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- Spirit Mastery: Spirit pool, 2 / Ivl daily, used for:
heal 1d4+Wis mod, 60’ ranged ‘unarmed’
attack, purge one status effect

Monk: d4 HD. Armour: None. Weapon: d6

- Worldly Cloister: 2-in-6 to recognize history /
legendry | genealogy; +2/Ivl to tests and Saves
for research, manuscripts, bureaucracy, ritual
- Soothe Flesh: heal by touch, 1d4 + 1d4/Ivl daily
(can split up dice); +1/2 Ivls on poison Saves

Equipment Kits

Hermit: Blanket or cloak, knife, basket of
scrolls, inkstone, token from former life
Soldier: Light armour, two weapons, haversack,
mess kit, battle trophy

Messenger: Horse, satchel or special
saddlebag, seal and wax, bronze horn, dagger
Waterfolk: Weathered canvas sheet, net, jigs or
hooks or leister, coil of rope, oil flask

Diplomat: Pleasant outfit, beltknife, packet of
correspondence, map, ciphered letters

Healer: Satchel, dose of sleep, poultices,
bandages and wound-moss, sharp knife
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Shapes

* Body Weaponry: Treat unarmed attacks as
armed. (claws, spurs, fangs ...) 2 actions + 1/Ivl.
* Beastform: Take shape of animal no smaller
than a crow and no more than twice your size. 2
hrs.

* Thousand Faces: Change hair, eyes,
complexion, build; any detail not requiring
extra limbs. 4 hrs.

Craft

* Sculpt: Soften 1 cubic foot/lvl of unliving
matter, allowing it to be shaped like clay. 1 hr.

* Be Prepared: Shape toolkit or other object
capable of being carried out of psychic essence.
1 hr/lvl.

* Infusion: Animate an object no bigger than
twice one’s size. 1 hrlvl; 1d4 (+1/Ivl) actions in
combat.

Prescience

* Thread-Pulling: Receive an answer or vision
about a possible future for oneself or others.
* Battle Forecast: Sense opponent’s actions
before they’re made; +2 init. and cannot be
surprised. 1 hr.
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The Forever Rule:
Open minds lead to good play,
but that doesn’t mean
humouring harm.

2024 E. A. Bisson.
CCBY-SA 4.0
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more additions & fancies
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Character Options
Kiths

- Ancient One: +2 Save vs magic; mindspeech
50’; 2-in-6 understand ancient/lost languages,
ciphers; +1/lvl for tests involving ancient relics
and tech, innate spell (2 hp to cast)

- Aquan: See in the dark; +2 AC; breathe water,
adroit swimmer; cold resist; douse with water
1/day minimum or halve stats daily til death.

- Dragonblood: [Element] resist; [element]
aura, 1d6, 10’, 1/day/lvl; +2 to Reaction, Cha tests
- Risen: Undead; see in the dark; no living
needs; rise at 1 hp when “killed” unless “heart”
destroyed; heal via corpses, 1 HD : 1 HD

- Felit: Cat’s eyes - see in the dark, 2-in-6 sense
spirits within 40'; +1/Ivl to athletic tests;
unarmed damage half of weapon damage
(claws)

Classes
Savant: d6 HD. Armour: Light. Weapon: d8 / d4

- Bond weapon: Choose form; call at will; one
element or other theme (damage); d8 damage
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Who do you owe a favour to?

o1. The witch of your village

02. An antlered hermit from the broken
mountains

03. A hunter who showed mercy

04. A wandering minstrel

05. The fey and jaunty fellow at the tavern one
night (... all taverns, every night)

06. An ancient lord of death

07. A dragon, once a ruler of hundred-
thousands

08. A talking beast you met on the road

What do you owe?

o1. A favour in kind

02. A grand sacrifice at a holy site

03. A tenth of all you gain for a year
04. An epic tale

05. An enemy dealt with

06. The creation of a place or object
07. The delivery of an object or missive
08. Another’s lifeblood
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* Wind Of Fate: When making a test or Save of
any kind, roll twice; take the favourable resuilt.
4 hrs (to use).

the Soulpool

* Passing Wisdom: Choose a non-combat skill or
profession; +1/lvl to tests and Saves involving it.
4 hrs.

* Experience: Ask one question about a past
individual/place/event. Requires 10 min. quiet.
* Eidolon: Manifests an individual as
remembered to inhabit a phantom body - or
the psychic. Can have consequences. 24 hrs
(possession) or 4 hrs + 1 day/hp temporarily
sacrificed from total (phantom; HD =1/ 2 Ivl,
min. 1)

the Pearl

* Falling Tears: Stillness and sorrow projected to
2d4 targets; ML test or quiet, overcome with
the emotion.

* Revelation: +1[ 2 Ivls to Saves and tests
involving Wis or creating harmony; 4 hrs.

* Rest Lost One: Sense undead within 30’ rad., 1
hr; once during period, cause one undead of <
or = Ivl to unanimate.
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- Calling: Choose a theme; learn one spell every
second level (1 hp to cast)

Hunter: d8 HD. Armour: any. Weapon: d8

- +1/lvl to tracking, survival, snares; +1/lvl for
Saves concerning hunting specialty (choose)
- Marked: once a day/Ivl, injured target’s
direction is sensed (within 10 mil.)

Wych: d4 HD. Armour: Light. Weapon: d4

- Blessing-Bane: Heal/harm 1d6, nearby target;
per day, 1/lvl + Wis or Cha bonus

- Enchant: 1 hp to ensorcel weapon (+1/+1) for an
hour or make a charm (+1 to rolls, one use; #
active = Wis or Cha bonus)

Psychic: d6 HD. Armour: light. Weapon: 1d6

- Awareness: Mindspeech 100’, 2-in-6 chance to
sense psychic energy/effects/active minds

- The Gift: Choose two paths; choose a starting
power from them. Gain 1 power/lvl, 1 path/3 Ivls.
Can use powers lvl/day, then 1 hp/usage.

Mystic: d8 HD. Armour: None. Weapon: d6*
- Body Mastery: Unarmed attacks do d8; base
AC12,+1/21lvls



