from mortality.

 Includes humans who are gifted well beyond the norm, very talented  
spell-casters, as well as the animal races, curses such as shapeshifters, 
sentient undead, and divine and demonic talents. Also includes those of 
the immortal races who are very young and inexperienced, who sometimes 
travel with weaker species. this includes the majority of adventurers,  
and the foes and monsters they routinely fight in their encounters.

6 Immortal
Beings who are similar to human nature, but who are distanced from 
mortality by significant longevity. they often have capabilities well 
beyond the grasp of mortal contact and understanding. 

Includes mature immortals, such as the divine and demonic races,  
the Fae, and very old sentient undead and Magi. this also includes the 
greater monstrous races in age, strength and intelligence, such as dragons, 
sphinx, and others.

7 Ascendant

Being’s whose immortal nature has grown so old and powerful that 
they go beyond even the immortal status of their peers, and thus a 
step removed from the events and machinations of the mortal world. 
they are largely untouchable by mortal and even most superhuman 
and immortal means

the demon Lords, the Archangels of the Aeonic, the Fae nobility,  
the esseldein Leaders, and arcane monsters. Also includes the living  
stars in the sky.

8 colossal

Largely on par with the Ascendant beings, colossal creatures refer to 
monstrous beasts whose size and strength are to mortal humans  
what ours are to ants and gnats. the colossal beings of the world can 
topple mountains and change the face of the world with little effort, 
through size and strength alone. no amount of strength or skill in 
combat or mortal magic can realistically lay these creatures low.

Includes the leviathans of the deep, the demonic deep star, the ygrasi giant 
tortoises, the greater dragons, and the great Rocs of the Liandari mountains. 

9 Ascendant 
Immortus

Beings whose magic and might has begun to transcend the  
limits of life and existence. Largely unkillable and untouchable, 
these individuals are not yet fully removed from the influence of 
the world, but they are often severely limited in how they can act by 
the competing powers of others. A mortal attacking an Ascendant 
Immortus is something akin to spitting in a volcano. 

the caligan, the chaosborn demons, the strongest of the stars in the sky, 
and a rare few Ascendants who have developed their talents beyond even 
those limits.

10 colossal 
Immortus

Includes creatures both colossal, immortal, and intelligent.  
Beings whose might can shift continents and whose awareness allows 
them to see time and space laid out before them like a work of art. 
Beings of this power scale are not just rare, but fully separate from the 
workings of the world. Largely untouchable, their eternal nature means 
that their influence tends to be on the scale of millennia rather than 
days or hours. they are as much a force of nature as a being.

the colossal elders, the sleeping powers in the world, the traveling suns and 
Moons of the high reaches of sky.

-- deity
Beings beyond this point are the stuff of fate and faith, and do not 
overtly act in the workings of the world. these are the subject of 
religion and belief, never of direct presence.

–

For all of these reasons, conflict almost always takes place 
within an individual’s own power level, or close to it. 
Players are not expected to triumph directly over forces 
far above their own capabilities, and should always have 
both risk and success in their direct challenges.  
The interplay of the world should always provide  
this sense of balance, in order to give the game a  
better structure and story.
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Neiral

The continent of Neiral is divided into four regions, each with its own subtle culture and interactions. 
Each of these regions acts largely independently of the other three, and has it’s own internal struggles.

The remainder of this chapter will be spent in explaining some of the important cities, nations, 
organizations and landmarks that can be included in the crimson Realms world. This information is 
vague and largely incomplete, to allow storytellers to explore on their own. 

NORTHERN NATIONS
The frigid northern nations of Neiral are a place  
where people go for a little more peace and quiet than  
is found over most of the continent. This peace and  
quiet, however, is relative, considering that the dangerous 
winters and frozen tundras breed their own kinds of 
monsters. Places like Pelediem, Leandara and Davir, 
however, are known for having gentle people, accustomed 
to hard territory. The exception to this rule is the Kardan 
Republic, the black sheep of the northern community. 

The Unsettled North

pOpULAtIOn LAngUAge RAces

10,000 Any Fae, Any

pOLItIcAL stRUctURe

–

Apart from some tribes of nomads and the fae that 
live there, the northern reaches of Neiral are mostly 
unsettled. Beasts of the tundra are rumored to roam its 
endless fields and forests, but the unrelenting winter 
does not make this life easy, and as such there are no 
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overly organized cities or civilization. This becomes an 
attractive place for those who want to truly escape the 
reaches of civilization, and to disappear into the solitude 
of the wilds.

Adventuring Hook: In the north, survival is the primary motivation. 
Extreme cold and scarcity of resources make this a ruthless place. 
Often simply leaving is the greatest reward. In spite of this, or 
perhaps because of it, the ice may hold deeper secrets to be found.

The Pelediem Nation

pOpULAtIOn LAngUAge RAces

600,000 pelediem Human, Fae

pOLItIcAL stRUctURe

Feudal, Militant

Pelediem is a nation of noble ideals. It is governed by the 
Knights of Valteris, named for their capital city, and puts 
great emphasis on fairness and equality. The national 
ideals of Pelediem ensure that the strong protect and 

serve the weak, even from themselves. They are a well-led 
and tightly organized society, which can grate on those 
who see themselves as more free-thinking.

Pelediem has a strict militaristic government, rigid in 
discipline, and tightly controlled. The standard of living 
in Pelediem is modest, but guarantees a fair quality of life 
for all its citizens, provided they contribute to the good 
of the whole. Magic and arcane talents are less common, 
as are non-human Races, but they do have an unusually 
high population of fae in their wilder places.

Pelediem is small in terms of population, and has a lot 
of wilderness. These places serve as breeding grounds 
for monsters and fae, making non-civilized areas fairly 
dangerous places, where the knights are not around to 
protect the people.

Adventuring Hook: Danger abounds in smaller settlements, where the 
knights are not always around to protect citizens from wild creatures. 
Pelediem also has some of the oldest Fae cities in their wilds, and 
while the Fae are normally eager to ignore human incursions, 
conflicts occasionally do arise. Kardans to the south also tend to 
stir up trouble, small groups of bandits and mercenaries finding 
their way north in an attempt to find easy marks.



The Kardan Republic

pOpULAtIOn LAngUAge RAces

2,000,000 pelediem Human, Any

pOLItIcAL stRUctURe

Representative democracy

Until relatively recently in history, Kardan was under the 
control of the Salvaran Empire, and were ruled from afar. 
The Kardan Republic forged itself through a messy and 
long period of unrest, ultimately leading to revolution. 
This revolution left them with a fairly large population 
with limited skills, mostly how to fight and how to  
work in the labor camps, the mines and farms that the 
empire left behind. The new Kardan government has 
taken advantage of this, creating a complicated system  
of mercenary guilds and prison camps that let the unruly 
population manage itself through bounties, punishing 
its own aggression through short sentences in the camps, 
which in turn create wealth for the government and thus 
the population.

Despite its unruly people and corrupt bureaucracy, 
Kardan has become a thriving place for business  
and has developed a new aristocracy, who claim to 
represent the interests of the regions under their charge. 
Kardan is a premier training ground for martial combat, 
through public arenas and the coliseum, and have 
established the University of Arcynys, for the study  
of High Magics. 

The Mercenary guilds in Kardan rival, and some say 
surpass, the military strength of the Kardan Guard. 
They have dealings with nations across the continent, 
supplying supplementary forces in conflicts. Their loose 
rules and structure make their guild very attractive 
to adventurers. They have chapters in most civilized 
countries, even if those countries’ laws prohibit it.  
Guilds of thieves and assassins have been just as 
successful as the more legitimate mercenaries and 
bounty-hunters.

Adventuring Hook: It is very easy to get into trouble in Kardan, which  
leads to a brief stay in the mining camps, farms or the coliseum. 
Small fighting bands take pride in their status among their 
peers, and pick fights constantly. The new aristocracy, wealthy 
but inexperienced, are a bounty for the enterprising burglar and 
thief, and underground guilds are always recruiting. Kardan is a 
haven for scoundrels and mercenaries, who can make money on 
both sides of the law.



The Kingdom of Davir

pOpULAtIOn LAngUAge RAces

500,000 pelediem Human

pOLItIcAL stRUctURe

Monarchy

Davir’s rolling hills and green landscape make it good 
ground for herding, despite their somewhat difficult 
winters, and their military builds on the cavalry this 
lifestyle makes possible. Also important to Davir’s 
landscape is the large and deep lake on their north,  
Lake Scethis. The lake is rumored to be inhabited by 
monsters of various size and strength, but this does 
not stop them from using the ancient stone bridge that 
crosses its center on its way to Valteris, high enough to 
allow the passage of the many fishing boats that make 
a living off of its waters. Davir is a very fertile nation, 
and grows food that they trade with both Kardan and 
Pelediem. Its most prominent landmark is the High 
Tower of Majeir, an ancient structure that is politically 
separate, despite residing within Davir borders.

Lake Scethis is also home to a large population of 
Naiads, who find great sport in luring adventurers into 
the deep water with promises of treasure, and then 
letting them drown or be taken by monsters.

Adventuring Hook: Fishing for monsters at Lake Luithan is an exciting,  
if risky pass-time, and the sly Naiads always promise riches for those 
willing to plumb the depths. Some even deliver on that promise. 
The Davir cavalry is always fighting monsters from the eastern 
mountains, and as with most northern nations, Kardan mercenaries 
are a consistent problem.

The High Tower of Majeir

pOpULAtIOn LAngUAge RAces

20,000 pelediem Human

pOLItIcAL stRUctURe

council, dictatorial

The Interi tower, now the High Tower of Majeir,  
was once a massive black stone obelisk that reached to 
the sky. Now, it has been built over by the arrogance 
of the modern mage, used as a base frame for the 
construction of hundreds of side-towers and off-shoots 

that have built around and above the obelisk like too 
many parasitic vines climbing an ancient tree.  
Passage around what has become a vertical city is 
facilitated by moving platforms and endless staircases. 
Majeir is the new center for arcane knowledge,  
only rivaled by the oldest universities in the seven 
southern kingdoms. The city is nearly five miles tall,  
and less than a hundred meters wide through most  
of its height.

Adventuring Hook: The politics of the High Tower are a good 
hook for spellcasters, where they can learn many new skills and 
spells, and acquire items of power. 

The Leandari Tribes

pOpULAtIOn LAngUAge RAces

100,000 Leandari Human, Fae

pOLItIcAL stRUctURe

tribal

The Leandari tribes occupy the mountains of the same 
name. They are a primitive society who sleep in caves 
during the day and live in the upper valleys at night, 
raising sheep and small, hidden gardens as they avoid  
the Rocs, who hunt by day. They are a quiet culture,  
very peaceful in nature, and prefer to stay out of dealings 
with outsiders, although they keep close ties with the  
Fae who populate their mountains. The Leandari are 
experts in their traditional magics, generally elemental.  
They have mastered healing arts and warding magics, 
which they freely use with outsiders who request their 
aid. They have their own language, and do not share it  
with outsiders.

The impressive Leandari Mountains provide  
the southern border for the northern region.  
These mountains are hundreds of miles across and  
are arguably the tallest mountains in the world.  
These mountains are home to a species of Rocs, giant 
birds, who are dangerous enough to dominate most other 
life-forms in the region and prevent most settlements.

The Leandari mountains have a strange and arcane 
nature, as they are home to a wide variety of climates  
in the small valleys and caves, from intensely hot jungles, 
to sandy deserts, to snow and ice fields. Some suspect 
this is a result of ancient magics, leftovers from older 
ages, and have even claimed to find ruins in these areas.
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Adventuring Hook: The Leandari are a reclusive people because 
the mountains are dangerous. If the ever-present rocs do not eat 
them, there are monsters from all climates who are just as eager 
to hunt careless mortals. The mountains do, however, play home 
to many rare components useful for crafting objects of power, 
both in the native monsters and the rare plants and elements 
found among the high peaks.

The Zhelsky Mines
pOpULAtIOn LAngUAge RAces

100,000 desre, Zhelsky dialect Human, Any

pOLItIcAL stRUctURe

Kingdom

The mines in the deep reaches of the Leandari 
mountains are very mineral-rich, so much so that the 
southern reaches of these deep mountains have been 
mined extensively by the people of Zhelsky, to the  
point where there are tunnels and caves networking  
these segments for more than fifty miles. The people  
of Zhelsky live largely underground, surviving by eating 
various mushrooms and imported food, usually in the 
form of jerky and other heavily preserved fare. 

They have very well-developed mechanical skills,  
having invented a variety of weapons and technologies, 
but they keep this technology to themselves, and use it 
to explore the caves and deep caves that they encounter 
in their mining expeditions. These caves and mines are 
largely closed to outsiders, but their trading city is not. 
This trading city is a large cavern with many buildings 
set up to do business with outsiders, particularly 
Kardans and the Manchesty clan of the Ethean. 

Adventuring Hook: Zhelsky mechanical devices are valuable, but 
closely guarded from outsiders. Some even say they learned their 
techniques from studying deep ruins of the Kah’Seh. The deep 
mines can be dangerous places, home to monsters, and Zhelsky 
miners will pay well to have them cleared, if they can trust the 
adventurers to do their job without stealing from them.

ORGANIZATIONS OF THE NORTH
The Order of the Silver Talon: Although they are  
loyal to Pelediem, this secret society operates in all 
of the northern nations and sometimes beyond, 
Furthering the interests of Pelediem and their own 
influence. Their primary purpose is to monitor and 
contain the chaos of Kardan, keeping it from affecting 
the workings of Pelediem. The members of the 
Order are recruited for their superb talents and for 
their zealousness in maintaining the ideals on which 
Pelediem was founded. They are ruthless against  
both corruption and evil.

The InterI: Currently, their ranks consist of only a 
handful of mages, maybe two-score in total, but  
the Interi are hand-picked from the most talented, 
most intelligent, and most ethical mages in the world. 
It is said that the original Interi were appointed by the 
Colossal Elders themselves, as keepers of secrets and 
protectors of the world. Their task is to keep the  
more dangerous arcane knowledge from the world. 
Since their massacre at the beginning of the last age, 
the interi have had a more difficult time keeping this 
task. Events like the outbreak of Necromancy in the 
Seven Southern Kingdoms are points of failure for  
the Interi.

The Society of the Emerald Flame: This organization is an 
elite group of wealthy, talented individuals, identifiable 
by a jade ring that they are given at their initiation.  
They are a corrupt and self-serving society dedicated 
to maintaining and increasing the power-base of their 
own members, and are not afraid of killing others 
for their secrets. Their trademark, and possibly the 
origin of their initial society, is knowledge of a secret 
chemical powder, capable of producing great force 
for just a tiny spark. Each of them carries a small 
derringer, a weapon capable of producing a single  
shot bullet and a great burst of green flame.  
Firing this weapon is a last resort, as it destroys the 
casing, making it unusable and making it’s secrets 
untraceable, but the blast is exceedingly powerful.  
Full-time agents are known for wearing bright gold 
and green clothing.

House Laer: House Laer is a powerful noble house, 
based in Kardan, and they have a measure of influence 
over the politics of that and other northern countries. 
Unbeknownst to most, however, the house is actually  
the home to a small family of very powerful vampires, 
who use their supernatural strength and longevity 
to outlast kings and countries and keep the strength 
of their family. Their home has the appearance of a 
simple estate, but is exceedingly well defended and full 
of wealth.
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The Eastern CIty-States
The lands to the east do not have traditional borders and 
boundaries, and any given territory could belong to one 
group or another based on who you ask. It is largely a 
temperate and fertile region toward the center, blessed by 
the soft light of Solaris, with the cold waste to the north 
and the wild jungle to the south. Most of this territory is 
held by the Salvaran Empire, from their island home,  
but the cities still hold their pride, and resist the empire 
at every opportunity.

The Paiko

pOpULAtIOn LAngUAge RAces

200,000 paiko Human, Fae

pOLItIcAL stRUctURe

Human

The Paiko are a nation of human and fae who live in the 
brutal cold and dry waste to the north. This is one of 
the few places where Fae and humans live intermixed, 
and they call themselves the Paiko, the family. This is a 
reclusive society, not so much for a hatred of outsiders  
as for the fact that few care to venture into their land. 
Their skills with elemental magics are renowned, 
especially with earth magics, and the practice of  
high magics is strictly forbidden, punishable by  
exile. They live in small communities, built with  
earth magics, and endure their harsh world in  
isolation from others. They put a great importance  
on kin relationships, and live very interdependently 
within their own community. The Paiko have no  
concept for money, and base their sense of possession 
around the family. 
 
The waste, also known as the Tian Waste, is a desolate 
place, full of venemous monsters and the emptiness 
of the glass-shard fields and sandy expanses. There is 
little of value here to outsiders, but the landscape does 
present a sort of pristine and sterile beauty that brings 
lore masters and travelers to brave its dangers. It is said 
that there is no better place to lose oneself than the Tian 
Waste, and no easier place to be lost.

Adventuring Hook: The Paiko make for an unforgiving people, 
especially toward outsiders, but their mastery of elemental magics is 
deep. If one could gain their confidence, one could learn unique skills 
with these forces that could make any mage proud.

The Kitke

pOpULAtIOn LAngUAge RAces

400,000 southern dialect Human

pOLItIcAL stRUctURe

tribal

The Kitke are a dark-skinned tribe of humans who live 
in the eastern portion of the Tian Waste and the rolling 
hills to the southeast. They live a tribal lifestyle, but do 
so with a sophistication and order that defines them as a 
higher society. They use a tutorship system for education 
that makes them well-learned, despite the fact that 
outsiders tend to see them as primitive. The Kitke are, 
some of the most philosophically sophisticated people in 
the world, and though their rules can be brutal, they are 
some of the most fair, honest, and open individuals on 
the continent. Most of the farming for the Kitke is done 
on the southeastern hills, which are more fertile than the 
remainder of the waste, but these camps are temporary. 
The Kitke tribes live fairly closely with their other tribes, 
even banding together to handle the larger and more 
aggressive monsters that occupy the waste.

Adventuring Hook: The Kitke are sharp traders, and are more 
than willing to trade in knowledge, philosophy, and objects of 
power. Finding these tribes can be a challenge, but they make 
very hospitable hosts, and can always find work for adventurers 
to earn their stay.

The Twin Cities, Vicket & Demonsgate

pOpULAtIOn LAngUAge RAces

200,000 demonic, Ricter Fiend, vraaj, gorgon

pOLItIcAL stRUctURe

city state, Kingdom

The remains of some long-forgotten intrigue from  
the far Demon lands, Vicket and Demonsgate are 
the northernmost of the city-states, and are heavily 
populated by a variety of demonic denizens.  
These cities hold the boundary between the Tian  
waste of the north and the rest of the city-states to  
the south. They are autonomous from one another,  
ruled by competing councils and nobility, but do 
significant business with outsiders. The interior of these 
relatively small cities is ruled with strict law, although the 
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bending and twisting of such law for their own purposes 
is considered something of a noble (profitable) endeavor, 
and for the right price, any infraction quickly disappears. 
Vicket is famous for its necromancy and shadow magics, 
many buildings made from magic-enhanced bones and 
enchanted stone. Demonsgate is famous for its powerful 
and cunning martial skills. It is said that the assassins of that 
city have elevated murder to a pristine art form.

Adventuring Hook: Demonic intrigue is sly and deadly, but has the 
potential to be very lucrative. The worlds premier assassin’s guilds 
make their home in Demonsgate, while nefarious magics are common 
and lucrative in Vicket. Their black markets sell everything from  
skeleton keys, (made from actual skeleton,) to slaves of all sorts. 
If something evil is to be done, it can likely be done here, and for 
a significant profit.

Ricter

pOpULAtIOn LAngUAge RAces

300,000 Ricter Human, Leevan, Minotaur, tinek, Other

pOLItIcAL stRUctURe

city state, Kingdom

Ricter is a very large city built on a hill overlooking the 
Ethean Sea. Impressive stone walls and a long tradition 
of honor and order have made this a bastion for more 
civilized denizens, despite periods of its history when  
it was occupied or owned by Demons. Ricter was 
founded by Minotaurs, is usually ruled by a Minotaur 
king, and it has great influence over the surrounding  
area. It is a center for education and philosophy,  
and people come from the world around to visit its 
soaring architecture and monuments to great heroes of 
the past from many nations. Ricter maintains a diverse 
population and a strong local militia, who have defended 
its thick walls from the Salvaran Empire for centuries.

Adventuring Hook: The Minotaur king is always looking for a  
champion, and will grant quests to aspiring adventurers to hunt 
down rare and dangerous monsters for the rich gifts that only 
such a king could bestow. Additionally, the Salvaran empire is 
always preparing its next assault on the city, and spies and 
intrigue abound around this conflict, especially when the demon 
cities are involved.

The Salvaran Colonies

pOpULAtIOn LAngUAge RAces

200,000,000 Ricter Human, Any

pOLItIcAL stRUctURe

colonial, city-state

The remaining settlements and city-states once had 
their own identities, but have since been overrun by the 
Salvaran empire, who, with the exception of Ricter and 
the Demon cities, have established a firm control over the 
eastern country. These colonies maintain the city-state 
structure and law, although there are standing military 
there from Salvar to occupy and hold them. The Salvaran 
empire, though not well-liked, is fair in their dealings 
with the locals, only requiring taxes to be exacted as 
much as the residents can afford to pay. Still, resistance 
to Salvaran occupation is common in the form of urban 
terrorism and guerilla efforts. Many more colonies have 
been established in previously unoccupied territories and 
small islands, providing the Salvaran empire with the 
resources it needs to maintain its massive military force.

Adventuring Hook: The colonies are troubled places, where the 
oppressive Salvaran military keep a rule over a people who still 
hold loyalties to the sovereignty that their cities once held. When 
monsters and other threats plague these cities, the Salvaran 
military are likely to turn a blind eye, but when the people get 
restless, they are quick to exert their considerable strength. Local 
Salvaran magistrates are sorely pressed to keep the peace.

The Salvaran Empire

pOpULAtIOn LAngUAge RAces

300,000 salvaran Human

pOLItIcAL stRUctURe

Imperial

The volcanic island chain of Salvar is the seat of a  
large empire that has maintained their control of the 
eastern region for nearly five centuries, using a military 
that is quite adept at magics as well as martial skill,  
and boasting an impressive naval force and army to 
match. They have made multiple failed efforts to spread 
into further regions around the world, but are otherwise 
quite stable in their current holdings. On the islands 
themselves, they boast large open cities with extremely 
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low crime-rates and have nearly eradicated he presence 
of monsters and other mythical creatures from their 
homeland. They have a long-standing animosity toward 
the elder races, particularly Fae and Demons, but prize 
the ingenuity and inventiveness of human intellect.  
They value art and music a great deal, and have 
universities dedicated to this purpose. Salvaran art,  
when done by masters, is prized around the world.  
Life on the islands is safe and pleasant, but highly 
regulated. Monsters and misconduct are likewise rare.

Adventuring Hook: The best an adventurer can do in Salvar is  
to either work for the empire, gathering intelligence or hunting 
down the deeply-hidden criminals, or deal with rare and powerful 
supernatural threats.

OTHER ORGANIZATIONS
The Greyhide Pack: The Pack is an organization of 
traveling Lycanthropes who travel the eastern region in 
defiance of the Salvaran Empire. They are raucous and 
dangerous, but are looked up to as a shining example 
of freedom from the oppressive empire. The pack is too 
strong for small groups of warriors to defeat, and too 
fast-moving for the Salvaran military forces to pin down, 
no matter how much they’d like to. 

When the pack is in town, its time to hide the  
women and bury valuables, but there is never a lack  
of excitement, especially if the moons are at the  
right phase.

The Hand of HeL: In a series of fetid swamps and living 
glass spires is a hidden encampment. Established  
by a group from Esseldein, the Hand of Hel are an 
elite order of demon-slayers and undead hunters.  
They venture from their protected encampment in 
small but powerful hunting bands, making raids on 
the Demon Cities and other dark influences. This elite 
group is exceedingly dangerous, recruiting only the 
strongest divine talents, and suffering no patience  
for those who are not fully dedicated to their cause. 
The Hand of Hel are famous around the world for 
their tremendous skill, and often send covert talent 
scouts to investigate the capabilities of strong and 
righteous adventurers.



The Seven Southern Kingdoms
The Seven Southern Kingdoms are some of the oldest 
civilizations of this age, and are rumored to be where  
the human race got its start. They are, however, 
misnamed. Some great arcane disaster engulfed  
two of these kingdoms, giving birth to what is now  
the necromantic realm, and another to the conquest  
of the land-hungry Bastion. In truth, there are 
currently only five of them.

The Seven Southern Kingdoms are have a variety of 
terrain, from the beaches and forests of Des Playada  
and Den, to the great mountain ranges that typify 
Bastion and the necromantic realms, and to the karst 
spires of Des Malivet.

The Great and Glorious Empire of Bastion

pOpULAtIOn LAngUAge RAces

1,000,000 den Human

pOLItIcAL stRUctURe

Martial Law

Known to outsiders simply as Bastion, this country 
is a highly nationalistic military state, flooded with 
propoganda, which is constantly threatening to encroach 
on the territories of their neighbors. Bastion trains a 
large and diverse standing army, of both arcane and 
martial might, which includes more than half of their 
total population. Their campaigns are slow, patient and 
moderately successful, as they stage short and powerful 
invasions every few decades and only conquer relatively 
small swaths of territory. They are currently at war  
with the Necromantic Realm to the south, and have 
made significant progress, cutting into the heart of  
that country. The culture of Bastion is arrogant and  
self-righteous, intolerant of outsiders and her citizens  
are poorly liked outside of their home territory.  
Their full name includes the Great and Glorious 
moniker, and most citizens will correct others who  
do not state the full name correctly.

Adventur ing  Hook:  Their current civilization is built on the  
surface of a high-elevation area, although there are great 
fissures cutting across their landscape, the depths of which have 
not been fully explored and contain threats and secrets than the 
Empire does not acknowledge. Plumbing these depths will find 
monsters and even mortal denizens that cause problems for the 
empire soldiers and curious adventurers alike. The military is not 
above hiring expendable adventurers to explore or scout for their 
campaigns, either.



The Free People of Den

pOpULAtIOn LAngUAge RAces

2,000,000 den Any

pOLItIcAL stRUctURe

Representative democracy

This nation is a wide collection of peoples from  
around the world, with a focus on personal freedom, 
where each individual has a part in the ruling process  
of the country. As such, the nation is somewhat chaotic  
and prone to constant shifts in politics and ideals.  
Even many monstrous races find their homes here, 
creating a tumultuous existence, as not everyone plays 
well together. 

The ingenuity and open-mind of Den has made it a 
pioneering country in the science and art of alchemy. 
They are the premier location for the invention and 
making of arcane potions, which has become a valuable 
trade. Their ports are known around the world for 
lucrative trade.

Adventuring Hook: Many more aggressive monsters take advantage 
of the hospitality and open mind of this country, creating problems 
for the small towns and cities in it. The free people’s government. 

Des Playada

pOpULAtIOn LAngUAge RAces

1,000,000 den Human

pOLItIcAL stRUctURe

Ruthless Aristocracy

The Baronies of Des Playada are the wealthy resorts 
of the world. Owned by a small coalition of extremely 
wealthy and powerful Barons with interests around  
the world, this country is protected by strong but  
small private military. The cities of Des Playada have 
been built fro the ground up for beauty and luxury.  
Poverty and ugliness are not tolerated. For those  
who can maintain the high standards of the Barons,  
Des Playada is a paradise. Others are promptly escorted 
to the borders and dumped in the lands of Den.

Adventuring Hook: Des Playada is a thieving crew’s play land.  
The wealth that is displayed openly here is carefully guarded, 
most of the time, but presents a ripe fruit for the larceny-minded. 
Additionally, some of the baronies are willing to go to great lengths 
in order to protect their holdings and provide great displays for 
their guests. This means that monsters are brought from around 
the world for guard-animals as well as for exhibition. These animals 
must be caught, trained, and occasionally put down, if unable to 
be controlled.



The Necromantic Realm

pOpULAtIOn LAngUAge RAces

Unknown den Undead

pOLItIcAL stRUctURe

Feudal

The Necromantic Realm is the result of some horrible 
arcane accident that resulted in the consuming of two 
large and prosperous nations into one wasteland full of 
foul necromantic magics. The territory is controlled by 
a relatively small number of sentient undead, such as 
Liches, Necretesh and Gheist, who amass great numbers 
of weaker-willed undead to serve their own purposes. 
This blight would have spread much farther than it did, 
had not the last of their powerful magi erected massive 
arcane barriers at their borders, preventing the undead 
from leaving the territory they had already claimed. 
Although it is rumored that the wealth of long-passed 
nations is still available for recovery, those who come into 
the Necromantic Realm risk death or worse, making it 
an ill-fated place for adventuring.

Adventuring Hook: If the undead of the Necromantic Realm 
were ever to be unleashed on the world, it would create a wave of 
carnage and death that would over sweep many countries. The 
arcane barriers set in place to hold them in are not perfect or 
permanent, and must occasionally be maintained or protected. 
Additionally, intrigue among the various leaders of this country is 
ruthless, as they try to gain holdings from one another. Outsiders 
are frequently killed and raised to increase their power base.

Des Malivet

pOpULAtIOn LAngUAge RAces

3,000,000 den Any

pOLItIcAL stRUctURe

Representative democracy

Malivet is a kingdom of magic set in an exotic karst 
landscape. Study and intelligence are highly valued, 
and both elemental techniques and the high magics 
are practiced widely. Menial labor is only done when 
desired, as transmuted constructs and living objects 
are utilized for most of the menial tasks that keep this 
location running, acting more as shepherds of constructs 
than laborers. A person’s standing in Malivet is based 
on their skill in spellcraft. Even those who choose more 
martial pursuits are expected to learn some magics to 
supplement their skills. This magic is required to combat 
the ever-scheming empire of Bastion to their west.

Adventuring Hook: The sorcerers and mages of Des Malivet will 
pay high prices for rare components found in this region or else 
where. Additionally, there is always the lingering threat of foreign 
incursion from Bastion, which means that Bastion spies and 
insurgents are relatively common. Monsters and threats of arcane 
nature are also fairly common.



The Ethean Plains
The Ethean plains are a continent-wide expanse of 
grasslands, where some blades grow normally, but in 
other areas, grow as tall as redwoods. Creatures have 
a tendency to grow to mamoth portions including the 
great Tortoises, single-celled organisms miles across, 
and enormous spiders, to name a few.

The Ethean Plains are a wild place, where the only 
law is family and kin. The western plateau houses the 
wild, inhuman races such as the gryphon and sphinxes, 
while the vast plains are home to the Ethean clans,  
a large group of herders and raiders that fight amongst 
themselves and do battle with the gargantuan creatures 
that roam this land. To cross the wide distances,  
the clans have learned to take advantage of many 
mounted options, including wyvren, giant tarantula-
like spiders, and of course, heavy horse cavalry. 

The main population of the Ethean plains, for which 
they are named, are the Ethean clans. Originally 
from one family, each of the six clans has developed 
its own niche in the great plains where they live, 
and have complicated internal politics in their inner 
dealings, which are often a mystery and a frustration 
to outsiders. Their tribal raiding games make for 
dangerous encounters, and the plains themselves,  
with hunting wyvren and roaming giant arachnids,  
are not kind to the unprepared and unprotected. 
Luckily, the clans themselves can be friendly to 
outsiders, and are eager for trade and stories of travel.

The Gilden Clan 

pOpULAtIOn LAngUAge RAces

300,000 ethean Human

pOLItIcAL stRUctURe

clan

The Gilden are an aggressive nomadic Clan who  
train a band of giant spiders they call Archanet,  
who are known to outsiders as Titan Spiders.  
These spiders grow up to 6 meters across, from toe  
to toe, and can easily carry a rider. They have a  
cavalry of these creatures that they use for tribal 

raiding-games and to protect their allies. The Gilden 
are a proud clan, and are feared by clansmen and 
outsiders alike. They have a tight alliance with the 
Verdan clan, and have a long-standing agreement to 
protect the Verdan herds. In exchange, meat enough 
to feed themselves and their mounts. Like all of the 
Ethean clans, they live on the great Ethean Plain,  
a vast field of Grasslands several thousand miles 
across. They have many rivals amongst other clans, 
particularly the Wyvren riders of the Ulreich  
clan, the horsemen of the Luithan clan, and the  
spiders of the Gheri.

The Verdan Clan

pOpULAtIOn LAngUAge RAces

400,000 ethean Human

pOLItIcAL stRUctURe

clan

The Verdan Clan is large, but unlike most aggressive 
Ethean they are pacifists, and dedicate their lives to 
raising herds of cattle and horses that serve as a base  
for wealth, and they are very proud of these herds.  
They raise tens of thousands of these animals to  
a herd, and roam across the grasslands in long,  
never ending treks from one place to another,  
doing business with other clans. They have a long-
standing agreement with the Gilden clan for  
protection, but even with this protection, they have 
enough animals to tolerate the occasional raids of other 
tribes without taking serious risk to their own support.

The Ulreich Clan

pOpULAtIOn LAngUAge RAces

300,000 ethean Human

pOLItIcAL stRUctURe

clan

The Ulreich is a warlike clan, known for their training 
of wyvren for riding. They are rivals to the Gilden and 
Verden clans, and make constant raids against these 
larger clans for their own gain. They do not have their 
own agriculture, but live off of mercenary services to 
outside nations ad the gains from their raiding games. 
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The Ulreich do not tolerate outsiders inside their own 
camps, but they do have a tentative alliance with the 
Luithan, Seiren and Manchesty clans, even though 
they have been known to raid these allies when it is 
convenient or necessary. The frustration of dealing with 
the Wyvren Riders as raiders is tolerated by other tribes 
for their usefulness as hired aerial scouts and as fighting 
units. The Ulreich live in rocky outcroppings in the 
Ethean Plains, where the wyvren roost.

The Luithan Clan

pOpULAtIOn LAngUAge RAces

500,000 ethean Human

pOLItIcAL stRUctURe

clan

The Luithan clansmen are very proud of their tradition 
of horse breeding. They have the largest and most 
effective cavalry in the known world, training heavy  
war-horses, lighter breeds for riding and racing,  
and even work animals. They trade these horses at a 
steep price, but its well worth it, as they are, arguably,  
the best bred, best trained, and best kept animals in  
the world. Their exceptional horses make it relatively 
easy for them to care for and defend their herds,  
which means that their herds are larger in size than 
any of the other clans, with the single exception of the 
Verdan clan. Due to their wealth, the Luithan spend 
much of their time defending themselves from the raids 
of other clans, particularly from the Gheri clan and the 
Gilden clan. The Luithan clan is allied with the Seiren 
clan, the Manchesty Clan, and the Ulreich clan.  
They compete heavily with the Gilden and the  
Verdan clans. They wander the plains in large groups.

The Ygrasi Clan 

pOpULAtIOn LAngUAge RAces

200,000 ethean Human

pOLItIcAL stRUctURe

clan

For the Ethean clans, the Ygrasi are the center for 
education, and political influence. They train all of the 
Ethean spell-casters, recruiting from other tribes for 

those with any real talent and bringing them into their 
own culture. The Ygrasi live in small cities, built on the 
backs of Giant Tortoises, up to a thousand meters across 
in size, and they roam around the Ethean plains doing 
trade with the other tribes. They are extremely wealthy,  
living lavishly in these small cities, and are arrogant in 
the extreme. Their might is also based on a mastery of 
enhancement and destruction magics, and they train  
massive, enhanced war-elephants, from which they cast 
magics on their foes. As a defensive force, the Ygrasi 
are very capable of defending the Ethean borders 
from outside incursion, but have no interest in foreign 
invasion. The leaders of all other tribes come to the 
Ygrasi to obtain their education, and while outsiders  
are not unheard of, they are fairly uncommon.

The Gheri Clan

pOpULAtIOn LAngUAge RAces

200,000 ethean Human

pOLItIcAL stRUctURe

clan

This clan is the black sheep of the Ethean plain.  
They have no exports, but live solely on raiding that  
they do to the other tribes and even to foreign 
settlements. Their societies are built on a parasitic 
philosophy that could be paralleled to a vulture’s 
mentality. The Gheri Clan wear black exclusively,  
even when it inhibits daytime camouflage ability.  
They are very ill-liked amongst the other clans.  
Their own history claims that they were somehow 
slighted by the other tribes, that they were a ruling  
body for a once-united tribe, and were unjustly  
ousted from the other tribes. A hard lifestyle has  
made them bitter and hard people. The Gheri ride  
the same spider-like creatures as the Gilden tribe,  
which make very effective high-speed cavalry for hit 
and run raids. These mounts account to the fact that 
they haven’t yet been eradicated. The Gheri is the only 
tribe that does not depend on the magic of the Ygrasi, 
and they have build their own arcane forces based on 
Necromancy, Compulsion, Detriment and Illusion.  
They strike other tribes fast, with lethal force,  
and leave quickly.
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The City of Belbe Lelde

pOpULAtIOn LAngUAge RAces

10,000 various Fae

pOLItIcAL stRUctURe

city

The great inland sea on the eastern side of the Ethean 
plains contains a small settlement, not hidden, but 
removed from the interactions of the rest of the world. 
The Naiad City of Belbe Lelde is one of the few open 
cities of the Fae, places where outsiders can find refuge. 
The City is found deep underwater, and is protected 
by powerful elemental enchantments, keeping the 
water at bay so that visitors to the city can breathe 
easily. The city itself is beautiful, carved stone and 
carefully manicured coral, both wrapped in vividly 
colored plant life. It is a place where a person’s past 
and outside identity both mean very little, but where 
aggression is strictly prohibited. Those who break the 
laws of the Fae while in the care of the city are simply 
removed. Few survive the transition to the surface. 
Those who make this city their home or their refuge 
affectionately call it, “Bubble.”

THE GRYPHON HIGHLANDS

pOpULAtIOn LAngUAge RAces

Unknown gryphon, sphinx -

pOLItIcAL stRUctURe

-

The Gryphon Highlands occupy the space along the 
western shore, a location of significantly higher elevation 
than the Ethean plain. This land is unoccupied by human 
settlements, but is instead home to many gryphons and 
other similarly intelligent mystical creatures, such as 
manticore, dwali, and sphinxes, who live in these hills 
and generally dislike the presence of more humanoid 
occupants. These hills, like the mountains to the north, 
are rich in minerals, and so some small and secretive 
mining camps have been known to pop up in these 
locations, much to the frustration of the locals.

Adventuring Hook: The Highlands are a very hostile place to  
humans and humanoid races. It seems that the old species that 
live there very much resent the bipedal species that dominate 
most of the world, and are willing to do something about it.  
Hunting rare monsters is a lucrative endeavor here, but fraught 
with danger. These monsters look after their own, and many are  
more than just simple beasts.



The Great Game of Hunters
Every year, in the Gryphon Highlands, a group of 
hunters, warriors, thrill-seekers, spectators, and all 
around adventurers scale the cliffs leading up to the 
highlands and attend the great game of Hunters.  
They gather in one large festival, several thousand 
strong, and venture out into the highlands every 
day for several weeks, returning with whatever 
supernatural prey they can find. Some come back with 
creatures such as manticore and gryphons, the very 
lucky and very powerful come back with drakes or 
even Sphinx, and most, year after year, don’t come back 
at all. At the end of the games festivities. Those who 
survive and bring forth the greatest prize sare given 
great fame and the rewards of pool betting. 

This is the closest thing to a human civilization that 
can be found in the highlands, and if rumors have it,  
is permitted and even encouraged by the sentient 
beings who otherwise dwell there. It could be that  
they like the notoriety this brings to their species,  
it could be that they look forward to the challenge,  
to cull out the weak and stupid, or it could be that all 
of the treasure and arcane equipment brought into the 
highlands ends up in the hands of the more powerful, 
and more deserving, monsters of the Highlands.  
Even if true, these rumors only seem to draw out  
more adventurers, rather than frighten them away.

The King ’s Pass trading Camp
On the southern border of Davir, between the  
mountain ranges of the Leandari mountains and 
the Grim Peaks is a pass that connects the northern 
nations to the Ethean plains. Here the Clans have 
struck an arrangement with the King of Davir,  
in order to create a massive tent-city, a trading 
settlement where the two communities can meet  
and exchange goods. This is not a permanent city, 
which was unacceptable to the clans, but is instead  
a wide expanse of tents, that individual merchants set 
up for trade. Although Daviran horsemen and officials  
are present to try and keep some semblance of order, 
aided by mages from the Tower of Majeir and some 
token warriors from the clans, this area becomes 
a hotbed for thieves and mercenaries, where each 
individul merchant is largely responsible for hiring 
their own protection. Significant mercantile fortunes 
can be made at the King’s Pass, but there is also 
constant risk, between Kardan mercenaries and 
Clansmen raiders are always at the ready to take  
what they want by force.



The Demonic Realms
In the western borders of the world, along the 
boundaries of fire and void, lies an area so foul that  
the suns and the moons of the sky will not venture  
there, leaving much of the area in a perpetual darkness. 
This area of never ending night marks the demonic 
realms. Two civilizations, Drailur and Thulyet, are home 
to countless numbers of demons. 

Drailur , the Island of Darkness

pOpULAtIOn LAngUAge RAces

2,000,000 demonic Fiend, succubi, gorgon, vraaj, cucacharan, Any

pOLItIcAL stRUctURe

Kingdom, city, nationalist

The Drailur Demons reside in sprawling cities and 
myriad black stone towers which cover the majority of 
the islands. Their love of deep politics and stratified 
social status makes their cities a contrast of hundreds of 
estates, palaces, gardens, slums, hovels, and rotting game 
dens. The dockyards are well kept and many demons 
own ships for pleasure or naval battles.  

Drailur has locations which receive dim cycles of light 
from Desdemona the moon, and maintains a moderate, 
coastal temperature. Since many of the residents are 
capable of flight in some fashion, most of the city is  
only accessible from the air. Although many kinds of 
demons walk the streets of Drailur, it is dominated by 
Fiends and Succubi.

Thulyet, the Dark Continent

pOpULAtIOn LAngUAge RAces

120,000,000 demonic cucacharan, vraaj, gorgon, gargoyle, Other

pOLItIcAL stRUctURe

Warlord, tribal, clans, chaos

The larger continent of Thulyet is a twisted,  
vast wasteland forever bathed in darkness and the  
blood of conflict. It is populated by nightmarish 
creatures, rivaled only in their monstrosity by the 
undying swarms, hordes of Cucacharan and other 
demons who are ever-amassing armies and planning 
their assaults on each other and on the outside world. 
Thulyet has an ancient history, and levels of civilization 
that make the rest of the world seem young and new. 
Wars constantly rage over its land, struggles for control 
of the armies and territories of Thulyet and the limited 
resources to be found there. These wars are led by the 
strongest of the Vraaj warlords, the Chaosborn and 
Demon Lords, claiming power and heritage from the 
demonic deities themselves.



Important Features and Landmarks
Aktranan, the Temple of Wrath: On the small northern 
island of the Drailur chain crouches the massive 
granite edifice of Aktranan. The temple has been built, 
rebuilt, and added to over the centuries, millennium, 
and Ages. The single, contiguous structure spans forty 
square miles and some of the spires and protruding 
structures can tower close to a mile above the island’s 
ground level. From the inland walls, to the elaborate 
and expansive dockyards from which most major 
invasions have been launched, the entire temple is 
dark, solid granite spider-webbed with arcane and 
elemental glyphs. 

Embrace: The wedge-shaped central island of Drailur 
is known to be the most ‘civilized.’ At the tip of this 
wedge shies the city of Embrace. The city looks out  
to the oceans that lead to the rest of the Realms  
and the lighthouses that spring like mushrooms  
from the dangerous jagged reefs always have the on.  
A traveler on approach from the seas would see  
a dozen multicolored lights making beautiful  

patterns and connecting light shows above the low, 
black-tinged mist clinging to the water. The city is  
a quintessential Drailur city. Soaring buildings,  
the bottoms of which are choked in refuse and  
beings bereft of hope. Bridges elegant and functional 
span the upper reaches, towers leaning with age upon 
the support of newer constructs. Heavy traffic fills 
both ground and sky, and those without guard  
fall regularly from heights. It is the most common  
used entry point to Drailur, and onto Thulyet,  
being somewhat more friendly to non-demons  
than most cities.

War Fields: The War Fields of Drailur are miles of  
open land left open for war games and real battles.  
The battle fields within vary from rolling fields of  
blood-fed thorn grass, to swaths of razor sharp 
obsidian shards, to ruined cites. The battles are 
gambled upon 



heavily, and so are filled with cheating and outside 
manipulation. The combatants on the fields vary as  
much as the terrain. Soldiers come to train as units,  
lone gladiators seek fame, slaves seek to purchase 
freedom with victory, and some powerful demons pit 
their hired or enslaved warriors against other’s for 
sport. Divination magics show battles from the War 
Fields throughout Drailur onto crystals at gaming 
houses, castles, and palaces. 

Ebony Shard: Ebony Shard is the largest fiend shadow 
tower in Drailur. It rises from the shadow cast from 
the great library Chains of Ages, though it dwarfs  
the library itself. The Shard is a twisting tower for  
the majority of its height, though the exact shape 
eludes the mind of any observer and one is instead  
left only with an impression of wrongness that is the 
taint of Void. It is possible to walk through the base 
of the shard, though to pass through the shadow is to 
walk through a cold near to True Ice, enough to kill in 
a moment strong mortals. 

At the cap of its impressive height, the shadow  
appears to burst outward as it the mushroomed  
head of a nail hit too hard. The head is the home  
to the fiends who wing in and out on missions 
unknown to the greater populace.  
 

Fiends simply do not talk about the inside of the 
Shard, and it is believed that there may be a hex 
forbidding the dispensing of such information. 

Well of OblivioN: In north-central Thulyet is the Well of  
Oblivion. It is a lake the size of a small kingdom with 
low waves black as a moonless sky, oily in texture but  
thinner than water. It is believed that the waters 
augment the powers of Dark, Chaos and Death,  
and that spells of Void can be used to punch holes in 
the fabric of the world, or in the most powerful minds.  
No outsider has swum the waves and survived to speak 
of it. Within are titanic choasborn, and creatures from 
beyond the borders of the Realms.

Obsidian Throne: Most vraaj in Thulyet live as nomadic 
tribes throughout the continent, the exception is the 
Obsidian Throne. At the heart of the volcano named 
Ul’Dor sits the ancient obsidian throne. The being 
in control of the throne also rules a small kingdom 
of the same name. The current king is a vraaj demon 
lord with the title of the Black Lord. He was also the 
last warlord of the Undying Swarm at the start of the 
Season of Order in the current Age. This kingdom 
includes several thousand vraaj, cucacharan and minor 
demons and extends to the ash fields and swamp lands 
at the base of the mountains. 



Dark Maw

pOpULAtIOn LAngUAge RAces

200,000 demonic gargoyle

pOLItIcAL stRUctURe

clan

The largest mountain range in Thulyet emerges from  
the borderland convergence of Fire and Void. It is  
heavily volcanic and shrouded in void-tainted mists. 
In the peaks of the range’s center lays the Dark Maw. 
Birthplace of gargoyles and kirst’anhul demons,  
Dark Maw holds ancient history and magics barely 
ravaged by the wars and infighting of demonkind. 
Natural spires with bottomless valleys, unholy winds 
and weather, impregnable surrounding mountains all 
make for a place no army would even dare assault were 
they given a reason. The spires of the Dark Maw are 
honeycombed with tunnels and caves cut by the Gargoyle 
stone craftspeople for countless generations. The walls 
are etched with the history of Thulyet and rituals of 
staggering unholy power. 

Petrified Jungle

pOpULAtIOn LAngUAge RAces

200,000 demonic gorgon

pOLItIcAL stRUctURe

clan

Home of the territorial Gorgon, the petrified jungle is 
so named for the statues that litter the ancient forests. 
There is no organization among the gorgon and their 
numbers are small, making them one of the most rare 
of sentient demons. The jungle is also home to the vile 
demon dragons, chaos deformed wildlife, and a jungle 
itself with animal level sentience. Gorgon live wild in 
the jungle and the only permanent buildings are hidden 
stone temples where rare gatherings are held.



The DIVINE REALMS
The divine races were the first created beings to  
inhabit this world, and it is commonly believed  
that they were placed here to shepherd the world 
and the other peoples that would come to inhabit it. 
However, many of the divine races have instead taken 
a path of isolation, allowing the sentient races of the 
world to guide their own path, for the most part,  
and only seldom have specific members taken it  
upon themselves to walk among other races.  
The Divine races are largely immortal, living for 
thousands of years, and are wise and patient in their 
natures. Only the youngest of these beings, relatively 
speaking, take up the role of adventurers. At some 
point in their history, some have split into several 
groups, some leaving the sky kingdom of the Sublime  
Havens and living elsewhere among the mortal world. 

The Sublime Havens

pOpULAtIOn LAngUAge RAces

100,000,000 Aeonic Human

pOLItIcAL stRUctURe

clan

In a world where conflict and aggression thrive,  
where corruption and undeath are commonplace,  
and where the demonic and impure souls reign across 
every continent, the Sublime Havens are a place of peace  
and rest. The reigning political organization in the 
Havens is the High Legion, a band of Aeonic figures  
who keep peace and firmly guard the borders of the 
Havens. The Legion has at their disposal magics and 
might with great potential, such that they have repelled 
every unhallowed threat to their borders for six ages,  
and could continue to do so for the foreseeable future. 
The Havens are divided into six levels or havens,  
each at a higher altitude than the last, and with smaller 
and fewer islands making up their land. Each is more 
restricted, until the highest level, the golden throne,  
is a single building on a single island, where the Servant, 
the leader of the High Legion, is said not to sit, but to 
receive his orders. God is not mentioned among the 
legion, but is revered as their leader. When speaking of 
Him, they refer only to the golden throne.



Esseldein

pOpULAtIOn LAngUAge RAces

300,000 Aeonic, esseldein dialect Human

pOLItIcAL stRUctURe

Militant

Mythology says that the Islands of Esseldein may have 
once been part of the Sublime Havens. When the 
Demonic realms came to be, and the High Legions  
took a stance of neutrality and distance, the Vanir,  
Aesir and Hel, the occupants of the then floating Islands 
of Esseldein, were infuriated. Enraged that the High 
Legions would take such a weak stance on such a great 
abomination, they took their island and left for the 
surface. Their numbers are too few and their strength 
too weak to fully engage the far superior forces of their 
enemy, but when fighting on their own hallowed ground, 
they are too strong to be wiped out. As such, they wage 
an eternal war against demonkind that they can never 
win, and can never lose. The equally aggressive Demons 
are happy to oblige.

The Karkik

pOpULAtIOn LAngUAge RAces

300,000 Aeonic, esseldein dialect Human

pOLItIcAL stRUctURe

Militant

A third group of divine races inhabit the continent  
to the southwest. A land of secluded, wild jungle,  
very little is actually known about the exotic species  
and races that live there, but it is understood that those 
of the Karkik are very unwelcoming of any others. It is 
assumed that they split from the Havens in the age of 
Darkness, although the exact details have been lost to 
time. Misinformation and confusion are readily sewn  
by the divine races of the Karkik, who prefer their 
solitude to the endless wars of the Esseldein, or the  
quiet supervision of the Havens.



The FAE

The Fae keep their hearts close to nature, and  
therefore far from human civilization. They live  
reclusive lives, but their curiosity can get the better of 
them, and many do pick up the role of adventurer to 
learn of the world as it is. The Fae maintain their own 
organizations, their Seelie and Unseelie courts, and keep 
their own law. Fae Territory does not occupy a specific 
location, but instead spreads across all the wild places of 
the world. 

The Fae

pOpULAtIOn LAngUAge RAces

100,000,000 seelie, Unseelie Fae

pOLItIcAL stRUctURe

clan

The Fae are an old and immortal race, very close to their 
natural environment and the elemental base with which 
they are associated. They differ from most civilizations in 
that they do not tie themselves to a single location,  
but instead can be found secreted around most of the 
world, having spread like nature until there are few  
places they cannot be found, if one looks hard enough. 

However, the Fae do not congregate into large 
interdependent cultures, but more often live relatively 
solitary lives, interacting only with other fae along their 
own personal borders. They avoid contact with others, 
more often than not, and while there are plenty of Fae 
who live among other races, these are the too-common 
exception, rather than the rule. The Fae come in six main 
races, the Dryad, the Naiad, The Sylph, The Sephret,  
the Artan and the Scath. These groups are divided into 
two courts, the Seelie and Unseelie.

The Fae do not have a currency, and generally avoid 
materialistic pursuits. Fae are mostly joined to one of  
the two courts, in order to protect themselves from 
outside harm.

The Seelie Court
While the Fae generally avoid involvement with outside 
civilizations, they do keep their own law and order 
amongst themselves through the Seelie and Unseelie 
courts. This legal structure is relatively very simple 
when compared with the movements of nations and 
governments, with a set of simple but rigidly-enforced 
laws unique to each court. The Seelie court is generally 
benevolent, seeking to keep harmony and stability 
between the Fae themselves and in their limited  
dealings with outsiders. The Seelie court is made  
up predominantly of Dryads, Naiads, and Sylphs,  
although there are others within their ranks. 

Seven laws of the Seelie Fae
First Law: Membership in the Seelie court is given to Fae 
by the Seelie lords. Those who are not members have no 
guarantee of protection from the Seelie court or its laws. 
Those who are members can request aid or protection 
from the Court, at the judgement of the Seelie Lords.

Second Law: A Seelie may not cause harm physical harm 
to another Seelie, on punishment of physical harm given 
to themselves. A Seelie who harms non-Seelie may 
not pursue protection from the Court when they find 
retribution.

Third Law: Disputes among the Seelie court must be 
resolved by the Seelie lords. Disputes among the Seelie 
Lords must be resolved by the High Lords. Disputes by 
the High Lords are resolved by majority.

Fourth Law: Seelie are not permitted to interfere 
significantly in the dealings of non-Fae, so long as  
the non-fae do not represent a direct harm to the Fae.  
A Seelie who breaks this law will lose their alliance  
with the Seelie court.

Fifth Law: The possessions of any member of the Seelie 
Court are constituted as only as much as they can carry 
on their person. If something is left out of reach, it is  
no longer theirs and may be taken by any who need it.  
A Seelie who breaks this will be stripped of all 
possessions, which will be given to the Seelie they  
took from.

Sixth Law: Each Seelie may hold a personal territory from 
the point at which they generally sleep, to as far as they 
can throw a stone in any direction, while touching the 
ground. They may misdirect or forcibly remove intruders 
to their territory, but may not harm intruders without 
provocation. They may seek assistance from the Seelie 
court to remove any non-Seelie from this territory.
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seventh Law: Any favor given must be met with a favor 
repaid, of equal importance and value. A favor refused  
by a Seelie can be punished by physical harm or death,  
as deemed wise by the Seelie Lords.

Corollary: Those who seek trouble with Non-Fae and 
Unseelie will likely find it. 

The Unseelie Court
The Unseelie court has their own law and authority,  
but are much more troublesome. They are aggressive  
and frequently cruel to outsiders. They go out of their 
way to make things difficult for the Seelie court, who in 
turn spend most of their time neutralizing the actions of 
the Unseelie. The Unseelie are composed of the Artan, 
the Sephret, and the Scath. As with the Seelie courts, 
there are those of the other races in their ranks, but they 
are in much lesser numbers.

Seven laws of the Unseelie Fae
First Law: Membership in the Unseelie court is assumed. 
Challenges to this assumption can be made by any other 
Unseelie fae, through trial by force. One’s own rank 
within the Unseelie court is determined by strength and 
stealth. One can demand favors of any below their rank. 
Refusal is met with swift retribution. Non-Fae apply at 
their own peril. 

Second Law: Disputes among the court are resolved by 
rank or challenge.

Third Law: Unseelie may not harm other Unseelie except 
by direct challenge. Challenges need not be issued in 
person, and may be enacted through any means,  
but must be understood before they are resolved. 

Fourth Law: Unseelie may interfere with non-Unseelie, 
so long as they do invoke or involve those of higher rank 
without their consent.

Fifth Law: An Unseelie may possess as much as they can 
carry, and may take what they need, by stealth, trade or 
deceit, from those outside the court. They may demand 
possessions of those with lower rank, as a favor. 

Sixth Law: An Seelie may hold a personal territory from 
the point at which they generally sleep, to as far as they 
can throw a stone in any direction, while touching the 
ground. They may misdirect or forcibly remove intruders 
to their territory.

Seventh Law: Any favor given must be met with a favor 
repaid, of equal importance and value. A favor refused  
by a Seelie can be punished by physical harm or death,  
as deemed wise by the Unseelie Lords.

Corollary: Wisdom is found in stealth and strength.  
One who can enforce their will should. 

The Fae Cities
Fae as individuals are usually isolative, but they do 
establish safe havens in their hidden cities. The Fae of 
each kind keep very small cities, more towns or even 
villages than really full cities, where they can meet to 
exchange communication or trade with one another,  
but these are tightly-held secrets amongst their kind, 
where outsiders are seldom invited. Each breed of Fae 
has a different style and tone to their cities, based on the 
kind and environment, but there is almost always a Fae 
city hidden within a few hundred miles.

Kami, Fae Kin & others
The Fae included here are the predominant members  
of the Seelie and Unseelie courts, and are the most 
common of the Fae, existing across most of the world. 
There are, however, other races akin to the Fae,  
with similar elemental natures and who entered  
the world’s stage at about the same point in history.  
The Kami of Nagisshna are one example, beings who 
are just as in tune with elemental forces, and often not 
so kind or curious as the Fae described here. Other fae 
include sprites, brownies and other smaller species,  
who are spread hidden throughout the world, doing  
what they can to avoid notice of the other races as they 
go about their lives. 

Some of these other fae will be covered in other books, 
but also, this leaves the door open for storytellers and 
players alike to craft their own creatures to present in  
the world. Ogres and trolls might be related to the fae,  
or might be their own species and category.  
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Chapter TEN

Storytelling

An old, scarred, and incredibly surly warrior warmed his hands at 
the campfire of a small way-castle. Little more than a walled shack, 
it was a haven in the wilderness, a place where travelers might rest. 
Normally, this kind of a place was solitary, but by some trick of luck 
several groups had come at once, and convenience demanded they 
share the camp. Eating a bit of roasted meat, the old traveler was 
doing the best he could to ignore the eyes of the others. 

He was failing. A quick glance upward met the eyes of all six of 
them, silently staring at him. 

“What? Do I have something on my face?”

“No, sir,” one of the younger ones said. The boy could not have 
been more than twelve.

“Did I suddenly grow horns?” 

“No sir,” the boy answered again. No one else had moved. 

“What is it?”

“It’s just, well, it’s just that, how to put it. You’re a legend, sir.  
No one knows quite how to take that.”

The old man sat back. He didn’t feel like a legend. He felt tired 
and worn. He looked over at his oversized maul, the stone hammer 
banded in gold. It was a powerful relic, very useful, but it was hard 
to hide and quite famous. If it weren’t for that, he would be just 
another old man to these people.

“Sir, is it true that you killed a manticore in the village of Pent?” 
The boy asked, and then another interjected, and another. “Did 
you really meet the Archangel Scera?” “What about the Minotaur 
King?” “Did you-” The old man raised a hand and lit a glare, 
silencing them at once. 

 He turned his attention to the boy, who had spoken first. That 
one had nerve, and that was something he could respect. Of all 
of them, he was the one that deserved a story. 

“Yes, actually,” he said, “I did kill a manticore, but truth be 
told, there were three of them. You see, it started like this...”



While there are some unique challenges in telling a story in a role-playing game setting, there are also many  
writing techniques that can be borrowed from other forms of fiction, such as books, short stories, television and 
movies, that can greatly enrich the experience of the players and deepen the storytelling experience for everyone. 

This section will help walk a storyteller through some key elements of building a plot, and will include a list of  
prominent story arcs that can help build ideas for a successful game. While role-playing games almost never  
follow such a clean story path, these concepts will give the storyteller somewhere to start, and give the game  
some consistency.

TELLING A STORY
While there are some unique challenges in storytelling 
a role-playing game, including the variability of dice and 
the often unpredictable actions of players, there are also 
many techniques that can be borrowed from other forms 
of fiction that can greatly enrich the experience of the 
players and deepen the experience for everyone.

The storytelling experience in and of itself is one-part 
preparation, one-part social interaction, and two parts 
showmanship. The specific presentation of scenarios, 
encounters and non-player characters will make a huge 
difference in how engaging and fun a game can be.  
This section goes through some basic story structure, 
which can be a great help in plotting the way that your 
game will play out.

PREP-WORK
Before diving into storytelling techniques, it is generally 
best to have all of the preparations done before-hand. 
While many storytellers and players can ad-hoc a game 
or a character together on the fly, it is almost always 
better to have preparation done beforehand. This could 
include prior information that the players will need 
to have about the setting, or could just be as simple as 
making sure that all the characters are ready and that 
character sheets are filled out.

THE HOOK, ENGAGING THE PLAYERS: The first step in building a 
role-playing story is to engage the players. People come 
to a role-playing game table with a very wide variety of 
expectations, but it is the Storyteller’s prerogative to 
catch the group’s attention within the first few minutes 
of the game.

Story & Concept
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There are a variety of ways to do this, but the important 
thing is to get the characters to stop fiddling with the 
character sheets and to focus on the opening of the story. 
There are several methods for this, which can be used 
individually or can be combined. 

One method is to have the players introduce their own 
characters, so that you know what might interest each 
of them. Ask them to share their character’s reasons 
for adventuring, and if possible, get them to draw 
connections between one another.

The second method is to lay out a scene. Describe  
the place that the characters are starting in, briefly,  
and focus on what is most interesting or unique about 
that scenario. What might bring them together here? 
This description should be brief, and it should tie to the 
the first method, hopefully laying out some connection 
to the characters themselves.

The third method is to start with a bang, which is the 
real hook. Something spectacular, dangerous, incredible, 
or impressive should happen. The promise of treasure, 
intrigue and danger, gathered into a single event. 
Somebody dies, a fire is lit, creating a panic, something  
is stolen, a king is enraged, or a mammoth demon crashes 
its way through an otherwise quiet village, these are all 
examples of something fantastic, and hopefully engaging, 
that can impact the players in their new environment.

It helps to play as much as possible to the character’s 
motivation, which ultimately, is derived from the player’s 
idea of fun. Watch your players, see what they enjoy or 
what impacts them. Put the hook in their mouth, and set 
it hard. 

Once the scene is set and events begin rolling, the  
players should start to take initiative in driving the story, 
the actions and motivations of their characters taking 
center-stage. When done right, it is not the storyteller’s 
job to force the story along, but to let the players pull 
them along, feeding them line as the game progresses.

A storyteller should pay attention to the level of 
attention each player is giving, and try to engage everyone 
early and equally, to prevent a single enthusiastic player 
from dominating the group, and to prevent a wall-flower 
from disengaging entirely.

If at any point a storyteller finds that it is difficult to get 
the players engaged, then they should re-consider what 
bait they are using, switching up the motivations and 
plot elements in favor of those that are more appealing 
to their specific group. Each group will be drawn to 
different devices and styles of play.

Combat and encounters at this stage of the story  
should be light and fast, emphasize danger, but doing  

so through mostly foreshadowing and suggestion. 
Players can meet villains, but at this point they should be 
fighting minions.

EXPLORATION: Once the game is rolling and the players are 
engaged, it is the storyteller’s responsibility to provide a 
world to explore. This does not necessarily mean giving 
them a single, linear plot that they are forced to follow, 
as would be done in more rigid fiction, but in trying 
to anticipate some of the directions a group of players 
might take and preparing some of the characters and 
encounters they might face.

Depending on the setting, this could mean maps  
of locations, detailed lists of potential non-player 
characters they might meet, shops they might want to 
visit, traps and monsters they might run up against,  
and any relevant story and character details that they 
may need. 

This stage of the plot is mostly information gathering, 
about both the setting and the direct story involved.  
They should start to get an idea about what kinds of 
plots and intrigues are happening, and who is involved.

Combat and encounters at this stage of the plot should 
be dangerous enough to imply the seriousness of events, 
but not dangerous enough to entirely dissuade players 
from pursuing the story at hand or pursuing easier goals.

RAISING THE STAKES: Once the players have found a hook and 
started exploring their world a little bit, the storyteller 
should keep careful watch on the level of excitement 
involved, and be prepared to turn up the heat. If the 
characters are pursuing a specific villain, that villain can 
get more dangerous. If they are defending a town from 
invading monsters, the monsters can get stronger.  
If they are trying to investigate a mysterious occurrence, 
the intrigue can develop so that it becomes personal.

The point of this part of the game is to build a sense of 
suspense and a certain structure into the story. As the 
characters investigate the plot and learn more about 
the world, their lives should get progressively more 
dangerous. Some games go so far as to add a time-limit, 
or other conditional events in order to pressure the 
players to move forward more quickly and give the story 
a sense of urgency. With reward or failure built into the 
days months, or even hours that they have to complete 
their quest.

However, there is a pitfall to avoid here. Many people 
play these games for a sense of escapism and the  
illusion of empowerment, and although danger and 
excitement should be exploited, care should be taken 
not to take the control and excitement away from the 
players. Although dangers abound and risk should be 
presented large in the player’s minds, it is important to 
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keep the player’s characters moving forward. Even as 
circumstances get dire, the players should find reward 
and victory as they progress. 

Raising the stakes is important, but no one likes to lose 
consistently, and it is easy to mistake a sense of danger 
and empowerment in the setting and plot as an excuse  
to kick around the players’ characters more than is fun. 
An unbeatable foe can give the story scope and power,  
but it can also frustrate the players enough to lose 
interest. As always, the key is to watch the players and 
understand where their level of investment is, and to 
adjust to match their taste and style.

It is at this point in the game when details and story 
elements start to build together, and it becomes very 
clear what the final objective is and how they are going  
to obtain it.

Combat and encounters at this point of the story  
should be difficult. They should encounter opponents 
that are stronger than they are, with some victories and 
some defeats. 

THE CLIMAX: This is the showdown. At this point in the 
game, the heroes can face down their villains and go 
head-to-head in the biggest confrontation of the story. 
This part of the story should be large in scope and high 
in danger. This is also where the players should find their 
greatest success, triumphing over their enemies. 

The pitfall in this stage is the opposite of the one 
outlined previously. The final enemies and tasks should 
be very dangerous, and their presence should have impact 
and consequence. If the final boss is too easy, their defeat 
weakens the impact of the rest of the campaign.

Sometimes it helps at this stage to add a gimmick,  
some critical weakness or powerful tool, without which 
the foe would be effectively unbeatable. Just be clear to 
put this in the player’s hands, rather than in the hands  
of some NPC. The player characters should always take 
center-stage.

THE PAYOFF: All good stories must come to an end,  
and there should be some wind-down for player 
characters to settle down. Rewards should be passed  
out, players should reap the benefits of their exploits,  
and some post-story resolution can help as well.

The end of the story, however, does not mean the end of 
the game. The same party of adventurers can find a new 
story to participate in, as there is always more adventure 
to be had. By stringing in loose ends from the previous 
plot, it is easy to build in a sequel that builds on the 
successes of the previous story. 

SCALE
As a storyteller, it is easy to let a plot or story get away 
from you. This model is not necessarily meant to run  
all in one session, but it’s also not meant to run across 
too many sessions either. There should be elements  
of each stage of the story in each individual gaming 
session, to keep things interesting, and the overall plot 
should not be so spread out that people lose interest.  
A four-session game can be much more tightly paced 
than a three year game. 
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THREE PRIMARY SETTINGS
A role-playing game can function very differently based 
on the specific environment in which it is built. The tools 
and challenges that are involved will shift based on what 
resources are available within the environment. If a game 
is focused on one of these three locations for too long, 
it can get stale, so finding ways to switch between them 
periodically can keep a game fresh. These three settings 
are not necessarily all-inclusive, but they do represent 
some of the unique challenges and opportunities that a 
storyteller can find as they build their game.

DUNGEON CRAWLING
Crawling through caves or the foul reaches of dungeons 
is probably the most direct and simple environments 
to run. As a fairly linear experience, characters progress 
through rooms and floors of a dungeon, encountering 
traps, monsters, pitfalls, dead-ends and locked doors, 
one by one. The dungeon crawl is in some ways the 
distillation of the role-playing game experience, a string 
of challenges on the way to a final end-goal. It fits in 
at any stage of the plot process, or can be an entire 
campaign, in and of itself.

WILDERNESS AND TRAVEL
The dungeon crawl is not the only venue for a  
role-playing game, however, and often people have  
to leave home in order to get where they want to be.  
A wilderness game presents a much different set  
of challenges than a dungeon crawl, among which  
are getting lost, dealing with bandits and other 
wandering groups, and the occasional monster.  
Even basic survival, finding food and water, can be  
a challenge in this environment.

Wilderness games can be more challenging to run well 
than other games. Filling the vast spaces with enough 
content to be interesting can be hard, and pacing in such 
an open environment is also very difficult. In order to 
prevent this kind of a game from becoming tedious, it is 
important to remember the hook and exploration stages 

of plot development. Make sure that there are features 
and events in the wilderness travel that catch the  
player’s attention and encourage them to keep exploring. 
Out of place land-marks, the glitter and promise of 
treasure or danger, the remains of failed travelers,  
or the lurking presence of dangerous and hidden 
monsters can all be ways to keep a wilderness game  
fresh and interesting, without losing the pacing of a story.

While it can be tempting just to skip straight to the  
next city or arrive neatly at a destination, providing a 
series of encounters in a wilderness or travel setting  
can add interest, meaning, and depth to the player’s 
journey, rather than seemingly teleporting from point  
A to point B.

URBAN ADVENTURE
Somewhere between the linearity of the dungeon and 
the wide-open options of the wilderness game, a city 
presents a wide range of options and encounters for a 
party, but within a relatively limited context. The city 
game is perfect for the exploration of hidden plots, 
building contacts and gathering information.  
When done well, the urban adventure gives the  
players full reign to explore their environment and  
gives great depth to the game world. 

It is hard to over-prepare a city environment. At least 
a dozen characters, locations, and minor encounters 
should be available just in case the players try to explore 
that area of the city or need a contact with some specific 
expertise. Guards, rogues, merchants, aristocracy and 
ruling bodies can all be important icons for a city 
campaign, in addition to many other characters that can 
give the city more depth. A storyteller who is prepared 
with a wide variety of information will find that their 
players are better able to engage in the environment  
and make the most of what is available.

City and building maps can be very useful, both in 
providing reference points for the players, and to track 
information for the storyteller as well.

As a final note for urban adventures, it is also important 
that each city or town be at least somewhat unique.  
No two cities develop in exactly the same way, and each 
city should have its own style in terms of landmarks, 
culture, and economics, and each city or town experience 
should be a little different than the last.  
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STORY ARCHETYPES
Regardless of the setting, every game will take on its own 
story and character. There are may character archetypes 
and story paths that have been tried and tested and 
proven effective, and having some idea of what story 
archetype a plot is going to take can help a storyteller  
to build compelling campaign for their characters.

To get the best experience out of the game, it is 
sometimes a good idea to go over some options with the 
players before-hand. If the players have a hand in the 
decision of what kind of a game to run, they can be more 
active in following the paths the storyteller has prepared.

Included below is a list of archetypes, that can be used 
to drive the story of a campaign. This has been included 
mostly as a brainstorming tool to give a storyteller a place 
to start from.

THE TREASURE HUNT
All that glitters is not gold, but it is still shiny. 
Adventurers, as a group, love shiny things.  
The pursuit of lost treasure can mean intrigue, 
competition, and a guarantee for intense conflict.

In the Crimson Realms, civilizations have risen  
and fallen, leaving ancient magics, valuable trinkets,  
and secrets lost to history. Even in more modern  
times, it is the nature of greedy, wealthy people to  
gather possessions, and then often to hide and protect 
their wealth against would-be thieves and treasure 
hunters. Finding and recovering such treasure can be  
a long and daunting task.

In many ways, the principle of the treasure hunt  
is at work in most or all other role-playing quests.  
The idea is to find some goal or directive for the players 
to be pursuing, and then providing both progress and 
challenges as they find their path toward that goal.

THE DAMSEL IN DISTRESS
At some point or another, just about everybody needs 
to be rescued. A rescue mission, whether going after a 
fair maiden or captured soldier, can be a daunting task, 
involving chases, infiltration, and pitched battle.

For the crimson Realms, a character can be the  
prisoner of an evil spellcaster, the slave of a demon, a 
prisoner of war, or any of a number of other examples.  
If the thought of rescuing one in need isn’t enough,  
there is sometimes the prospect of ransom to entice 
characters along.

THE PATH TO POWER
Most beings of power did not begin their existence  
in such a way. For mortals and immortals alike,  
there are many paths to power, ways of transcending 
one’s own nature and entering a whole new world of 
magic and intrigue.

This process can come about through arcane rites, 
stealing the power of others, or through the acquisition 
of some arcane relic. Some caution needs to be taken 
with this quest, however, as it is likely to be a deadly  
and sometimes morally ambiguous process, and even  
in success, the advancing into higher scales of power  
can dramatically shift the campaign, often resulting  
in its end. 

The ROAD HOME
Not all adventurers are nomads and vagabonds. 
Sometimes, all a character wants is to find home, 
familiarity, and rest. However, travel is expensive  
and dangerous, and the path to just about anywhere  
can be fraught with obstacles and hazards, set-backs  
and detours. 

The Crimson Realms is a wide open place, but most 
races and characters have a homeland, a specific place 
where they would have family, friends and the comfort 
of being among one’s own kind. Getting home can mean 
solving other people’s problems for favors, gathering 
money for passage, and often seeing many wonders and 
meeting friends and foes along the way that make such  
a journey worthwhile.

THE ASSASSINATION
For both good and evil, there are always people or  
things out there that desperately need killing.  
However, the more desperate that need is, the more 
dangerous and protected are those foes. These kinds of 
quests are never simply a matter of walking up to them 
and stabbing them, but involve seeking out a character’s 
weaknesses, breaching their defenses and guards,  
and then facing down the foe themselves.

In the Crimson Realms, this kind of a mission could 
mean dragon-slaying, demon hunting, or even the  
slaying of noble rulers or other public officials.  
However, most figures of power also have allies  
and heirs, so whether storming the castle or crawling 
the dungeon lair, adventurer’s often face the later 
consequences of their exploits.
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APOCALYPSE NOW
Between Demons, Unseelie, Undead, and the madness 
of mortal and immortal creatures alike, there are no 
shortage of groups and individuals who are actively 
seeking the end of a town, city, nation or even the world. 
With cataclysmic magics at their disposal, this course of 
action, while foolish, is not entirely unrealistic. It may fall 
to the adventurers to take action to prevent this measure.

On the other hand, maybe it’s the adventurers themselves  
that have a touch of madness, and are seeking destruction  
on a grand scale.  

THE ERRAND
Often, those with wealth and power will hire others 
to perform simple tasks for them. These jobs, such as 
carrying messages, purchasing simple supplies, or making 
some kind of delivery, can sometimes get much more 
complicated than they might otherwise be. Evolving into 
intrigue and adventure that take a small job and turn it 
into a full story.

WILDERNESS SURVIVAL
Much of the Crimson Realms world is wild and 
uncharted. A character who is abandoned or banished to 
such a place may find themselves in a fight for survival, 
not just against the elements, but against the dangerous 
creatures who might prowl these places. The wilderness 
can be a wild and dangerous place, but for many, such a 
home is quite desirable, even if survival there takes a very 
different kind of hard work and perseverance than those 
who dwell in cities and towns. Others are simply trapped 
in the wilderness and are struggling to stay alive.

POLITICAL INTRIGUE
An adventurer is, by nature, generally one who is quick  
to action and eager for conquest. This does, however, 
make them easy targets for the intrigues of others,  
people with influence and resources enough to 
manipulate others and with reasons why they might 
not be able to take action themselves. Players may find 
themselves being used by others, achieving objectives 
that they didn’t intend to or meeting enemies they didn’t 
know they had. 

Players may, on the other hand, find themselves turning 
these tables, providing their own plots and schemes, 
diving head first into the dangerous political arenas.

SERVE AND PROTECT
It is all-too-common for adventurers to find themselves 
on the wrong side of the law. However, they can also 
prove to be a powerful force for truth and justice,  
chasing down criminal elements and bringing order to 

chaos. Serving in a town guard or bounty hunting group 
can be an adventure in and of itself, turning the players 
into an important police force for the safety of whatever 
community they call home.

SOLVING A MYSTERY
The world of the investigator might be about direct 
payment, righting wrongs, or it might just be about the 
thrill of mystery, but either way, an adventuring group 
might find themselves tracking leads and checking 
alibis on their route to uncovering the truth of some 
mysterious occurrence. 

CAUGHT IN THE MIDDLE
Sometimes, one is just in the wrong place at the wrong 
time. When two opposing forces of great power clash,  
an adventurer can find themselves caught in the middle. 
On the other hand, they may find themselves in a 
position to take action, able to influence events one way 
or another based on their own ideas of right and wrong.

A DISH SERVED COLD
Sometimes adventuring is about righting wrongs, 
sometimes about seeking thrills, and sometimes its’  
just simple payback.

THE FUGITIVE
Breaking out of prison is just the beginning of this plot 
arch, where the chases and conflict involve running from 
justice Whether the character is initially innocent or very 
guilty, this kind of a story would involve intrigues with 
allies on both sides of the law, until names are cleared or 
until more dire measures are taken to prevent chase.

SWORD FOR HIRE
One of the simpler archetypes, this plot just involves 
a mercenary heart, where the bottom line is the most 
important factor and the adventurer’s capacity for 
violence becomes an asset in and of itself. This plot  
line is simple to run, and can be adapted to a wide  
variety of specific story-lines.

WHEN ALL ELSE FAILS, BORROW GOOD IDEAS
Home-brew campaigns are not under any kind of 
copyright restriction, and there is nothing wrong  
from borrowing ideas from other games, movies,  
books, or any other resource that the storyteller or 
players think is interesting and fun. Stealing character 
and story concepts is a very quick and easy way to 
provide a great adventure, one that has already proven  
to be well-structured and written by its success in 
whatever market it was pulled from. 
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Managing Combat

TIPS ON MANAGING COMBAT
Thanks to the combat wheel and many options,  
the Mayhem game has great depth in strategy and 
tactics, and sometimes it can be tricky for a storyteller  
to build effective combat challenges. Included below  
are some suggestions that might help combat  
more manageable. 

PREP WORK
It is usually a good idea to have some challenges available  
for the players before the game begins, ready to drop 
onto the table at the appropriate moment.

However, keep in mind that part of the storyteller’s  
job is to make adjustments as they become necessary, 
either increasing or decreasing the challenges for the 
sake of the story. Often, the best philosophy is to 
prepare more content than is needed, and then to  
use what makes the best fiction, leaving out the rest.

USING THE SKILL CAP
The skill cap is the storyteller’s best friend. For the 
players, it represents a limit to how far they can  
develop their skills before they need to stop and  
develop elsewhere. For the storyteller, it is an  
excellent gauge of how strong the players are,  
and therefore how strong their opponents should be.

The following table shows some loose guidelines for 
how strong to make opponents, relative to the players. 
Keep in mind that this does not take into account any 
bonuses that the players or their opposition may have 
access to.

This chart represents a rule of thumb sort of suggestion, 
however, and is not a hard and fast limit. Due to the 
depth of the tactics in the game, players may find that 
taking on enemies of equal skill cap is too easy or too 
hard, and the storyteller can adjust the difficulty as it 
becomes necessary.

Keep in mind, however, that the game does  
not necessarily have to be difficult all the time.  

Minor enemies can still be a threat, even if they just 
represent larger enemies to come. Not every combat has 
to stretch the tactical limits of the players, and some 
combats should be harder than others, as is appropriate 
to the story.

dIFFeRence descRIptIOn QUAntIty OF eneMy

More not worth fighting -

-6 Inconsequential Minor distractions

-4 very easy swarms of smaller creatures

-2 easy enemies outnumber players

normal normal normal, even numbers

+2 Hard players outnumber enemies

+4 very Hard single Foe

+6 extremely tough Boss Fight

More too tough to fight. -

RELATIVE STRENGTHS & WEAKNESS
Also keep in mind that not every player is built exactly 
the same, and that all players are likely to have strengths 
and weaknesses in both offensive and defensive 
capabilities. Some players will be heavily aggressive 
in melee combat, but lack arcane tactics or ranged 
combat, and others may choose one of these strengths. 
Additionally, some characters will be thoroughly 
defended in one or several of their Defensive skills: 
Parry, Dodge, Autonomy, Grit, or Spirit, and will have 
deficits in others. 

Due to the limit of the skill points available, it will be 
very difficult for players to maintain all of their offensive 
and defensive options. This is actually a very good thing, 
because both strengths and weaknesses are important to 
defining the character.

In a similar way, the monsters and opponents that  
a storyteller will send after the player characters  
should not all be generic stacks of hit points and skills, 
but should have some strengths and some weaknesses 

Combat in the Mayhem game can be tricky to run, as the rules and details are complicated to remember all 
of the time. This section will provide some analysis to better understand how the different components of the  
system interact, as well as some shortcuts that will help running combat and other encounters easier and  
more interesting.
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to make them interesting and unique. Like the chart 
above, defensive skills that are above the character’s skill 
cap will be harder to overcome, and skills that are below 
their skill cap will be relatively weak.

Because skills are set in opposites, a big part of the 
strategy of the game will be the capacity to look for 
opponent’s weaknesses and exploit them in combat.  
This works both ways. The storyteller should also be 
keeping track of the player’s strengths and weaknesses, 
and be able to work with them as well.

As a storyteller, however, keep in mind that there should 
be balance. Constantly exploiting weaknesses is going to 
frustrate and annoy players, while constantly focusing  
on their strengths will lead to boring and generic 
encounters. Switching things up will allow for a contrast 
in the action that will make characters feel powerful 
some of the time, while still maintaining a sense of risk 
and danger. Choosing who to hit, when to hit them, 
and how to hit them is part of what makes the game 
interesting for a storyteller, and turns a tactical combat 
into a story-driven encounter. 

TOTALLING BONUSES
As listed in the combat chapter, there are only three 
different kinds of bonuses that can be applied to  
any given roll in the Mayhem Game. These bonuses  
generally scale from 1 to 4 each. Some players are  
more savvy about stacking bonuses to gain a tactical 
advantage, while others are content to simply play the 
game as it comes.

What this means to the storyteller, however, is that  
they have a range between +0 and +12 for applying 
bonuses. A storyteller needs to understand where the 
players are getting their bonuses, and be able to counter 
with their own strategies, either by applying bonuses of 
their own, through the rules, or by simply upping the 
skill levels of opponents. 

COUNTING DAMAGE
The mayhem game counts damage up, rather than  
giving characters a set number of hit-points and 
subtracting down. This allows the storyteller to  
openly track the damage their monsters have taken, 
without having to display what the total life of those 
monsters is to the players. 

Also, this method allows the storyteller to control  
exactly how long combat should last, based on how  
much damage the challenging monsters have taken. It is 
well within the storyteller’s rights to extend a monster’s 
life to raise the challenge, or to drop them early, based on 
the actions of the players, as is most appropriate.  

Often, it can be useful to save the last hits for felling a 
particularly powerful monster, giving out that privilege 
to a character who has had a lot of misses or to one for 
whom it would seem the most dramatic. 

KEEP THINGS MOVING QUICKLY
In situations of complex combat, it is also critical that the 
storyteller keep things moving smoothly, keeping people 
focused enough to keep combat running in a reasonable 
amount of time.

MOB RULES
The combat clock is a mechanic that provides some 
significant strategic and dramatic depth, but it does 
have a key limitation. When there are many units on 
the combat clock, play can slow to a crawl. In these 
situations, the storyteller can take measures to keep 
things running smoothly.

When there are many enemies on the combat wheel,  
it is important to keep all or most of these enemies 
acting together. Having their actions and rolls planned 
quickly can help speed things along. It may also serve the 
game to lower the vitality of these mobbing opponents, 
in favor of a faster combat.  This can also be useful in 
exploiting whelm mechanics.

ARMOR & RESISTANCES
On the same note, heavy armor can greatly slow down 
combat. When many enemies show up, and are capable 
of soaking a lot of damage before even being hurt, it can 
also slow things down. Combat should be fast and fatal, 
so these mechanics should be used sparingly.

FLIGHT, INVISIBILITY, GRAPPLE, & OTHER TACTICS
There are many specific mechanics that have a huge 
impact on the way that the game plays, and can be  
tricky for a storyteller to get around without looking  
like they are just mandating that a character loses.  
Every mechanic, however, has a counter. 

Flight, for example, allows a character to move fast,  
high, and to avoid many close attacks. Keep in mind, 
however, that flying targets make very conspicuous ones, 
and if there are any archers involved, it makes them  
easy targets.

Another challenge of flight combat is the fact that  
it allows them to bypass many challenges entirely. 
The easiest way around this is to make sure that some 
encounters take place in tight quarters. Wings cannot 
function if there is not enough room to flap them.
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 As a last tactic, magic can bring a character to ground 
very quickly. Earth or Ice magics can weigh a target 
down, while air magics could be used to blow a character 
down with some force. If an existing spell does not seem 
to fit this purpose, the storyteller does have the right to 
create arcane effects to suit their purpose. Just remember 
to justify the spell, and to be sure to include some spell 
power check to make sure that there is the random 
chance to resist such an effect.

Invisibility presents a similar challenge. Invisible players 
are hard to deal with consistently, but there are many 
mundane and arcane tricks to detect invisibility.  
Ropes and weights, standing water, thrown flour,  
or any number of other creative techniques can  
identify invisibility fairly easily. 

Sneak skills function in a similar way, but since they 
are tied directly to a skill check, they are necessarily 
identified by a Perception check. Just remember that 
conditions stacked against the player imply conditional 
penalties, which may make checks more reasonable.

Grapple can also be a frustrating mechanic, because 
it does not necessarily depend on a skill, but on an 
attribute. To counter this, just keep in mind that a player 
can attack with a light weapon or unarmed attack within 
a grapple, and that some abilities even grant bonuses 
to these kinds of attacks. Once damage is being dealt, 
a character can gain a conditional bonus to escape a 
grapple, or simply resign themselves to dealing damage 
without escaping.

TRACKING FEEDBACK
As a last tactical difficulty, it can be difficult to track 
feedback for multiple casters during combat. The easy 
solution to this is to not track it. So long as the character 
is not abusing their casting, it shouldn’t be a problem. 

KEEPING PLAYERS INVOLVED
Often, the situation arises where one player, who is a 
little more socially aggressive or understands the combat 
rules a little better, comes to dominate the combat, 
dealing out bigger hits and making more impact than 
others. Conversely, it can also work out such that one 
player ends up taking a lot more punishment than 
others. It is part of the storyteller’s responsibility in these 
situations to pay attention to the level of involvement 
of each player, and to skew combat in their favor. If a 
player has done less damage, let them have the final hit. 
If a player is soaking a lot of hits, steer damage toward 
someone else. 

REWARD CREATIVITY
Often, players can attempt to find a solution to a given 
combat, puzzle, or other situation that fits well outside 
the boundaries of what the storyteller was looking for, 
and sometimes outside of the rules of the system. 

Roll with it. If the players are playing in a way that is 
creative and fun to them, then chances are they are  
going to be running the game in a way that will seem 
more dramatic and fun for everybody. In most cases, 
these solutions should be encouraged and rewarded. 

If this course of action completely undermines the  
story and challenges that the storyteller has prepared, 
then they may want to tell the players that, and see 
if they’re willing to work in a different direction. 
Otherwise, work with them. The creative process  
of this game depends on both the players and the 
storyteller, so when some collaboration is involved,  
the best results can be found. 

COUNTER OVER-USED STRATEGIES
If a game should reward creativity, it should also punish 
catch-all-solutions. There are many mechanics in the 
game that have the capacity to circumvent many of the 
standard challenges a player will fight. Using this kind 
of a solution once, to achieve a stunning victory in a 
dramatic way is fun., but if they start to use the same 
gimmick in every combat and encounter, then it can get 
stale fairly quickly.

In this situation, it becomes the storyteller’s job to begin 
to counter the player’s strategies, driving them to come 
up with new creative options, keeping the game fresh and 
interesting. This doesn’t mean shutting down the players 
entirely, but it does mean strongly encouraging them to 
find other tactics to add to their repertoire. 
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Tricks & Tips

There are entire books written to the ins and outs of storytelling, printed specifically for many game systems.  
Most of these have at least some relevancy to this particular game, and many are very useful in honing the craft.

This section includes just a few of the tricks and tips that we considered most important to running this 
game in particular. As each group learns to build their own games, they will find their own tricks and tips, 
and can add their own notes to their game.

A FEW FINAL NOTES
Apart from the overall structure of storytelling, there are 
a few important notes that many storytellers will find 
useful, including pitfalls and suggestions that can greatly 
improve a game.

KEEP THEM ON THEIR TOES
It is easy for a game like this to become formulaic and 
predictable over time, but when players get complacent, 
the game loses its edge. Betrayals, reversals, surprises and 
unexpected traps are all good ways to keep players on 
edge and on the edge of their seats. If the storyteller can 
put the fear of death into the players early on, they will 
stay more invested and attentive as the story unfolds.

MAIMING & MURDER
Killing player characters is sticky business. If a game 
has no risk, it has no danger, and can lack the severity 
required to build effective suspense. On the other hand, 
players can be very put out if a storyteller arbitrarily 
murders their characters. As a storyteller, being willing  
to kill a player’s character can help drive the story,  
but should be done very selectively. The death and dying 
rules in the game are built specifically to make it difficult 
for characters to die unless the players are willing to let it 
happen, and the Storyteller should follow this example. 
It is a bad idea to kill a character if their player is very 
attached and not willing to let that character go.

Maiming characters is even more tricky. A character with 
gnarly scars, a hook-hand, or an eye-patch can give flair 
and flavor to a character and build intensity in the game, 
but this should be done carefully as well. A player may 
not want their character to spend the whole game being 
picked on in this way.

NATURAL CONSEQUENCES
Actions have consequences. Breaking laws can incite  
the wrath of the local police force, rushing head-first  
into clear danger can result in serious bodily harm,  
and walking into a professional merchant’s shop  
without haggle can end with an empty wallet.  
Often, applying these consequences is a way of  
teaching the players the game, defining the characters  
by their foibles and weaknesses, and adding a sense of 
depth to the game world.

On the other hand, it is always important to keep it  
fun. Often players play role-playing games to push  
their limits and do things they wouldn’t normally do, 
and it is also a good idea to let the players have some fun, 
notwithstanding the consequences. Keeping this balance 
can be tricky, but it is best to keep both perspectives in 
mind and apply what fits best in a given situation. 

USING CONTENT & MODULES
Most players have the capacity to be very creative, and to 
circumvent or side-step many of the encounters that the 
storyteller has planned. Because of this, the storyteller 
needs to be well-prepared, both with extra materials and 
with the capacity to create content on the fly, so that they 
can adjust to the actions of the players and keep things 
on track. 

In the best case scenario, the storyteller will not use all 
of their prepared material, and will likely have to do 
some quick thinking to make adjustments. To some 
storytellers this can be frustrating, but keep in mind that 
the storyteller is also playing a game, and their creativity 
should not end when they’re done making preparations.

There are many great pre-built campaign modules for 
this and other role-playing games that can walk a group 
of characters through a linear plot, but although these 
can be great tools and provide for fun games, it can  
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be much more creative and rewarding to work beyond 
these and build a more open world for the players to 
more personally explore. This allows the players to  
have more control over events, and builds a greater  
sense of investment. 

USER-GENERATED CONTENT
Although the storyteller has access to and is encouraged 
to use all of the content in this book and others, it is 
important to acknowledge that their own creativity and 
ideas can also be interesting and useful. This becomes 
especially relevant once the players have gotten used  
to the content in the book and are looking for  
something different. 

Also, player-generated content should be encouraged,  
but should be approved by the storyteller before it is 
actually used with the other players. Such content tends 
to be relatively unbalanced, and unless it is at least 
looked at, it could be unfair to the other players 

THE STORYTELLER PLAYS TO LOSE
One major temptation in these games, is for the 
storyteller to begin to root for the opposition. After all 
of the time and effort they have put into their creations, 
traps, and enemies, it is hard not to become somewhat 
attached. Although this mentality can make for strong 
characters and challenging encounters, it is also 
important that the storyteller doesn’t ruin the experience 
for the players for the sake of their own pets. Ultimately, 
the storyteller plays to lose. They only win when the 
players are having a good time, which means that their 
own creations need to ultimately fail. 

THE STORYTELLER CHEATS
All of the rules in this game are made with the sole 
purpose of making the game more fun for of the players, 
in one way or another, but that doesn’t mean that they 
are hard and fast and should apply in all situations.  
The storyteller has open license to adjust or ignore rules 
as is most convenient and effective for the specific story 
at any given time. 

THE NUMBER ONE RULE
The storyteller’s number one responsibility, and the  
final word in this section, is for everyone to have fun.  
The storyteller plays the role of the host, making sure 
that all of the players are engaged, that players are 
playing fair, and that everyone is able to contribute and 
participate in the story. All of their preparation and 
execution should be geared to this end.
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There is a wealth of content available for role-playing games, regardless of which particular rules those systems use.  
Reading stories and concepts from each systems provides some great options for your games, and translating  
content from one such system to another greatly widens your options.  

More specifically, this section has some tools for conversion from the d20 system.  While this is only one of 
many great games out there, it is a system that is particularly rich in available content, and so makes the 
most sense for direct conversion. These guidelines, while working well specifically for that system, explain 
some of the ideas behind the conversion process, and can be used for other systems as well.

Conversion from the D20 System And Others

Skill Cap
The Mayhem game uses the skill cap as a way to 
determine a character/monster’s effective level.  
The d20 uses a monster’s Hit Die as a way of  
roughly approximating that character/monster’s level. 
Use the character’s Hit Die as a rough approximation  
of how high-level that monster is. Alternately,  
a character/monster’s challenge rating can also be  
used as their skill cap. In most cases, these two will  
be roughly the same, but some may be higher in some 
than others.

Attributes
To fill out Mayhem attributes from their d20 
equivalents, follow the table below.

MAyHeM AttRIBUte d20 AttRIBUte

strength strength

Agility dexterity

Intelligence Intelligence

Intuition Wisdom

Willpower (Wisdom + constitution) / 2

endurance constitution

charisma charisma

cunning (Agility + Intelligence) / 2

Since Willpower and Cunning don’t have direct analogues to the 
d20 system, it is safe to estimate what these would be for that 
particular character, or to take other stats, such as wisdom and 
constitution for Willpower, or Agility and Intelligence for cunning. 
If this doesn’t quite fit, these numbers can be adjusted according 
to best fit. Also, it is not necessary to get a perfect average between 
the d20 scores.

Attribute Scores
To fill out attribute scores, reduce all attribute scores  
by 6, to a maximum of 16 and a minimum of 1.  
The character’s according skill die should follow  
normal rules.

The attributes in the Mayhem game are designed to 
directly reflect progression among the dice, from d4 to 
d12. Since the effective range of the d20 attributes ranges 
from 3 to 18, (most of which fall between 6 and 18, 
anyway,) it is reasonable to simply subtract 6 from all  
of these attributes.

Attack Skills
In 3.5, the base attack bonus functions essentially as the 
primary attack skill. For some characters, that would 
would be their Melee skill, but for others it could just  
as easily be a shot or thrown skill, or in some cases, 
take the place of their primary magic skill. It may be 
appropriate to apply bonuses based on the normal 
Mayhem guidelines, including equipment, technique,  
and circumstance bonuses, as seems appropriate for  
the character’s weapon, abilities, or other circumstantial 
advantages or disadvantages.

Defensive Skills
In the Mayhem game a character’s defense is based on  
their defensive skills, including parry, dodge, autonomy, 
and grit.

For a character’s Parry skill it is usually safe to use  
3.5 character’s base attack bonus, if they are using  
melee-style attacks, or to lower this by 2 or 4 if  
they are significantly weaker at parrying than they  
are at attacking.

For a character’s Dodge skill it is probably best to  
use their base reflex save value, not including bonuses, 
which should match up fairly directly with the  
Dodge equivalent. If this does not quite match up,  
the storyteller can use it at the skill cap, or 2 or 4 lower.
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For a character’s Autonomy or Grit: the same process can  
be followed as for the Dodge skill, but in place of the 
Reflex save, to use the Will save or Fortitude save,  
for Autonomy and Grit respectively.

MAyHeM ARMOR d20 ARMOR eQUIvALent MAyHeM ARMOR vALUe

Leather/Hide Leather, studded Leather, Hide 2

chain Mail chain shirt, chain Mail 3

Breastplate Breastplate, scale Mail, 4

Half plate Half-plate, 5

Full plate Full plate, 6

Hit Points
Death and unconsciousness in the Mayhem game 
are based on a character’s Endurance and Willpower, 
(Constitution & Wisdom/Endurance) and not on how 
high level they are. To run a d20 character or monster in 
Mayhem, use the death and consciousness limits as you 
would for a normal character, per the chart below.  
For monsters who are designed to be particularly 
physically or mentally resilient, it is possible to add an 
ability that raises their death and consciousness limits 
significantly, by 5, 10, 20, or even higher. These abilities 
should be used carefully, however, since they can really 
affect the flow of combat. Too much life can simply  
make combat drag on, losing some of its tactical and 
cinematic edge.

uNCONSCIOuSNESS 
WILLpOWeR UncOnscIOUs

1-2 5

3-4 10

5-6 15

7-8 20

9-10 25

11-12 30

13-14 35

15-16 40

DEATH 
endURAnce deAtH

1-2 15

3-4 20

5-6 25

7-8 30

9-10 35

11-12 40

13-14 45

15-16 50

Armor Value
A character’s Armor Class in the 3.5 system is essentially 
their difficulty to be hit. Since we use skills such as 
parry and dodge to determine this value, this may not 
be wholly relevant. However, characters who have 
significant physical armor may benefit from an armor 
value in the Mayhem system, which would be called 

damage reduction in the 3.5 system. How much armor 
can be determined by taking the character’s AC bonus 
due to armor and halving it, or by just looking at the 
armor table below, which reflects the armor chart found 
in Chapter 4.

Action Speeds
The combat clock system in the Mayhem game has no 
analogue in the d20 system, which makes it somewhat 
difficult to translate. However, it is not hard to 
approximate, based on the speeds of actions within  
the mayhem game, or to simply guess what it could  
be and work from there. It does not have to be perfect  
to be effective.

If an action seems so negligible it should require no time, 
it is a free action. If it it should require that it happen on 
a character’s turn, but take no significant time, it should 
be an instant action. All other combat-based actions 
should just be arranged on a scale of 1 to 5, as very fast, 
fast, average, slow and very slow action speeds. It can help 
to look at the weapon and spell speeds in the Mayhem 
game to determine what might make the most sense.

Other Skill Levels & Bonuses
In any given monster/character entry in the 3.5  
game system, a character’s bonuses will be listed out, 
including their skill ranks, attribute bonuses, and any 
other modifiers. Since the Mayhem game accounts 
for bonuses a little differently, through the skill die 
system, a direct translation from one to the other may 
be impractical. Instead, it is a simple matter to look at 
what skills that character is using, and which are their 
strongest skills, their somewhat less powerful but  
still proficient skills, what skills they may be weak in,  
and leave all other skills in the very weak category.  
A storyteller can use these distinctions in the  
following table:

pROFIcIency d20 AttRIBUte

Advanced skills equal to skill cap.

proficient skills 2 levels lower than the skill cap.

Weak skills 4 levels lower than the skill cap.

very Weak skills Fewer or no skill levels.

Bonuses for these skills can also be applied  
through equipment bonuses, technique bonuses,  
and circumstance bonuses.
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The transition of skills from one system to the next are 
mostly intuitive, but for a quick guide, the chart to the 
right has an example of what skills may translate best  
to the Mayhem equivalent. This is described for the  
d20 system games, but also applies to other translations 
or later versions of that system. 

MAyHeM sKILLs AttRIBUte d20 sKILLs

Melee strength Base Attack Bonus

parry strength Base Attack Bonus

Athletics strength Jump, climb, swim

thrown Agility Base Attack Bonus

shot Agility Base Attack Bonus

dodge Agility Acrobatics/Base Attack Bonus

Acrobatics Agility Acrobatics, tumble

Lore Intelligence Knowledge, decipher script

Medic Intelligence Heal

tinker Intelligence Open Lock, Use Magic device, Use Rope

Wilderness Intelligence survival

perception Intuition Listen, spot, search

empathy Intuition sense Motive

Animal Intuition Handle Animal, Ride

grit endurance Fortitude save

spirit endurance Approximate

Autonomy Willpower Will save

Intimidate Willpower Intimidate

charm charisma diplomacy

deceive charisma Bluff

Haggle charisma diplomacy

gossip cunning diplomacy, gather Information

steal cunning sleight of Hand

sneak cunning Move silently, Hide

Knowledge Unique Unique to each character/monster

profession Unique Unique to each character/monster

Abilities From Feats
Most abilities can translate fairly well from one game 
directly to another in an intuitive way, keeping in mind 
the limitations of each system. The first step in doing 

this is to determine which branch of the game the ability 
should fall under, then establishing any prerequisites,  
and finally making any adjustments needed based on  
the relative balance of the games. Players should feel free 
to port this kind of content over, but should approve 
these abilities with the storyteller. Making balance 
adjustments is the responsibility of the storyteller, 
even if done on the fly as an ability shows itself to be 
imbalancing or underpowered.

A good example is the “Power Attack,” ability. In the  
3.5 system, the character can use this feat to take an 
effective -1 penalty to hit, in exchange for a +1 or  
+2 bonus to damage. This kind of an ability translates 
fairly well from game to game. First, this ability is a 
combat ability, so it may fit as an advanced ability under 
some of the heavier weapon techniques, such as axes 
or heavy swords, or it may fit well under the Strength 
ability tree. Either of these would work, hypothetically. 
Second, under the strength ability group, the ability 
might have a strength requisite of 10, or under a heavy 
weapon, it may have a requirement of 2 basic abilities. 
Last, the ability might need some adjustment. If the 
translated ability seemed too srong, the storyteller  
might apply a limit to the number of times this exchange 
can be made. If the ability seemed too weak, they could 
adjust the damage ratio.

d20 skill check difficulties
Many modules include skill checks, and these  
function in very similar ways. Difficulties between  
the two games translate fairly closely, except that the 
d20 system has a higher average result. Decrease all skill 
difficulties for non-combat skills by 6 to accommodate 
this differences. As always, a storyteller can increase or 
decrease these difficulties in order to provide a stronger 
or weaker challenge.

Explanation: The differences in range is due to the  
d20 having a higher average roll than the average skill 
die, the d8, (10.5 vs 4.5,) and that they start skill levels 
4 ranks higher. Again, attribute bonuses are accounted 
for by the skill die increase, since attribute bonuses in 
a 3.5 range from +1 to +5 as a starting character, and a 
die increase is effectively a +1 bonus, when it comes to 
average random numbers, making a d10 an effective  
+1, up to a d16, which is an effective +4.

In short, in order to compensate for all of these  
factors, most skill checks should be lowered by about 6. 
Take note that saving throws and attack skills in the  
d20 system do not quite fit the same progression as other 
skills. When translating these difficulties, it may not be 
necessary to lower them quite as far, depending on the 
desired difficulty of these checks.
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The d20 system includes more bonuses, and the  
d20 has a wider range of results than the d4 to d12 used 
in the Mayhem game. Converting these Skill Difficulties, 
however, is not as complicated as it might seem.  
Since the d20 has an average roll of 10.5, and the d8,  
the average Mayhem die, has an average roll of 4.5,  
again the most direct way to reduce the skill check 
difficulties is to reduce the target number by 6.  
The d20 system has more bonuses available in its 
content, but some of those bonuses are accounted for  
in the Mayhem game through the skill die system.

Damage Values & Action Speeds
Due to the differences in the way hit points work, 
damages in the Mayhem game are accordingly very 
differently from those in the d20 system, and so cannot 
be directly converted.

For physical attacks, monsters can use the following 
approximations, based on the kind of attack that is  
being used. Due to the Crit system and the way 
that skills work, damage will increased based on the 
character’s skill levels, so the basic damage statistics can 
stay the same from level one to level 20. More human 
characters can simply wield weapons with the statistics 
found in Chapter 4.

Arcane attacks are a little different. Higher level magics 
can dish out a great deal of harm very quickly, but also 
come at the cost of higher feedback cost and generally 
slower action speeds. The following chart has some 
examples of arcane damage effects scaled for low, 
medium and high power levels.

Making Adjustments
In a game like Mayhem, good Storytelling is about 
knowing when to shoot from the hip and make 
adjustments on the fly. If any outside concepts seem  
too weak or too powerful, talk to the players, and see 
what changes need to be made. Just remember that the 
game is set up for players to have fun. Abilities that are  
a little too powerful may make the players feel strong,  
but shouldn’t do so at the expense of other players. 
Abilities that are too weak will add suspense, but may 
leave the players frustrated and disappointed. 

Make the game your own
Watch the play-style of your group to know exactly  
what makes for the best game, and don’t be afraid to  
add abilities, characters, races, or spells that bring out  
the kind of game that people want to play. 

AppROxIMAtIOn LeveL speed dAMAge

chill Ray Low Fast 2d8

Lightning Low Fast 3d6

Fireball Low slow 2d12

gravity crush Low slow 4d6

chill Ray II Medium Average 4d8

Lightning II Medium very Fast 5d6

Fireball II Medium slow 3d12

gravity crush II Medium slow 6d6

chill Ray III High slow 6d8

Lightning III High very slow 7d6

Fireball III High slow 5d12

gravity crush III High slow 8d6
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