
Creating a Character 

Creating characters is rather easy, and average creation time shouldn’t be more than 15-20 

minutes. This ease of character creation is meant to allow new players to quickly join in, as 

well as allowing dead character to be replaced quickly. 

To create a character, follow these steps: 

1) Determine your starting Ability Scores and Modifiers, as per your GM. 

2) Choose a class out of those available, and invent a short but interesting backstory. 

3) Roll for the character’s Starting Vitality and Stamina, using their class Hit Die. 

4) Apply the 1st Level class features of the class you’ve chosen. 

5) Determine the character’s physical stats (height, weight, etc.), and give them a name. 

At this point, you’re ready to adventure! 

Ability Scores 

There are 6 Ability Scores that determine the physical and 

mental capabilities of a character, as noted below.  

Strength (STR) is the body’s physical power, brawn and muscle.  

Constitution (CON) is the body’s health, fitness, and capability to 

heal itself. 

Dexterity (DEX) is the body’s action and reaction speed. 

Intelligence (INT) is the mind’s capability to process information 

and tap into magic. 

Willpower (WIL) is the mind’s resistance to outside forces, both 

magical and mundane. 

Charisma (CHA) is the mind’s capacity for emotion and awareness of self.  

Ability Scores range from 3 to 18, often resulting from rolls of 3d6 (but not always).  

Personally, I prefer creating a 6x6 grid with arrays of Ability Scores, and allowing players to 

choose one column, row or corner-to-corner diagonal. Once chosen, the player may start 

from one end and work their way to the other side, placing the chosen Ability Scores in order 

until all are filled. Your GM may have other methods they prefer. 

Table A: Ability Scores 

Ability Score Modifier 

3 -3 

4-5 -2 

6-8 -1 

9-12 0 

13-15 +1 

16-17 +2 

18 +3 



Health 

In this system, a character’s health is expressed via two separate statistics, Vitality and 

Stamina. Rarely, the term Hit Points or HP may be used to refer to the sum total of these. 

Vitality is the physical health and well-being of the character.  

Stamina is the combination of skill, luck and adrenaline that a character may use to avoid 

serious injuries.  

To find a starting character’s Vitality, roll their Hit Die (as per their chosen class), and add 

any CON Modifiers. A character cannot start with less than 2 Vitality, regardless of rolls or 

modifiers. Vitality caps out at the full class Hit Die (or Dice, for Gurrashi and Jhagers), plus 

anything gained from CON bonuses. A starting character’s Stamina is half (rounded down) of 

their Vitality. 

For example, Rob decides to roll up Udoroth, a large, angry Fighter. Once he finds Udoroth’s 

Ability Scores, he rolls a d8 for HP and gets a 5. Udoroth’s CON is 16 (+2), which gives him a 

starting 7 Vitality. Half of 7 is 3.5, which when rounded down gives Udoroth 3 Stamina. 

Increasing Stamina and Vitality 

Upon attaining a new Experience Level, the class Hit Die is rolled. If a character’s Vitality from 

their class has not been capped, the result is added to Vitality first. Anything beyond that is 

added to Stamina. If a class’s Hit Die progression even becomes just “+X”, that result is 

simply added to Stamina, and Vitality cannot be further increased (except by magical means). 

Udoroth has been carving a swath through the vile hordes, and earns enough experience to 

level up. Rob rolls for Hit Points, and gets a 7. Since Udoroth’s Vitality was not capped, Rob is 

able to put 3 points towards Vitality. With his +2 CON and 7 Vitality from 1st Level, Udoroth’s 

Vitality is now 12. The remaining 4 points are put towards Stamina, so Udoroth continues 

play with 12 Vitality and 7 Stamina. Since Udoroth’s Vitality is now capped, any extra Hit 

Points will be added directly to Stamina, while Vitality will only increase by +2 per level. 

Injuries and Death 

A character can be injured in a number of ways. Any attack that deals maximum damage, is 

considered a Sneak Attack, or deals half (or more) of the character’s maximum Vitality at 

once (a.k.a. bloodying the character) will cause a serious injury. The specifics of the injury 

should be left to the GM and definitely be related to the cause of the injury, but in every case 

any remaining Stamina is lost.  



If a character is reduced to 0 or less Vitality, they have a number of rounds to remain 

conscious, equal to their Hit Die plus their current Vitality. Any exertion will result in the loss 

of an additional Vitality per round. A character dies once their Vitality reaches the negative of 

the full class Hit Die (so a Fighter would die at -8 Vitality, while a Gurrash dies at -14). 

Once unconscious, if the character is uninjured they recover 1 Vitality per 10 minutes, until 

reviving at 1 Vitality. If unconscious and seriously injured, the character must make an 

Average Fortitude save each round, or die from their wounds. 

Healing 

A character’s Stamina is far easier to recover than Vitality, as a character may spend 1: 

minutes of minimal effort (catching their breath, cleaning weapons, or just bragging to any 

within earshot) outside of combat in order to regain one Hit Die of Stamina. However, if the 

character has any serious injuries, they cannot recover Stamina until they are treated. 

To recover lost Vitality, one must turn to medicine, magic, or (oftentimes) both. Under care 

from a trained professional, an uninjured character regains lost Vitality equal to their 

caretaker’s Medicine skill plus their CON Modifier per day. Without care, uninjured 

characters only heal their CON Modifier’s worth of Vitality on a daily basis. Kythera are an 

exception, as their unique physiology requires Arcana or Tinkering checks instead of Medicine 

to heal Vitality. 

Healing serious injuries takes time, skill and supplies, all of which tend to be in short supply on 

the battlefield. Successful Medicine checks will field-treat serious injuries, which allow the 

character to recover Stamina, as well as follow the uninjured rules for unconsciousness 

(unless re-injured).  

Full treatment for serious injuries requires access to medical supplies and equipment, which 

most cities and populous towns have in their hospitals. More rural areas tend to have 

significant travel times to such facilities, which leads to many serious injuries being either 

maltreated or resulting in death. Regardless, serious injuries require significant time to heal, 

and even when healed the injured character’s quality of life is drastically changed.  

  



Weapon Mastery 

As a person moves from their former life into the role of an adventurer, they learn the skills 

and abilities required to use a weapon in self-defense. Weapon Mastery is the codification of 

those skills and abilities.  

Each 1st Level character starts with four Mastery Points to allocate, with each class gaining 

more points as listed below. These points can be used to advance the Mastery of an already 

known weapon, or to learn a new weapon at Basic Mastery. A 1st Level character cannot 

begin with Mastery higher than Skilled. 

Table B: Weapon Mastery 

Mastery Level Accuracy Damage Armor Class 

Unskilled -1 ½ - 

Basic 0 Normal - 

Skilled +2 +2 +2 

Expert +3 +1d6 +3 

Master +4 +2d6 +4 

Grand Master +5 +3d6 +5 



Fighter 

Save Modifiers: Fortitude +1, Evasion ±0, Spirit -1 

Fighters are hardy explorers, front-line fighters, and burly 

waterfront bouncers. Armor-clad knights, bare-chested 

barbarians, and ramshackle mercenary captains all fit the 

class of Fighter. They are the toughest men around, and 

are more than happy to pick a fight.  

Fighters may cleave through fallen foes, hewing their way 

through foul beasts and hordes of gibbering creatures all 

the same. When a Fighter fells an opponent, they may 

immediately make another melee attack against another 

foe. If this second foe is also felled, the Fighter may 

continue to make attacks, as long as each opponent is 

felled and within range.   

Table C: The Fighter 

Level 
Hit 

Dice 
Mastery 
Points 

Exp. 
Points 

1 1d8 4 0 

2 2d8 +1 20 

3 3d8 - 40 

4 4d8 +1 80 

5 5d8 - 160 

6 6d8 +1 320 

7 7d8 - 640 

8 8d8 +1 1,280 

9 9d8 - 1,400 

10 +3* +1 1,520 

11 +6* - 1,640 

12 +9* +1 1,760 

13 +12* - 1,880 

14 +15* +1 2,000 

15 +18* - 2,120 
*Adds to Stamina only, and CON 
Bonuses to Vitality no longer apply. 



Specialist 

Save Modifiers: Fortitude -1, Evasion +1, Spirit 

±0 

Specialists are jacks-of-all-trades, able to quickly 

learn a number of useful adventuring skills. The 

charming minstrel, the studious sage, the 

nimble thief; all and more are Specialists with 

the appropriate skill advances. 

A Specialist automatically gains skill advances, 

as described in the Skills section.  

In addition, a Specialist may perform a Sneak 

Attack, a stealthy attack from behind an 

opponent, meant to cripple or kill. This requires 

the Specialist to remain undetected, must be 

performed with Medium or smaller weapons, 

and on a successful hit multiplies the damage 

dealt to the opponent. If the Specialist is Dual 

Wielding, both attacks gain the multiplier. 

At 1st Level, this multiplier is only ×1, but the Specialist may advance this multiplier as though 

it were a skill by spending skill advances. However, due to the power of such attacks, the 

Sneak Attack multiplier may only be advanced once every three levels.   

Table D: The Specialist 

Level 
Hit 

Dice 
Mastery 
Points 

Skill 
Advances 

Exp. 
Points 

1 1d6 4 4 0 

2 2d6 - +2 15 

3 3d6 +1 +2 30 

4 4d6 - +2 60 

5 5d6 - +2 120 

6 6d6 +1 +2 240 

7 7d6 - +2 480 

8 8d6 - +2 960 

9 9d6 +1 +2 1,070 

10 +2* - +2 1,180 

11 +4* - +2 1,290 

12 +6* +1 +2 1,400 

13 +8* - +2 1,500 

14 +10* - +2 1,600 

15 +12* +1 +2 1,700 
*Adds to Stamina only, and CON Bonuses to 
Vitality no longer apply. 



Crusader 

Save Modifiers: Fortitude -1, Evasion ±0, 

Spirit +1 

Crusaders are hardy soldiers of the 

churches, proselytizing in the name of 

their chosen pantheon and fighting the 

enemies of their gods. Calling divine favor 

in the form of boons, they use favor dice 

to power these gifts. Not to say there 

aren’t those who seek the favor of the 

divine for less wholesome ends, and such 

Crusaders are dangerous foes. 

While each pantheon, and possibly each 

deity, may have its own set of boons to 

bestow, below are the list of boons 

available to Crusaders of both available 

pantheons. 

Table F: Boons of the Nine Above 

Deity Boon Granted 

Davain Cure a non-magical poison or disease 

Brela Recover 1d6 Stamina and Vitality 

Xar Grants a Minor Anti-Magic field to the recipient for 10 minutes 

Annaelyn  Protection from unholy creatures for (1d6×10) minutes, or until recipient attacks 

Yaranna Remove corruption within 1:’, including contamination of food and drink 

Tirwyn Next successful weapon strike deals +1d6 damage to unholy creatures 

Ila +1d6 AC for 10 minutes (does not stack) 

Kenric For 10 minutes, choice of one elemental damage type is reduced by 1d6 

Gaway Holy symbol shines, illuminating 15’ around the crusader for (1d6×10) minutes 

The Nine Above are a gathering of deities led by the Sun Father, Davain. Originally a disparate 

mish-mash of local deities, the years have brought them together in the minds of the 

common man. Worship of the pantheon as a whole is common, but there are large sects 

that follow the teachings of a particular deity more closely, and interaction remains fairly 

peaceful. 

Table E: The Crusader 

Level 
Hit 

Dice 
Mastery 
Points 

Boons 
Favor 
Dice 

Exp. 
Points 

1 1d6+1 4 - - 0 

2 2d6+2 - 2 1 17 

3 3d6+3 +1 +1 2 35 

4 4d6+4 - - 4 70 

5 5d6+5 - +1 5 140 

6 6d6+6 +1 - 7 280 

7 7d6+7 - +1 8 560 

8 8d6+8 - - 10 1,020 

9 9d6+9 +1 +1 11 1,130 

10 +2* - - 13 1,240 

11 +4* - +1 14 1,350 

12 +6* +1 - 16 1,460 

13 +8* - +1 17 1,570 

14 +10* - - 19 1,680 

15 +12* +1 +1 20 1,790 
*Adds to Stamina only, and CON Bonuses to Vitality no 
longer apply. 



Table G: Boons of the Hallowed 

Deity Boons Granted 

Mother Recover 1d6 Stamina and Vitality 

Cure a non-magical disease 

Father Prevent speaking or spellcasting within 3:’ for (1d6×10) minutes 

Seals closure with sigil for (1d6×30) minutes, bars entry by unholy creatures 

Sister Determine whether a person or object is unholy/possessed/enchanted 

Allies receive a +2 bonus to Morale for 10 minutes 

Brother Removes fear, magical or otherwise 

Next successful weapon strike deals +1d6 damage to unholy creatures 

Bastard For 10 minutes, choice of one elemental damage type is reduced by 1d6 

The Hallowed are a small pantheon with relatively few followers, though their numbers are 

growing as the faith spreads. Conceived as a family of the divine, there is already a breakaway 

sect that does not consider the deity known as the Bastard as part of the divinity. 

Unfortunately, this sect is rather militaristic, and much of the reason the faith has not spread 

is due to constant warring between the two sects.  

If you wish to create your own pantheons, the following list of boons may provide inspiration. 

1. Antidote: negate the effects of poison if used within 10 minutes. 
2. Awe: impose a -2 penalty to enemy morale checks for one combat. 
3. Bless: grant +1d6 towards a single specific action (use prior to roll). 
4. Clear: counteract a magical mental effect, such as confusion or charm. 
5. Cure: recover 1d6 Stamina and Vitality. 
6. Courage: removes fear, magical or otherwise. 
7. Dispel: grants a Minor Anti-Magic field to the recipient for 10 minutes. 
8. Exorcise: drive out a possessing spirit, which may not return to the same host. 
9. Inspire: allies receive a +2 bonus to Morale for 10 minutes. 
10. Know: determine whether an object or person is unholy/possessed/enchanted. 
11. Light: holy symbol shines, illuminating 15’ around the crusader for (1d6×10) minutes. 
12. Protect: +1d6 AC for 10 minutes (does not stack). 
13. Purify: remove corruption, including contamination from food or drink. 
14. Question: know if the answer to one question is a lie. 
15. Remedy: cure a non-magical disease. 
16. Resist: for 10 minutes, choice of one elemental damage type is reduced by 1d6. 
17. Seal: seals closure with sigil for (1d6×30) minutes, bars entry by unholy creatures. 
18. Silence: prevent speaking or spellcasting within 3:’ for (1d6×10) minutes. 
19. Smite: next successful weapon strike deals +1d6 damage to unholy creatures. 
20. Ward: protects from unholy creatures for (1d6×10) minutes, or until recipient attacks. 

 



Warlock 

Save Modifiers: Fortitude ±0, Evasion -1, Spirit +1 

Warlocks are the dabblers in the dark arts, 

purveyors of all that roils in the primal chaos of the 

elements. They tap into forces best left unseen, 

using power best left alone in order to unleash 

powerful magic at their opponents.  

Warlocks cast spells using Mana Dice, and may tap 

into the Blood Die when casting. This constant 

temptation of power may lead some Warlocks 

down dark paths, and rumors abound of demonic 

pacts and ritual sacrifices.  

Warlocks, unlike spellcasters in other tabletop 

games, may spend Mastery Points and wield any 

weapon they see fit. At least one hand is needed to 

be free, though one can drop a weapon or remove 

a hand from a 2-handed weapon as needed. 

Armor, too, is not off limits, though spells may not be cast if the Warlock is wearing Heavy 

armor, or while Severely Encumbered or heavier. The restricted mobility of carrying such 

weight precludes easy movement, which is needed for accurate spellcasting.  

Table H: The Warlock 

Level 
Hit 

Dice 
Mastery 
Points 

Mana 
Dice 

Exp. 
Points 

1 1d6 4 1 0 

2 2d6 - 3 25 

3 3d6 +1 4 50 

4 4d6 - 6 100 

5 5d6 - 7 200 

6 6d6 +1 9 400 

7 7d6 - 10 800 

8 8d6 - 12 1,600 

9 9d6 +1 13 1,750 

10 +2* - 15 1,900 

11 +4* - 16 2,050 

12 +6* +1 18 2,200 

13 +8* - 19 2,350 

14 +10* - 21 2,500 

15 +12* +1 22 2,750 
*Adds to Stamina only, and CON Bonuses to 
Vitality no longer apply. 



Gurrash 

(Pronounced Ger–RASH, plural Gurrashi) 
 

Save Modifiers: Fortitude +1, Evasion -

1, Spirit ±0 

The Gurrashi are a proud and hardy 

race, built to withstand the hardships of 

the harsh southern wastes. Their 

rough, reptilian skin helps protect them 

from harsh winds, and they can retain 

significant fat stores when hunting 

becomes scarce. For these reasons, 

Gurrashi tend to have sturdy living 

quarters that can easily pack up and 

move with prey. 

A Gurrash in his prime averages 7’ tall, 

and weighs approx. 300 lbs. This 

weight is mostly muscle and bone, 

though preceding times of famine this 

can increase significantly. A Gurrash’s tail, while not prehensile, is also incredibly muscular 

and dangerous in its own right (Minor weapon, Off-Hand, Lash, cannot disarm, does not hit 

self on miss). Gurrashi do not have any body hair, but have a variety of earthy colors 

patterned across their skin, and these patterns are combined with scarification and tattoos 

to denote military rank, clan, gender, and other social statuses among other Gurrashi. 

Clothing and armor is rather utilitarian, meant to aid survival rather than look gaudy. 

Gurrashi culture is very religious, led by the Order of the Silver Hand. This order is dedicated 

to the eradication of evil and unnatural beings in their lands, and to be chosen as an 

adventurer is an honor and privilege among the Gurrashi peoples.  

As mentioned above, Gurrashi are sturdy, and treat their STR Modifier as one higher for 

encumbrance purposes. 

Gurrashi have incredible night vision, allowing them to see in darkness as though it were 

broad daylight. Training under the Order of the Silver Hand has also allowed adventuring 

Gurrashi to detect magic up to 6:’ away, though walls and other obstacles block this sight. 

Table I: The Gurrash 

Level Hit Dice 
Mastery 
Points 

Boons 
Favor 
Dice 

Exp. 
Points 

1 1d8 4 1 1 0 

2 1d8+1d6 +1 - - 22 

3 2d8+1d6 - - 2 45 

4 2d8+2d6 +1 +1 - 90 

5 3d8+2d6 - - 3 180 

6 3d8+3d6 +1 - - 360 

7 4d8+3d6 - +1 4 720 

8 4d8+4d6 +1 - - 1,440 

9 5d8+4d6 - - 5 1,570 

10 5d8+5d6 +1 +1 - 1,700 

11 +2* - - 6 1,830 

12 +5* +1 - - 1,960 

13 +7* - +1 7 2,090 

14 +10* +1 - - 2,220 

15 +12* - - 8 2,350 
*Adds to Stamina only, and CON Bonuses to Vitality no 
longer apply. 



Gurrashi, like Crusaders, have boons and favor dice from following the Order of the Silver 

Hand, described below. 

Table J: Boons of the Silver Hand 

Negate the effects of poison if used within 10 minutes 

Counteract a magical mental effect, such as confusion or charm 

Grants a Minor Anti-Magic field to the recipient for 10 minutes 

Remove corruption, including contamination from food or drink 

Seals closure with sigil for (1d6×30) minutes, bars entry by unholy creatures. 

Next successful weapon strike deals +1d6 damage to unholy creatures 

Protects from unholy creatures for (1d6×10) minutes, or until recipient attacks 

When dealing with other races, Gurrashi are often curt, tending towards short, precise 

conversations meant to get right to the heart of issues. They see humans as dangerous 

allies, often dabbling in things they probably ought not, but respect their willingness to put the 

needs of the many over the wants of the few.  

Gurrashi interaction with the Immryn is guarded, as few Immryn stray into the wastes for any 

significant period of time. Those that do find themselves the object of hesitant curiosity, as 

most Gurrashi will go decades without seeing a single Immryn.  

Gurrashi and Jhagers are similar in demeanor, as both are powerful apex predators able to 

survive in unforgiving environments. However, this similarity often leads to clashing where the 

two races may come into contact together. There is little love lost between the two races, as 

Gurrashi see Jhagers as either prey or competition, neither of which pleases them.  

Kythera are a mystery to Gurrashi, as they are to most other races. A Gurrash will not 

hesitate to work alongside Kythera, if only to get closer to them and figure out how they work. 

A handful of Gurrashi believe that Kythera are unwholesome creatures, outsiders to the 

natural order and are to be purged. While this mindset hasn’t quite caught on with the rest 

of the clans, it hasn’t been discarded either. 

Typical Male Names: Akka, Apni, Cruzi, Eshra, 

Grigr, Mogosh, Ushed, Zalashe 

Typical Female Names: Ahkre, Ahri, Emye, 

Eshek, Irihmi, Kari, Lytivi, Pova  

Table K: Gurrashi Statistics 

Male Height 6’6” + 2d6” 

Male Weight 270 lbs. + (1d6×10) lbs. 

Female Height 6’4” + (1d6+3)” 

Female Weight 250 lbs. + (1d6×10) lbs. 

Average Lifespan 70 yrs. + 1d12 yrs. 



Immryn 

(Pronounced IM-rin, plural Immryn) 
 

Save Modifiers: Fortitude -1, Evasion 

±0, Spirit +1 

Gaunt and mysterious, the violet-

skinned Immryn are attuned to the 

sway of the magical leylines. Reclusive, 

even xenophobic, Immryn are rarely 

seen by other races, which has led to a 

number of odd rumors and stories 

about them. 

Immryn tend towards loose robes and 

flowing clothing, often tied around the 

waist and shoulders. Magenta crystals 

erupt from the skin around extremities, 

and grow over the torso and hairless 

skull of elder Immryn. 

This crystalline armor is actually bone growths of the Immryn, a defensive trait that is also 

seen as a sign of age and respect. These growths will weave around the Immryn’s body in 

intricate filigree patterns, providing an increasing AC bonus. It also has some minor 

bioluminescent properties, though nothing strong enough to use as a light source. 

As highly magical beings, it’s no surprise that Immryn can use Mana Dice to cast spells. They 

gain slightly more Mana Dice than Warlocks, and passively draw mana from the leylines over 

the course of the day, recovering one Mana Die per hour of rest or light exertion (walking, 

riding horses at a trot, etc.). However, with both the crystalline armor and natural connection 

to the leylines of magic, Immryn cannot cast spells while Moderately Encumbered or heavier, 

or while wearing Medium or heavier armor. 

Immryn have also developed a second sight, an innate ability to sense magic up to 9:’ away. 

This sight is dimmed somewhat by obstacles, walls and the like, though particularly powerful 

magic will still be faintly visible.  

Table L: The Immryn 

Level 
Hit 

Dice 
Mastery 
Points 

Mana 
Dice 

Crystalline 
Armor 

Exp. 
Points 

1 1d4 4 2 +1 AC 0 

2 2d4 - 4 - 20 

3 3d4 - 6 +2 AC 40 

4 4d4 +1 8 - 90 

5 5d4 - 10 - 180 

6 6d4 - 12 +3 AC 360 

7 7d4 - 14 - 750 

8 8d4 +1 16 - 1,500 

9 9d4 - 18 +4 AC 1,625 

10 10d4 - 20 - 1,750 

11 +1* - 22 - 1,875 

12 +2* +1 24 +5 AC 2,000 

13 +3* - 26 - 2,125 

14 +4* - 28 - 2,250 

15 +5* - 30 +6 AC 2,375 
*Adds to Stamina only, and CON Bonuses to Vitality no 
longer apply. 



As mentioned above, Immryn are a reclusive, nomadic race, following the leylines as they shift 

and change. Because of this, large Immryn-centric communities are rare, often positioned on 

or near major intersections of leylines. Smaller groups of Immryn follow the path of the leyline 

itself, rarely staying in one place for very long unless a more important matter needs 

attending to. 

There are a number of thoughts as to why the Immryn place so much value on the leylines, 

though few are close to the truth. In the distant past, the ancestors of the Immryn nearly 

destroyed the world by disrupting key points of the leylines. While they realized the folly of 

their actions, damage had been done, and the world itself had changed irrevocably. As 

penance, the Immryn follow the leylines, searching for any signs of their ill-fated plans in an 

attempt to repair the world. 

Humans are far and away the most likely to run into Immryn, if only due to numbers. While 

Immryn don’t share the reasons for their travels, they do not mind the help. Some Immryn 

even take up residence in human settlements, as they’re intrigued by the younger race’s 

natural curiosity and talent with magic. However, the presence of Warlocks, with their 

penchant to draw power from both leylines and living beings, worries the Immryn. 

Gurrashi, on the other hand, are regarded as far less likely allies. The Immryn follow no deities 

of their own, so to see a race so devoted to their religion is a bit of an eccentricity. Not to say 

that the Immryn look poorly on the Gurrashi, especially when one of their Order can call on 

obvious magic without risking damaging the leylines. 

Immryn look down on the Jhagers with disdain, seeing them as primitive beasts interested in 

not much more than hunting and killing. Such unmagical creatures are of little use to the 

Immryn’s goals, and as such Immryn tend to simply ignore the Jhagers as a whole. 

The Kythera are the closest to the Immryn, as both are very magical races. The Immryn have 

their own thoughts on the creation of the Kythera, in that they believe the Kythera are a 

manifestation of the world’s will to heal itself. Given this, Immryn will happily work side by side 

with the constructs. 

Typical Male Names: Athol, Cein, Leyel, 

Shathad, Thalok, Theilis 

Typical Female Names: Eleth, Lesha, Lyla, 

Shesyl, Thail, Ulshe  

Table M: Immryn Statistics 

Male Height 5’1:” + 1d4” 

Male Weight 80 lbs. + (1d4×10) lbs. 

Female Height 5’6” + (1d4+2)” 

Female Weight 70 lbs. + (1d3×10) lbs. 

Average Lifespan 125 yrs. + (1d6×5) yrs. 



Jhager 

(Pronounced JAY-ger, plural Jhagers) 
 

Save Modifiers: Fortitude ±0, Evasion +1, 

Spirit -1 

Jhagers are the silent stalkers of the 

forests, stealthy hunters who have little 

concern for anything more than the bare 

necessities. Jhager communities are well-

hidden amidst the forests, yet they see the 

strength in numbers. 

Jhagers tend to be shorter than other 

races, with 5’ being the upper limit of 

healthy adults, though their lithe frame 

belies their power. A Jhager may appear to 

be at rest, but is patiently waiting, looking 

for the perfect moment to strike. 

Feline in nature, Jhagers are skilled hunters 

and expert trackers. Naturally curious, they are able to automatically gain skill advances as 

Specialists do. Additionally, a Jhager begins play having advanced both Stealth and Naturalis 

once, given their propensity for stalking. Unlike Specialists, a Jhager may not advance Sneak 

Attacks.  

Jhagers have highly developed night vision as well, enabling them to see in darkness as clear 

as day. While they tend to be mostly diurnal, there are a few Jhagers that take time to hunt 

the creatures of the dark, driving away any threats to the community. 

On a whole, Jhager culture is rather atavistic, focusing on the baser instincts of hunger, 

protection and procreation. This simple way of life can and does appear as savage and 

unintelligent to the other races, little more than tribal predators. There are Jhagers who 

know of and exploit these prejudices, and will play along only to strike when least expected. 

  

Table N: The Jhager 

Level Hit Dice 
Mastery 
Points 

Skill 
Advances 

Exp. 
Points 

1 1d6 4 1 0 

2 1d6+1d4 - - 17 

3 2d6+1d4 +1 +1 30 

4 2d6+2d4 - - 65 

5 3d6+2d4 - +1 130 

6 3d6+3d4 +1 - 260 

7 4d6+3d4 - +1 520 

8 4d6+4d4 - - 1,040 

9 5d6+4d4 +1 +1 1,180 

10 5d6+5d4 - - 1,320 

11 +2* - +1 1,460 

12 +4* +1 - 1,600 

13 +6* - +1 1,740 

14 +8* - - 1,880 

15 +10* +1 +1 2,020 
*Adds to Stamina only, and CON Bonuses to Vitality no 
longer apply. 



Jhagers tend towards minimal clothing, often eschewing it (“going skyclad”, as they call it) 

when not in mixed-race company. Going skyclad, they reason, allows them to sense the 

presence of nature wherever they go. A small benefit is it allows the instant recognition of 

Jhagers during hunts, as each Jhager has a unique spot pattern on their short fur.  

Humans and Jhagers often have strained, antagonistic relationships, as Jhagers often see 

young, infirm or elderly humans as prey. More adventurous Jhagers will join human 

communities for one reason or another, though they tend to stay on the outskirts of society 

to avoid conflicts. Rare occasions have found Jhagers who’ve worked with the same group of 

people to consider them a sort of extended family, and will fight to the death to protect them. 

Jhagers see Gurrashi as clumsy, oafish brutes, used to getting their way and quick to anger if 

they do not. As such, they will antagonize the Gurrashi when they have the chance. 

Skirmishes between the races are not uncommon, though cooperation is possible to serve a 

greater good. 

Immryn tend to be left alone by Jhagers whenever encountered, as their magic is frightening 

and destructive. Without magic of their own, Jhagers do their best to avoid angering the 

crystalline wizards, lest they be antagonized into unleashing forces beyond the ken of the 

Jhagers. 

Little love is held for the Kythera, as their large build, clumsy movement and knack for 

inopportune luck has foiled a Jhager hunt on more than one occasion. Not to say the Jhagers 

hate them, but interactions between the races tend to be cool at best.  

Typical Male Names: Bacab, Bahlam, Chowen, 

Kauil, Pekua, Tabai, Xaman 

Typical Female Names: Akna, Chaaca, 

Hunahp, Ixchel, Qaholom, Tepeu, Yaluk 

 

  

Table O: Jhager Statistics 

Male Height 4’2” +1d1:” 

Male Weight 95 lbs. + (1d6×15) lbs. 

Female Height 3’1:” + 2d6” 

Female Weight 85 lbs. + (1d6×10) lbs. 

Average Lifespan 50 yrs. + 2d10 yrs. 



Kythera 

(Pronounced KITH-err-ah, plural Kythera) 
 

Save Modifiers:  Fortitude +1, Evasion ±0, Spirit -1 

Enigmas to most, the Kythera are a relatively new race. 

Their appearance has led to intense speculation as to what 

they are, what their purpose is, and why they’ve appeared. 

The core of a Kythera is a skeletal frame made of metal 

and stone with wood fibers acting as a muscular system. 

Covering the Kythera is an outer shell of metal and stone 

plates. A network of tubes runs through their body, filled 

with a viscous fluid that is designed to lubricate and 

nourish their systems. Their hands have only two thick 

fingers and a thumb whilst their feet only have two broad 

toes. A Kythera’s face is largely expressionless, with 

toothless jaws, heavy brow lines and a lack of both noses 

and hair. 

Kythera are living constructs, giving them immunity to a 

number of debilitating effects. Poison, paralysis and disease are nothing to a Kythera, and 

they do not fatigue or require sleep either. However, as constructs Kythera do not naturally 

recover Vitality. Magic does aid in mending damaged Kythera, and characters must use 

either Arcana or Tinkering instead of Medicine when healing a Kythera’s Vitality. 

As beings of stone and metal, Kythera take advantage of their iron body, granting them a 

base 13 Armor Class instead of the typical 11. Their iron fists also hit a little harder than 

others (Minor weapon, Trauma, Off-Hand), beginning play at Skilled Mastery. This does come 

with a downside, as Kythera cannot wear normal armor, but may have custom armor welded 

on at twice the normal cost. Additionally, Kythera cannot break helmets to force damage 

rerolls. 

Kythera do not really have a culture of 

their own, and are often regarded by other 

races as a curiosity. As such, they readily 

adapt and assimilate into other cultures, 

even taking names. 

Table P: The Kythera 

Level 
Hit 

Dice 
Mastery 
Points 

Exp. 
Points 

1 1d8 4 0 

2 2d8 +1 30 

3 3d8 - 65 

4 4d8 +1 130 

5 5d8 - 260 

6 6d8 +1 500 

7 7d8 - 1,000 

8 8d8 +1 1,250 

9 9d8 - 1,500 

10 10d8 +1 1,750 

11 +3* - 2,000 

12 +6* +1 2,200 

13 +9* - 2,400 

14 +12* +1 2,600 

15 +15* - 2,800 
*Adds to Stamina only, and CON 
Bonuses to Vitality no longer apply. 

Table Q: Kythera Statistics 

Average Height 5’8” + 1d8” 

Average Weight 150 lbs. + (1d4×10) lbs. 

Average Lifespan Limitless, with maintenance 
 



Saving Throws 

There are times where a character’s health isn’t damaged, but their well-being is still in 

jeopardy. In such situations, a saving throw (or save) may be attempted in order to shrug off 

or avoid such effects. There are three categories of saves that can be made, depending upon 

the effect being resisted. 

Fortitude saves are the body’s ability to fight through 

effects, “toughing them out” by sheer physical 

resistance. Modified by Strength and Constitution. 

Evasion saves are the ability to find a safe spot in 

dangerous areas, whether by sheer nimbleness or 

sharp analysis. Modified by Dexterity and 

Intelligence. 

Spirit saves are the mental strength of a character, 

allowing them to resist the changes wrought upon 

them by magic. Modified by Willpower and 

Charisma. 

To make a save, a character rolls 3d6 and adds the 

appropriate modifiers, and compares the result to the save target (or ST). If the ST is met or 

beaten, the save is made.  

Each class has their own save modifiers, listed in their class description. Ability Scores modify 

saves as well, but in a different way: 

 If both Ability Score Modifiers for a save are either positive or negative, only the larger 

modifier applies. 

 Otherwise, add the modifiers together. 

For example, Udoroth’s STR Modifier is +1, and his CON Modifier +2. His Fortitude saves will 

gain +2 from his Ability Scores. However, his DEX Modifier is a +2, while his INT Modifier is -

1. Adding them together gets +1 (2 + -1), so his Evasion saves gain +1 from his stats. 

Unfortunately, his WIL Modifier is -3 and his CHA Modifier is -2, so Udoroth ends up with a -3 

to his Spirit saves from his stats. 

 

Table R: Saving Throws 

Save Difficulty Save Target (ST) 

Effortless 4+ 

Routine 6+ 

Simple 8+ 

Average 10+ 

Challenging 12+ 

Hard 14+ 

Formidable 16+ 

Imposing 18+ 

Nigh Impossible 20+ 



Skills 

Each character has a number of skills available to them as adventurers, and may even 

advance them over the course of their career. Only Specialists and Jhagers will automatically 

gain skill advances, with more detail in their class descriptions. 

Each skill begins as a 1-in-6 chance, or a result of a 1 on 1d6. Each advance will increase that 

skill’s possible range of success by 1; for example, a skill level of 4 means the character will 

succeed on a result of 4 or less when performing that skill.  

Each time a character succeeds on a skill check, the player should note that down. Upon 

reaching a new experience level, for each skill with successes the player rolls a number of d6 

equal to their current skill level. If the result is equal or less than the number of successes, 

discard the noted successes and advance that skill once. If this roll does not result in a skill 

advance, then the character may try again next level, adding any new successes. 

A character may advance in multiple skills upon attaining a new experience level, but may only 

advance a skill in this way once per level.  

The list of skills and possible uses are as follows: 

Arcana – usage and knowledge of magic, magical items, and esoterica. 

Climbing – scaling unusual or dangerous surfaces, or climbing in odd circumstances. 

Languages – the likelihood to pick up a working knowledge of local languages. 

Lore – discerning history, legends and other information on people, places and objects. 

Medicine – knowledge of curative methods, injuries, diseases and treatments. 

Naturalis – knowledge of flora and fauna, survival, hunting, and nature in general. 

Performance – showing one’s skill in song, dance, and other arts. 

Search – noticing unusual or odd circumstances; finding a needle in a haystack, for example. 

Sleight of Hand – acts of legerdemain, misdirection and trickery. 

Stealth – avoiding detection, whether audial, visual or otherwise. 

Tinkering – knowledge of mechanical works, including locks and traps. 

  



Combat 

Combat is bloody, messy and rather dangerous, but is a requirement of adventurers of the 
dark and deep. While there is typically a lot of back-and-forth, some glancing blows, and 
generally a good amount of swordplay involved in melee combat, it tends to be a bit much 
when played out in tabletop gaming. Thus, the combat round, lasting all of 1 minute, is broken 
down into a number of steps. 

Breakdown of the Combat Round 

1) Initiative Step. 1d6 is rolled per side. Higher result wins, and the winning side not only 
gets to know what actions the losing side takes before declaring their own actions, but 
acts first each step as well. Any NPC Morale is checked after initiative is rolled. 

2) Ranged Combat Step. Any ranged combat, whether bows, crossbows, javelins, or guns, 
takes place here. Any character making a ranged attack may not attack in melee this 
round. 

3) Movement Step. Characters may move up to their speed in feet and still make an 
attack, or may forfeit any combat and run.  

4) Melee Combat Step. Characters engaged in melee range (approx. 5’ or closer) may 
make an attack on an opponent.  

5) Magic Step. Any magical effects are fired off at this point. Any action taken in this step 
precludes any other combat (but not movement). 

Attacks, whether ranges or melee, are the result of an Accuracy roll of 3d6 plus any relevant 
modifiers compared to the defender’s Armor Class. Relevant attack modifiers may come 
from Weapon Mastery, as well as circumstantial bonuses from the battlefield itself if the GM 
sees fit (such bonuses shouldn’t exceed +/- 2).  

A character’s Armor Class (or AC) starts at 11 (or 13 if they’re a Kythera), and is modified 
by armor, shields and Dexterity.  

If the roll meets or beats the Armor Class, the attack is successful and damage is dealt. 
Barring specific circumstances, damage is dealt first to Stamina, with any remaining damage 
carrying over to a character’s Vitality. Typically, Strength Modifiers apply to melee weapons 
and Dexterity Modifiers to ranged weapons, but there may be exceptions. 

There are also a few Combat Maneuvers characters may attempt to gain an advantage. 

Bum Rush – The character charges towards a target and attacks; the Attacker gets -2 AC 
until the next round, but deals double damage on a successful melee attack (roll damage dice 
twice). 

Reckless/Defensive – The character increases either Accuracy or AC (respectively) by +2, 
but lowers the other by -4 until the next round. This only applies to melee attacks. 



Wrestling – A character may wrestle if they have two free hands or a whip. The attacker 
makes a normal attack roll, with the result used as the ST for the defender’s Evasion save. 
The winner of this exchange has four options:  

Brawl: Attack with a Small or smaller weapon, or a fist. Whips may pull the wrestled target 
into melee range instead, if the target is not already there. 

Disarm: Force the loser to drop any held weapons and shields. 

Hold: Holds the loser in place, with 3 successive turns of holding becoming a pin instead. 

Kick Away: Ends the wrestling and moves the target 1:’ away. 

Aim – A character standing outside of melee range may spend their action to aim at a 
target. This gives them -2 AC for the round, but they increase their ranged Accuracy by +2 
on their next round. This will also allow for shooting into melee without risk. 

Two-Handing – A character may wield a one-handed weapon with two hands, giving them a 
little extra power in their swing. This gives a +2 bonus to Damage, while precluding the use of 
shields. 

Dual Wielding – A character may wield two Medium or smaller melee weapons in combat, in 
place of a shield. However, without the proper weapons, the second attack is treated as one 
Mastery lower. 

Gambit – A character may make an attempt to hit a specific area, whether a missing scale 
on a dragon’s chest, a small rope holding up a chandelier, or a potion out of an opponent’s 
hand. When making a specific attack, roll Accuracy twice. 

If both hit, your called shot happens. 

If one hits, it’s a normal attack, but you don’t do what you wanted to. 

If both miss, you fumble (results left up to the GM). 

  



Combat Modifiers 
While there are fights where the combatants will just stand at opposite sides of an empty 

field, then charge at each other a la Braveheart, more often than not there will be set pieces 

and terrain to worry about in the intervening space. These are but a few of the more 

common combat modifiers one may deal with. 

Exhaustion – Exhausted characters get -2 Accuracy, and move as though they are one 

Encumbrance Tier higher.  

Attacked from Behind – When attacked from behind, a character gets a -5 penalty to their 

Armor Class. If a Specialist is also undetected (from a successful Stealth skill check, 

perhaps), this is also a Sneak Attack. 

Helpless/Pinned – Characters that are helpless or pinned automatically take maximum 

damage from melee attacks. 

Cover – There are two types of cover, soft (drapery, tapestries) and hard (stone, wood). Soft 

cover gives +2 to Armor Class, while hard cover grants +4.  

Shooting into Melee – Firing into a hectic fight is dangerous, not only for the intended target, 

but for your allies. The shooter gets -2 Accuracy, and if the attack misses must check if any 

nearby allies are struck instead (using the same Accuracy roll).  

Morale 

Morale is a measure of an NPC’s reactions to the often weird and dangerous situations they 

may find themselves in, and how likely they are to stick around when things get bad. Morale is 

measures on a scale of 2-12, with 7 being average. A morale score of 2 means the 

character will always fight to the death, while a morale score of 12 means the character will 

nearly always flee or surrender. 

Morale is typically tested when first encountering opposition that you don’t outnumber, as 

well as when reduced to half strength (whether in numbers or health, depending upon the 

encounter).  

To test morale, roll the character’s morale score or higher on 2d6. Success means the 

character will stick around until the next morale check, while failure typically has the 

character try and extricate themselves from whatever situation as fast as possible. Intelligent 

creatures will likely surrender, while less-intelligent beings tend to flee first. 



Encumbrance and Movement 

Encumbrance, or the weight of the gear and equipment one carries, is measured by the 

stone. A stone is approx. 14 lbs., and is modified positively by Strength, with each point adding 

to the next Tier.  

For example, Udoroth’s STR Modifier is +1, so he is considered to be Unencumbered when 

carrying 2 stone or less. If his STR Modifier was +2, he would also be considered Lightly 

Encumbered carrying 4 stone or less. 

Encumbrance also affects movement, in that enough gear will weigh a character down. The 

rates given for movement in Table D cover dungeon exploration over the course of 10 

minutes, combat maneuvering and running, as well as the approximate miles per day that 

could be covered (given optimal conditions).  

Table S: Encumbrance and Movement 

Stone Encumbrance Tier Exploration Combat Running Miles/Day 

0-1 Unencumbered 12:’ 4:’ 12:’ 24 

2 Lightly Encumbered 9:’ 3:’ 9:’ 18 

3 Moderately Encumbered 6:’ 2:’ 6:’ 12 

4 Severely Encumbered 3:’ 1:’ 3:’ 6 

5+ Overencumbered :’ :’ :’ 0 

 

  



 
Item Quality and Notches 

Item Quality (IQ) is a characteristic of every item a player may come across in their travels, 

whether weapons, armor, magical devices, or mundane trinkets. IQ is rated on a scale of 1 to 

5. 

For Weapons: 

The first time an Accuracy roll is less than or equal to the 

weapon’s IQ +2 (or forcing an IQ check), that weapon receives a 

number of Notches equal to its IQ.  

The next time an Accuracy roll forces an IQ check, or maximum 

damage is rolled on an attack, roll that weapon’s Damage die 

again. If this second roll is greater than the current amount of 

Notches on the weapon, add another notch. Otherwise, the 

weapon breaks. 

For Non-Weapons: 

Whenever a non-weapon’s IQ is checked, roll a d8. If the result is higher than the item’s IQ 

(plus any notches, if armor), the item is fine. Otherwise, the item breaks (armor only receives 

a notch).  

Common Items and IQs 

IQ 5 – Vanity mirrors, rusted or corroded metal, most improvised weapons 

IQ 4 – Silver weapons, “pig iron” equipment, glass vials 

IQ 3 – Average equipment, iron jewelry, hardwoods 

IQ 2 – Quality crafts, wrought iron, steel 

IQ 1 – Master-crafted works, laconian gear, polymers 

  

Table T: Item 
Quality and Costs 

Cost 
Item Quality 

(IQ) 

×½ 5 

×¾ 4 

×1 3 

×1½ 2 

×2 1 



Weapons and Armor 

Armor is broken down into various pieces, meant to be layered on top of each other. The type 

of armor a character has is determined by the heaviest piece of armor they are wearing. So 

if a character has a helmet, aketon and brigandine, they are wearing Light armor. If the 

brigandine is swapped for a plate cuirass, they are now wearing Heavy armor. 

Table U: Armor and Shields 

Armor Price AC Weight Type Notes 

Helmet 10s +1 ⅓ st. - 
Break to reroll damage when 
defending 

Aketon 12s +1 ⅔ st. - Cannot wear with Gambeson 

Gambeson 15s +1 1 st. Light Cannot wear with Aketon 

Brigandine 17s +1 1 st. Light Cannot wear with Plate Cuirass 

Chain Hauberk 20s +2 1 st. Medium  

Plate Cuirass 25s +2 2 st. Heavy Cannot wear with Brigandine 

Plate Harness 25g +9 6 st. Heavy  

Shield, Small 10s +1 1 st. - Break to stop one attack 

Shield, Large 15s +1/+2 1 st. - 

Higher AC vs. Ranged, break to stop 
one attack  
Cannot be used with a melee weapon 
unless wielder is a Fighter, or has +2 
STR Modifier 

 

Aketons (AH-keh-ton) and Gambesons (GAM-beh-son) are padded and stuffed cloth coats, 

either worn under armor (aketons) or as armor itself (gambesons). Mechanically, they are 

the same, however wearing just an aketon is seen in the same light as stepping out in one’s 

underwear. 

Brigandine is a type of armor consisting of metal plates riveted to a cloth or leather garment. 

A Chain Hauberk is a shirt made of maille, typically reaching to mid-thigh. 

The Plate Cuirass is a two-piece armor, typically formed from sheets of metal to cover the 

torso. The front breastplate is connected to the rear piece via belts and ties. 

Plate Harnesses are full, head-to-toe suits of plate armor, designed to be near impenetrable. 

However, assistance is required to both don and remove the armor, requiring 15 minutes to 

do so instead of the usual 2. Unassisted, this is extended to 40 minutes. 



Weapons weigh ⅓ stone unless noted. In addition, weapons have tags, or special properties 

that are common enough to certain classes of weapons. When purchasing a generic melee 

weapon, discuss the tags for the weapon with your GM. Ranged weapons also include their 

Range Increment, or RI. For each RI beyond the first, modify Accuracy by -2. 

Table V: Weapons 

Weapon Price Damage Notes 

Fist - 1d2 No serious injury via maximum damage 

Whip 10s 1d3 Lash, Reach, Wrestle 

Minor 5s 1d4 Example: dagger, club 

Small 10s 1d6 Example: short sword, hand axe 

Medium 20s 1d8 Example: long sword, flail 

Great 50s 1d10 2H, 1 st. Example: polearm 

Long Bow 30s 1d6 2H, 1 st., Brawny, RI: 7:’ 

Short Bow 25s 1d6 2H, RI: 5:’ 

Sling 1s 2d4 RI: 4:’ 

Light Crossbow 25s 1d6 2H, Trauma, Reload: 1 rd., RI: 8:’ 

Heavy Crossbow 35s 1d10 2H, Trauma, 1 st., Reload: 2 rd., RI: 9:’ 

Pistol 40s 1d8 Pierce 3, Reload: 10 rd., RI: 5:’ 

Rifle 
60s 1d12 

Pierce 5, Brutal 2, Reload 10 rd., RI: 
1::’ 

Ammunition 5s - Price is per step; see below 

 

When using a weapon that requires ammunition, one can buy ammo dice, stepping from a 

d4 up to a d12. Each expenditure of ammunition requires an ammo die roll, with a result of 1 

stepping the die down to the next lowest size, until stepping down a d4 results in the last 

shot. 

Additionally, a character can voluntarily lower their ammo die size by one step to increase 

another character’s ammo die by one step. 

Common weapon tags and the weapons they may be found on include: 

2H – The weapon is awkward to use, and requires two hands. If used one-handed, treat 

Mastery as one step lower. 

Adept – If the attacker has won initiative, roll damage twice and take the better result. 

Typically found on swords and rapiers. 



Trauma – The weapon grants +2 Accuracy vs. targets in Medium and Heavy armor. A 

successful hit reduces the defender’s AC by -1, and adds a notch to Heavy armor. Typically 

found on blunt weapons (maces, clubs, etc.) as well as crossbows. 

Rending – The weapon deals +2 damage vs. targets in Light or lighter armor. Typically found 

on axes and scythes. 

Lash – This weapon ignores any Shield bonus to AC, and can disarm (see Wrestling). On a 

miss, the attacker may accidentally attack themselves (do not roll Accuracy again). Typically 

found on flails and whips. 

Brawny – This weapon modifies its damage with the user’s STR instead of their DEX.  

Finesse – This weapon modifies its damage with the user’s DEX instead of their STR. 

Reach – The wielder can attack in melee from 1:’ away (instead of 5’). Typically found on 

polearms, whips and great weapons. 

Pierce X – This weapon treats the defender’s AC as though it were X points lower. Typically 

found on spears and firearms. 

Defensive – The wielder receives +1 AC while wielding a Medium or smaller weapon in the 

other hand. Typically found on daggers. 

Brutal X – If the result of any damage die is equal or lower than X, reroll the damage die and 

add X. Typically found on rifles. 

Off-Hand – The wielder of this weapon does not incur the penalties for Dual Wielding 

weapons, as long as any other weapon is Medium or smaller.  

Throwing – This weapon may be thrown, with RI: (STR)’. Typically found on javelins, spears 

and hand axes. 

  



Magic and Spellcasting 

Magic is a fickle mistress, and there will be occasions where the winds of magic do not favor 

the characters. To model this, each spellcaster gains a number of Spell Dice (Mana Dice for  

Warlocks and Immryn, Favor Dice for Crusaders and Gurrashi) to represent the shifting of 

the leylines or divine favor.  

Mana Dice and Spells 

Warlocks and Immryn tap into the mana from leylines, shifting streams of pure magical 

energy, to cast their magic. To cast a spell, a Warlock or Immryn must follow these steps. 

1. Declare the spell to be cast. 

2. Allocate any number of Mana Dice  to that spell (to a maximum of 6 dice per spell). 

3. Roll the allocated dice (also called a casting check ), and if the result is equal to or 

exceeds the Spell Difficulty, it is cast. 

4. Opposing spellcasters may attempt to counter. If none do (or succeed), resolve the spell. 

5. If the spell requires a save, the save target is one Difficulty higher than the Spell Difficulty. 

If 3 or more dice are rolled, and 3 or more 1’s are rolled, the spell is Miscast, and the caster 

rolls 2d4 on the Miscast Table. Each 1 rolled beyond the 3 needed to Miscast adds +1 to the 

Miscast Roll. Any loss of Mana Dice or Ability Scores is temporary, and is recovered after 8 

hours of rest and relaxation. However, if 3 or more 6’s are rolled, the spell has Absolute 

Power (as per the table below).  

In addition, there are a number of situational modifiers that may apply to the casting check. 

 

 

 

Blood Magic 

A Warlock may find himself one Mana Die short at a critical juncture, and can tap into a 

more primal magic, that of blood magic. A Warlock may roll the Blood Die whenever they roll 

for a casting check. Regardless of the outcome, the Warlock suffers the result of the Blood 

Die as Vitality damage, bypassing Stamina altogether. This can cause serious injury by 

bloodying the Warlock, and the GM is encouraged to come up with interesting injuries 

depending upon the spell being cast. 

Moving while invoking a spell -1 to casting check 

Falling more than 1:’ -1 to casting check per 1:’ fallen 

Vitality damage -1 to casting check per Vitality lost 

Spell Components +varies to casting check 



Table W: Miscasts 

2d4 Miscast Results 

2 Spell is lost 

3 Spell and 1 Mana Die are lost 

4 Spell and 2 Mana Dice are lost 

5 Spell and 3 Mana Dice are lost 

6 Spell and 4 Mana Dice are lost 

7 Spell, 4 Mana Dice and 1 pt. of WIL are lost 

8 Spell, 4 Mana Dice, 1 pt. of WIL and INT are lost 

9 Caster is turned into harmless animal for d3 days 

10+ Spell is permanently stricken from memory 

Spell Components 

In order to make spells easier to cast, a Warlock or Immryn may create a focus for a spell, 

crafted from unique components. Crafting a focus takes 1 week per Difficulty Modifier of the 

focus, and is unique to that spell and spellcaster (i.e. no trading focuses). After crafting 

higher-powered focuses, the player rolls the die indicated to see how much the focus reduces 

the Spell Difficulty. 

Unfortunately, Crusaders and Gurrashi do not gain 

any benefits from spell focuses, as they do not actually 

cast spells. However, it is assumed that these classes 

have readily available holy symbols to use as a divine 

focus for their boons. 

Learning Spells 

Learning spells takes time, effort, and costly materials. In order to learn an Initiate spell, a 

Warlock or Immryn takes 1 week of intense study, testing their connection to the leylines, 

and constant practice, as well as an expenditure of (2d6×10) silver. Adept spells double the 

time and expense involved, and requires an INT Modifier of 0 or better. Master spells are 

twice again as expensive, and are only able to be learned by those with INT Modifiers of +2 or 

better. 

After this period of research, the character rolls a casting check against an Average 

Difficulty for Initiate spells, Challenging Difficulty for Adept spells, and Hard Difficulty for 

Master spells. Success indicates the spell is permanently learned, while failure means the 

character cannot ever learn that spell. A character can have a number of known spells equal 

to their INT Score, and usually will not involuntarily forget a spell once learned. 

Table X: Absolute Power 

6s 
Rolled 

Result 

3+ 
Spell cannot be 
countered, and any 
rolls are maximized. 

4+ 
…and no Save is 
allowed. 

5+ 
…and the spell ignores 
Anti-Magic. 

Table Y: Spell Focuses 

Spell 
Category 

# of 
Components 

Difficulty 
Modifier 

Initiate 1 -1 

Adept 2 -1d3 

Master 3 -(1d4+1) 



Favor Dice and Boons  

Crusaders and Gurrashi gain a variety of powers from divine beings called boons, and their 

Spell Dice are a representation of the divine favor they have. Whenever a Crusader or 

Gurrashi activates a boon, they expend one favor die per boon activated. At the end of 

combat or 10 minutes (if activated outside of combat), roll any expended favor dice. Each die 

that rolls a 6 is re-added to the character’s favor, any other result discards that favor die. A 

boon can affect one willing recipient, though helping those of opposing beliefs is frowned 

upon. 

Recovering Spell Dice 

Tapping into magic is exhausting, whether drawing from the leylines of the world or 

summoning some divine favor to pull your fat out of the fire. As such, Spell Dice take time to 

regenerate. If a character spends 8 hours of restful downtime (usually sleeping, but it can be 

anything quiet and relaxing), they fully recover any expended Spell Dice. If they attempt to rest, 

but have it interrupted (i.e. woken by a surprise attack in the middle of the night), they still 

recover a number of Spell Dice equal to their INT Modifier per 2 hours rested.  

Countering Spells and Dispel Dice 

In addition to their Spell Dice, all spellcasters gain Dispel Dice for countering, equal to ⅓ their 

Level (rounded up), plus any Ability Score Modifiers (INT for Warlocks and Immryn, WIL for 

Crusaders and Gurrashi). These dice refresh at a rate of 1 die per hour, regardless of the 

character’s condition. 

To counter a spell, a spellcaster rolls up to 3 Dispel Dice (similar to a casting check) and 

attempts to meet or exceed the original casting check. If they are successful, the Spell Dice 

are expended, but the spell itself fizzles out without effect. 

Anti-Magic 

Anti-Magic fields are the bane of any spellcaster, as they have a chance to negate most 

magic that passes through. There are two types of Anti-Magic fields, Minor and Major. 

Minor Anti-Magic fields immediately counter any Initiate spells, with no save. Adept spells and 

Boons remain active if the caster passes a Challenging Spirit save, and are countered 

otherwise. Master spells are wholly unaffected by Minor Anti-Magic. 

Major Anti-Magic is more powerful, immediately countering both Initiate and Adept spells. 

Boons remain active if the caster passes a Formidable Spirit save, while Superior spells only 

require a successful Hard Spirit save to remain in effect. 



Spell List 

This is the list of spells available to Warlocks and Immryn, with the following abbreviations: 

Spell Difficulty (SD), Range (R),  Casting Time (CT, 1 round unless specified), Duration (D), 

Area of Effect (AoE), Damage (Dm), Saving Throw (ST) 

   Initiate Spells 

Blur  SD: Routine  Charm Person SD: Effortless 
R: Touch  D: 1 min./lvl  R: 5:’ D: 1 hour 
Recipient receives +2 AC.  ST: Spirit neg.  
   Target is enamored with caster. 
Comprehend Languages     
SD: Effortless D: 10 minutes  Daze  SD: Effortless 
Read & understand languages.  D: 1 rd. ST: Spirit neg. 
   Target 4HD or less cannot act next round. 
Elemental Bolt SD: Effortless    
R: 15:’ Dm: 1d4+1  Feather Fall  SD: Effortless 
+1 bolt every 3 levels, elemental 
damage type chosen when learned. 

 R: 15:’ D: 1 rd./lvl 
 Recipient falls 5:’/round unharmed. If 

spell expires, fall height is recalculated.    
Fog Cloud  SD: Routine    
R: 15:’ AoE: 5:’×2:’×2:’ Identify  SD: Effortless 
Conceals anything beyond 5’.  D: 1 rd./lvl CT: 10 minutes 
   Reveals one feature of held item/round. 
Levitate  SD: Routine    
R: 5:’ D: 10 min./lvl  Light  SD: Routine 
Float vertically 2:’/round.  R: 5:’  D: 10 min./lvl 
   AoE: 2:’ radius Reversible. 
Mirror Image SD: Routine    
R: 5’ radius D: 3 rds./lvl  Shield  SD: Effortless 
1d4+1 copies distract attackers.  R: Touch D: 1 min./lvl 
   Grants+2 AC, immune to Elemental Bolt. 
Shatter  SD: Routine    
R: 5:’ D: Instant  Web  SD: Routine 
AoE: 25’ radius Dm: 1d6*  R: 5:’ AoE: 2:’×2:’×1:’ 
Items with IQ 4-5 check IQ; glass and 
crystal monsters take damage. 

 D: Permanent ST: Evasion ½  
 -2 Accuracy, AC, ½ move to all in area. 

 



Adept Spells 

Blink  SD: Simple  Confusion  SD: Average 
D: 1 rd./lvl   R: 15:’ D: 1 rd./lvl 
Attackers get -7 Accuracy, spells fail 50% vs. 
caster; caster gets -2 Accuracy. 

ST: Spirit neg.  
Each round, roll 1d4 – 1) Do nothing; 2) 
Attack self; 3) Attack others; 4) Normal.    

Dimension Door SD: Average    
R: 45:’ D: Instant  Elemental Blast  SD: Simple 
Teleport within range, lose next action.  R: 5’×5:’ cone D: Instant 
   Dm: 1d6/level ST: Evasion ½  
Elemental Shield SD: Average  Elemental damage type chosen when 

learned. R: Touch D: 1 rd./lvl  
Attackers receive ½ back from melee 
attacks, elemental damage type 
chosen when learned. 

   
 Elemental Wall  SD: Average 
 R: 5:’ D: 1 rd./lvl 

   AoE: 5:’ line, or 15’ radius around caster 
Fear  SD: Average  Dm: 1d6+1 when moving through 
R: 5:’ D: 1 rd./lvl  Elemental damage type chosen when 

learned. AoE: 25’ radius ST: Spirit neg.  
All in area take -2 to all actions, flee.    
   Haste  SD: Simple 
Hold Person  SD: Simple  D: 1 rd./lvl ST: Fortitude ½  
R: 5:’ D: 1 rd./lvl  Double movement and attacks per round. 

Exhausted for 3× duration (save for half). ST: Spirit neg.   
Target is rendered helpless.    
   Suggestion  SD: Simple 
Tongues  SD: Simple  R: 5:’ D: 1 hour 
R: Touch D: 1 min./lvl  ST: Spirit neg.  
Speak any language fluently.  Give reasonable suggestion to target. Out-

of-character/dangerous acts end spell.    
 

  



      Master Spells 

Animate Dead SD: Challenging  Anti-Magic Shell  SD: Hard 
R: 5:’ AoE: 25’ radius  R: Self D: 1 min./lvl 
Animates 2 HD/level as 
Skeletons/Zombies (player’s 
choice). Warlock only. 

 AoE: 2:’ radius  
 Grants a Major Anti-Magic field that 

moves with caster.  
     
Elemental Chain SD: Hard  Hold Monster  SD: Challenging 
R: 45:’ D: Instant  R: 5:’ D: 1 rd./lvl 
ST: Evasion ½  Dm: 1d6/lvl  ST: Spirit neg.  
Will arc to another target in 5:’, losing 1 
damage die/arc, until 0. A target can be hit 
more than once. Elemental damage type 
chosen when learned.  

Target is rendered helpless. 
  
Mass Suggestion  SD: Hard 

R: 5:’ D: 1 hr./lvl 

   AoE: 25’ radius ST: Spirit neg. 
Passwall  SD: Challenging  As Suggestion, except as above. 
R: 5:” D: 1 hr./lvl    
AoE: 5’×8’×1:’   Telekinesis  SD: Challenging 
Creates opening in wall, regardless 
of material. 

 R: 1::’ D: 1 rd./lvl 
 ST: Evasion neg.  

   Lift 25 lbs./level at 2:’/round. Immryn 
only.    
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