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INTRODUCTION

ELCOME, GAMING ENTHUSIAST!
Wlf you’re reading this then you are most

likely an avid fan of tabletop roleplaying
games, dark fantasy, and—hopefully, after you
read this book— Grim Hollow. Inside, you will
find the world of Etharis, a labour of love and
passion made possible entirely by the support
(and hard work) of gamers just like you.

What started as a home game with a few friends
has become a living, breathing world, brought
to life by the 4,523 backers who made our dream
a reality. From a late-night gaming session to

a successful Kickstarter campaign, the journey
so far has been a whirlwind of challenging and
rewarding experiences.

This guide and the world of Etharis are our take
on dark fantasy for a modern gaming table. In a
time of flattened storytelling, where antagonists
are hollow and heroes can never really fail, we
sought to create something real and immersive.
Inside we have included the tropes we love, the
themes we find thought-provoking, and the
storytelling techniques we find effective. We hope
you enjoy them and come to share our passion for
this world.

Introduction

This is our first book and we have learned a lot.
We are incredibly proud of the work we have
done, and the results laid before you. However,
this is just the beginning for this hopeful little
startup from Down Under, and we would be
sincerely grateful to continue this journey

with you. Now, as a part of our ever-growing
community, we hope to see you next time, for
whatever fantastical plane of existence our
imaginations conjure next.

With that, we are incredibly excited to share our
creation with you. We hope you are just as excited
to read it. So, from one eager nerd to another,
happy gaming!

Oh, and welcome to Etharis. We’ll see if

you survive...




WELCOME TO

ETHARIS

“Only a few warriors remain. Defenders of humanity
against the horrors of the dark. Their numbers dwindle
with every new moon. You see, this world belongs to
the darkness, and darkness will not give it up easily.”

ROM ITS DEEP AND FORBIDDING FORESTS,
there horrible beasts lurk, to the hulking

and impenetrable mountains ranges where
lost legacies lie, the landscape of Etharis is
formidable. However, the true monsters of this
land can be found in the degenerating cities of
old, where humanity clings to survival.

The world of Etharis is the official world for
the Grim Hollow setting. Here, players will find
a few familiar and many unique tropes of the
fantasy genre.

Before embarking in this unforgiving land, it is
important to establish several defining features of
Etharis and the Grim Hollow setting.

Darkness and Obscurity

Large swaths of Etharis are shrouded in darkness,
supernatural and otherwise. In the farthest north
the sun is hidden half the year in the natural
progression of seasons. It’s no surprise, either,
that the deep halls of the dwarves are plunged in
darkness. But the darkness shrouding the land

of Ostoya is more sinister and magical in origin,
and in the forests of the Charneault Kingdom,
the dense mist that covers the land is the work
of benign spirits—or at least spirits that bend

to the will of mortals, for good and evil. The
people of all these lands have adapted to a hostile
environment. Punishing storms are frequent
across the land, foreshadowed by howling winds
and then drenching rain. Where the sun never
dries the ground, mud is a constant fact of life.
The crops that grow are strange and bitter. For
most people, there is no safety outside the radius
of a torch’s glow.



The Land is Dangerous

Civilization dot through the land as islands of
light surrounded by the unforgiving terrain of
shadowy forests, rough mountainscapes, and
sinking bogs. Travellers are often met with
suspicious gazes by locals who have never left the
isolation of their home village.

Relentless threats assault humanity. Vicious
creatures hunt wandering children and armed
travellers alike, many of whom are never

heard from again. Sinister forces seek to twist
mankind’s nature to their whims, leaving them
forever changed.

Travel is a perilous endeavour, especially at
night (in lands fortunate enough to enjoy a
sunlit day). Armoured columns of merchant

caravans transport goods, nervously guarded by
mercenaries who refuse to deviate from known
roadways. Travellers caught in the dark are
forced to lodge at the remote roadside inns for
extortionate prices. Local guards are quick to
leave them in the dark if they do not have the
coin to pay.

Welcome to Etharis

A Lost Pantheon

In their never-ending struggle to control

Etharis, the deities of the world fought what

they could not defeat, and ultimately turned on
and destroyed each other. With but few knowing
this truth, many believe that the gods abandoned
a forsaken world or never existed in the first
place. The only remnants of their reign are their
surviving lieutenants—surviving lieutenants—the
Arch Seraphs and Arch Daemons—and the forces
they control.

Arch Seraphs overlook the world with a righteous
zeal, granting powers to a select few who fight
in their crusades. Separated from their deities for
so long, many of them have deviated from what
they once represented, twisting their ideals into
whatever suits their cause.

Arch Demons take delight in a world overrun by
shadow and decay. Freed from the deities’ power,
they relish opportunities to feed their appetites.
They take keen interests in mortal lives, often
living among them, making deals and twisting
fate to ensure threats to their existence are
destroyed.




Player Tools

A Sickening Plague

Sickness and malnutrition are common and
expected throughout the land of Etharis. However,
there is one illness that is feared above the

others. The Weeping Pox is widespread across the
western coasts of the continent and frequently
strikes harbours and coastal settlements.
Distinguishable by the deep red lesions it creates
in the skin of the infected, the disease is a death
sentence for most.

The few who can cure the plague guard their
secret closely and extract the highest prices for
their intervention. The price of deliverance, for
those with the choice, may be a noble estate,
eternal service to the Arch Seraph of Mercy, or
something far more precious.

Fear of the Arcane

Superstition and prejudice run deep. In most
towns and villages across Etharis, magic is seen
as both wondrous and frightening. Whether
understood or not, the arcane is mistrusted and
often blamed for problems ranging from the
failure of a season’s crops to the success of a
rival’s business. Many innocent people have been
caught on the wrong end of superstition.

The fear of magic runs deeper in some parts

of Etharis than others. In the southern region

of Castinella, this fear has manifested into an
organized crusade against the arcane: the Arcanist
Inquisition. The inquisitors are dedicated to
destroying the arcane and anyone who stands to
defend it.

Not all of Etharis despises spellcasters. Many
cities house great colleges dedicated to the art

of magic. Within these cities’ walls, spellcasters
can apply for a permit to practice. These permits
dictate where a mage can cast spells, what type
of spells they can cast, and other specifics.

The process to apply for such a permit is often
frighteningly bureaucratic, and many spellcasters
choose to hide their abilities instead.

Glimmers of Hope

Etharis as a campaign setting is not meant to be
relentlessly bleak and depressing, or to wallow in
cruelty for its own sake. Small victories become
heroic when they take heroic effort to achieve. No
one in Etharis is safe by default, so any safety the
characters win or give to others is a true blessing.
No one in Etharis is good by default, so moments
of genuine grace are worth celebrating - and can
come from unexpected places. Amid profound
darkness, even the smallest lights have value.

This is Your World Too

The stories you tell in Etharis belong to you and
your game group. We promise not to come yell

at you if you get details of the world “wrong”

or change them to suit your own game - in fact,
that’s the point! We’ve intentionally left questions
for you to answer and conflicts for you to decide.
The details in this book are meant to start your
imagination running, and to save you the work

of imagining a multi-faceted world from scratch.
Etharis will change the moment your characters
set foot in it, so embrace your power to reshape it.




RACES OF ETHARIS

IN AGES PAST, THE ELDER RACES SPREAD OVER

Etharis and carved out separate kingdoms for

themselves. Then the humans came, and all
but annihilated the other races in their relentless
drive to multiply and expand.

Today, humans are still the most numerous and
powerful race in Etharis. The elder races survive
either in isolated remnants of their own domains,
or incorporated into larger human kingdoms. But
it is an age of crisis, and some see the opportunity
to claw back what their ancestors lost.

Though they are reduced in number, members of
the elder races are a common sight anywhere in
Etharis. Perhaps because they so often live on the
fringes of human civilization, they also make up a
disproportionate number of its adventurers.

Humans

While the elves and the dwarves were the first
races to claim lands in the world of Etharis, the
versatile race of the humans were the ones to
survive and dominate. Humans nowadays can be
found from the frozen and inhospitable tundra

of the North to the scorched plains of the South.
Emerging from the temperate forests of central
Etharis, now known as the Biirach, humans

were not considered a threat by other races. Left
unchecked, their numbers quickly grew. It was
their adaptable nature and adventurous mindset
that quickly led them to expand beyond their
homelands. By the time the great kingdoms of the
elves and the mighty thanedoms of the dwarves
realized the violence that inevitably follows the
humans, it was already too late. The eyes of the
human leaders fell greedily on the prosperous
lands of the elves and dwarves. The great Era of
Expansion, also known as the Great Purge, had
begun and humans were here to stay. Different
tribal armies marched simultaneously north,
south and west; no land was safe. Unable to unite
or react in time, the dwarven and elven monarchs
watched as human warriors swarmed and usurped
their lands. The human race emerged victorious
after countless generations of bloodshed that
changed Etharis forever.

In victory, they showed little mercy to the
elder races. They entirely dismantled the elven
kingdoms, pushing them deeper in the forests.
They drove dwarves from their homelands,
forcing them to hide deep beneath the

Races of Etharis

mountains. The humans would have stopped at
nothing, if conflict from within had not forced
their armies to a halt. Having exterminated all
the other kingdoms, the warlords turned against
each other, each claiming the High Throne that
would later become the Imperial Throne of
Altenheim. This second Great Era, known as the
Era of Descent, lost even more lives to its endless
carnage. The result was the disintegration of the
human race into fractious kingdoms. The Second
Era considerably weakened the kingdoms of the
humans, allowing the other races to emerge from
hiding and re-establish some LA
principalities in the lands
they once ruled.

To this day, humans
are considered the
dominant race
across all

of Etharis,
controlling
most of the
land and
sea. Having
shorter lives
to live than
the other
races, their
old hatreds
have faded, and
they are now more
receptive to other
races. But elves and
dwarves live long,
and can hold a
grudge even longer.



Player Tools

Elves

The proud and elegant elves were among the first
people to dwell among the forests of Etharis.
Their long history is lost in distant eons, and
even elves with their long lifespans do not fully
know their true origins. Tall, graceful, and
extraordinarily beautiful, they claimed the forests
and river lands of Caer Neiada, in what is now
the Charneault Kingdom, creating magnificent
kingdoms deep within the woods.

Blessed with keen eyesight and a great talent for
archery, they have created a long-lasting tradition
of rangers to protect their kingdoms from outside
threats. Their deep knowledge of the woodlands
further complimented their deadly and silent

armies, making them a force to be reckoned with
in these early days. Living for eons, however,

the elves gradually became arrogant, often
isolating themselves from the other races—
especially humans, who they considered primitive
and barbaric, failing to recognize them as a
plausible threat.

The Era of Expansion cost the elves dearly. Their
kingdoms were turned to dust, and many of
their forests were turned to ash. Even though
their bows were precise, they were outnumbered
and unable to defend themselves on all fronts
as war-hungry armies burned their sheltering
forests. The elves lived for decades as nomads,
trying to hide in the few remaining forests on
the outskirts of the human civilization. However,
their sorrow and grief for the lost beauty of
their home empowered them to recreate it. They
turned to the arts. Heartbreaking songs of their
lost paradises would echo among the trees in the
night. Most importantly, though, they turned to
magic. The forest spirits that had once guided
them were not vanquished, and were eager

to aid old friends. They bestowed the elves

with their magic—the power to restore their

lands to their ancient beauty.

Dwarves

Ancient and dauntless as the mountains they call
home, the dwarven race stepped onto the land
of Etharis alongside the elves. Unlike
the elves, however, the dwarves
built their kingdoms deep within
the mountains of what is now the
Biirach Empire. Adept with metalworking
and jewel crafting, the dwarves created
countless cities in the hills and two
impressive, impenetrable capitals in
the oldest mountains of the continent,
the Rock Teeth and the Grey Spine.
The veins of mithril and gold were
rich beneath these mountains and
dwarven crafters quickly became
famous across Etharis.

During the wars of the Era of Expansion, the
dwarves barricaded themselves within the
fortresses of their two greatest cities: the tiered
city of Stehlenwald and the now ruined city of
Grebenstein. The dwarves of Grebenstein were
besieged by the human warlords who would later
lay the groundwork of the Biirach Empire.



Though the dwarves fought
valiantly for their homelands, the
Biirach warlords uprooted their
thanedom and claimed their vein
rich mines.

The second dwarven kingdom of
Stehlenwald, however, endured the
siege. Rather than share the fate
of their cousins to the north, the
Stehlenwald Dwarves dug deeper
into the heart of the mountain.
There, their miners laid eyes

upon a new metal which was
impenetrable to the arrows of
their enemies; adamantine. :
With armour and weapons of 4
impeccable craftsmanship, the
dwarven battalions managed to
push the invaders back to their
homelands, but at a great cost:
half of their population was
exterminated, either by the war
or by famine. Isolation within the
mountains was their only option
for survival.

By the birth of the various
human kingdoms,

the proud dwarves of
Stehlewald had begun

to recover their numbers.
When they emerged, they realized that

the political landscape had dramatically

changed. They were surrounded and vastly
outnumbered by the armies of the Biirach Empire.
The dwarven emperor realized there was only

one way for his race to survive and prosper, and
struck a deal with the Biirach Empire. They would
surrender their lands and become members of the
Biirach, as long as they could govern themselves
independently.

Some older dwarves still cannot forget that the
human race once tried to eradicate them. As they
say, it is easier to move a mountain than a dwarf.
But though there is still a deep rivalry between
humans and dwarves, the Stehlenwald province
of Rauland will be there for the Biirach Empire in
times of need—an oath none expect to be broken.

Races of Etharis

Half Orcs

Orcs in the world of Etharis exist only as villains
in fairy tales told to scare naughty children. They
were described as violent brutes who lived only
to inflict mayhem on everyone. Nevertheless,
orcs roamed Etharis even before the dwarves and
the elves, and their description in the fairy tales
preserves a sinister truth. No one knows why the
orcs disappeared from Etharis en masse, except
that the last of them were seen in Valika, before
they were presumably slain or bred out. However,
all know the ominous reminder of their dark and
violent past.

The half-orcs of Etharis are tall, daunting, and
fierce warriors. Some say that these humanoids
are the result of breeding between early human
tribes and the last orcs. Others say they are

the creation of a lost war god who wanted to
immortalize his own image. In any case, the
half-orcs combine the best out of their two
parts: the formidable resilience of an orc, and the
adaptability of a human.



Player Tools

The only part of Etharis where half-orcs gather
under any form of organization is in the frozen
north among the Valikan Clans. There, nomadic
tribes of humans, half-orcs, and giants roam the
northern wastelands. The unforgiving climate
seems to suit half-orcs and encourage humans to
accept them for their hardiness. The other field
where a half-orc can thrive is war. Half-orcs

are often found among the raiding parties of the
Valikan clans.

Outside of Valika, half-orcs are a rare sight, but
they can be found across the various cities of

the continent. The stereotypes involving their
ancestors, combined with their intimidating
appearance, strike fear among the other races, so

that half-orcs are rarely accepted or trusted
despite their capabilities. Warriors of other
races often prefer to mock what they
fear, all the while hoping they will never
< have to face an angry half-orc on
B cqual terms.

Half-Elves

Half-elves are among the later races
to walk the land of Etharis. Before
the Era of Expansion, humans and
elves occasionally crossed paths.
Some humans could appreciate the
beautiful songs and poems of the
elves, as the elves could appreciate
the adventurous side of humanity.
The results of these bonds were the
ever-wandering half-elves. They are
easily noticed by their less pronounced
pointed elfin ears, combined with a
bulkier but still elegant human frame.
As with half-orcs, half-elves seem to
have taken the best of their progenitors.
Taller than the average man, elegant
and graceful, they seem to possess the
aptitude for the fine arts from their elven
side along with the lust for adventure from
their human side. What life could be better for
them than the lives of wanderers, traveling
artists, and merchants?

However, even though most of the first half-
elves were results of love between the two
races, such pairings were still considered
taboo by the two sides. In the midst of war,

most elves could not understand how someone
could fall in love with a savage, while few humans
could forgive anyone who would mingle with
the enemy. The first half-elves were cast out by
both sides.

Initially, the lifestyle of the wanderer suited
them. Their talent in theater and music made
wandering troupes of half-elves among the
most famous to exist. Furthermore, half-elves
could act as natural intermediaries between
humans and elves. However, most half-elves
keep the burdens of their souls well hidden.
They learnt how to wear the mask of happiness,
often dressing with bright colours and dazzling
jewelry, accompanying their stylistic choices with
an outwardly flamboyant, optimistic attitude.
But if one is lucky enough to gain the trust of a
half-elf, they will often see that the heart of a



half-elf is full of sorrow. Wandering the continent
is a lifestyle that fits them, but they can never
call any place home. Considered outcasts by both
humans and elves, they think themselves cursed,
eternally strangers, with no hope of claiming any
land as their own.

Dragonborn

Children of the dragons, as their name states,
dragonborn walk with pride through a world that
greets them either with fear or admiration. They
look very much like dragons, with thick scales
covering their bodies, sharp claws, and fangs
which they can use as weapons.

Races of Etharis

Though they lack wings, they are strongly built
and stout with colours resembling those of their
ancestors.

Some claim that this race must be the most
ancient among all races. In the Era of Expansion,
they were settled in a small kingdom caught
amidst the bloody conflicts between humans

and elves. This conflict led to the destruction of
the only place they truly belonged to, the city of
Ember Cairn. However, this noble race managed
to survive. Eons passed as the dragonborn prayed
to the dragon gods to restore their kingdom, and
the dragon gods did not answer. Wrath grew
among the Dragonborn, as well as desperation.
They stopped praying to their dragon lords and
their religion, the Sacred Flame, was abandoned.

The dragonborn, however, pious and spiritual
by nature, needed something to believe in. A
new religion was offered to them by Castinellan
missionaries who were spreading the word of
their new religion, that of the Divine Seraphs.
Finding it close to the dragonborn ideals of
virtue and determination, they quickly embraced
the new religion and became its most zealous
followers. Sharing the same beliefs with the
humans of the Castinella Provinces, they were
quickly incorporated to the empire, becoming
subjects of the Castinellan theocracy.

Castinella awarded the dragonborn a small
region of their ancestral land to call their own.
Dragonborn rebuilt the ancient city of Ember
Cairn, a city made entirely of granite. Many
dragonborn from across the continent flocked to
the city and began to worship the Divine Seraphs.
This city became a site of religious pilgrimage

for dragonborn across the continent. With their
ancient prayers finally answered, the dragonborn
were drawn to the paths of clerics, missionaries,
and inquisitors, to spread their new beliefs with
burning passion and burning fire when necessary.
The land of Etharis will hear the dragons roar
once again.
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Gnomes

Ingenious and full of energy, gnomes are
considered to be distant cousins of the dwarven
race. Even shorter than the dwarves and

not equally bulky, this small-framed race
compensates for the lack of muscle with ever-

working brains and a great aptitude for invention.

Even though their inventions have a bad habit

of blowing up, no one can stay mad at a gnome.
Their cheerful attitude, curiosity, and humor puts
the gomes among the most likely to have a good
feast or a carefree dance.

Apart from their joyful side, they have created
some of the most impressive mechanical wonders
of Etharis. Cannons, automatons, flintlocks,

and explosives are all reputed to be results of
gnomish brilliance. If you are looking for a gnome
in a populated city, you just have to wait for the
explosion to guide your steps.

During the Era of Expansion, gnome settlements
outside the shelter of mountains were annihilated
by human warlords, forcing them to seek shelter
in the neighboring dwarven city of Stehlenwald.
There they shared the fate of their dwarven
cousins as countless human armies besieged the
tall stone walls of the city.

The surviving gnomes pushed the dwarven thane
to dig deeper, in a last attempt to find new metals
or an escape route beneath the mountains.



As the dwarves were gazing upon the newfound
adamantine, the gnomes were staring at the other
veins of the mountain, their ingenious minds
hatching a plan to win the war.

The gnomish alchemists worked day and night,
mixing the gifts of the mountain until they
invented a new weapon: explosives. As the
dwarves charged in their impenetrable shining
adamantine armours, they were backed up by
the sound of explosions as the gnomes hurled
cannonballs and dynamite at the enemy. The
humans quickly scattered; the effects of the
explosives had struck fear into their hearts.

The battle was won but the losses for both
gnomes and dwarves were great. The gnomish
race followed the dwarves in the Stehlenwald
kingdom into their centuries-long isolation.
When the dwarven king voluntarily joined the
Biirach empire, the gnomes followed. Today, with
trade reaching all across the empire, the gnomes
can lay hands on even more exotic and volatile
materials, pushing (or blowing) their science to
new heights each passing day.

Halflings

At one time humankind, being an
unstoppable force in Etharis, earned the
enmity of most races. All who tried to
oppose them were met with destruction.
One race, however, chose not to

contest the humans’ ascendency, but
instead decided to cling to their backs
for survival.

The Era of Expansion did not affect the
population of halflings like it did other
races. Even though the halflings did
not agree with the violent ways of the
humans, they fell silent, deciding that
being subservient to the stronger and
better-armed human armies would
guarantee their survival. After the
division of the humans into different
empires and kingdoms, halflings fit

in perfectly, many acquiring positions
as librarians, bookkeepers, teachers,
or scholars.

Shorter and weaker in stature than
dwarves, halflings are a peaceful race.
What most of these tiny folk seek

Races of Etharis

in life is a place to settle in peace and quiet, far
away from the atrocities of war. They enjoy good
music, fine food, and a good laugh when they can.

This does not mean that this race shuns
adventuring. Tales of halfling rogues or scholars,
seeking ancient and hidden knowledge, are some
of the most famous there are.

Unlike gnomes, however, they care little for
jewels or inventions. Halflings use the lore they
gather to build impressive libraries on specific
subjects. Within the countless volumes of these
libraries lie generations of knowledge pertaining
to the halflings passions, from cooking to
brewing, bee keeping, and much more.

11
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'ADUVANCED WEAPONS

ONSTERS AND NIGHTMARISH CREATURES
Mlurk throughout the dark world of
Etharis. To combat them, civilization
seeks any advantage it can find. From the mighty
inventions of the dwarves to the ingenious
and mad creations of the gnomes, an array
of advanced weapons have been devised. The
Advanced Weapons table below details weapon
characteristics, including their unique properties.

Advanced Weapon Training

Advanced weapons are difficult to master, and as
a result require more specialised training than
even martial weapons. Characters gain proficiency
in Advanced Weapons when they reach 3rd level
and have proficiency in all Martial Weapons. If a
character gains proficiency in Martial Weapons

at a later level, then they also gain proficiency in
Advanced Weapons.

Advanced Ammunition

Just as Advanced Weapons are favoured by expert
warriors, so are specialised forms of ammunition.

Characters with proficiency in Advanced Weapons
can use Advanced Ammunition in its respective
weapon. In addition, any character can use
Advanced Ammunition in simple and martial
ranged weapons of their respective type as well.

ApvaNCED WEAPON PROPERTIES

Blackpowder. Blackpowder weapons fire projectiles
with ear-splitting noise, shredding armour with
deadly force. When fired, Blackpowder weapons
emit a deafening crack audible 300 feet away.
Unfortunately, Blackpowder weapons often
become useless when wet. If a Blackpowder
weapon is exposed to heavy rain, submerged, or
drenched in water by a similar means, then it
cannot fire. A character cannot use this weapon
again until they complete a short rest in dry
conditions.

Brutal. Brutal weapons are designed to subject
an adversary to the most harm. When you score
a critical hit against a creature with a Brutal
weapon, you can add an additional weapon
damage die to the damage dealt.



Cumbersome. Cumbersome weapons are difficult
to wield but are effective tools for those strong
enough to wield them. When making an attack
with a Cumbersome weapon, you must use
your Strength modifier for both the attack and
damage rolls.

Guard. Guard weapons are made to fight
defensively, often designed with a long reach or
flat surface for parrying. While wielding a Guard
weapon, whenever a hostile creature moves
within your reach, and you did not move on
your last turn, you can use a reaction to make

a weapon attack with a Guard weapon against
that creature. If the attack hits, then it deals no
damage, the creature immediately stops and its
speed becomes 0 until the end of its turn.

Momentum. Momentum weapons are designed to
deliver devastating attacks as part of a charge.
When you hit a creature with a Momentum
weapon, and you have moved 20 feet or more

in a straight line this turn, you can upgrade

the damage dice to the weapon’s momentum
dice value.

Repeater. Repeater weapons fire rounds in quick
succession, either using multiple barrels or quick
reloading mechanisms.

Advanced Weapons

When you take the attack action with a Repeater
weapon, you can use a bonus action to attack
again with the same weapon. You don’t add your
ability modifier to the damage of the second shot,
unless that modifier is negative. You can make
this bonus action even if the weapon has the
Loading property.

Swift. Swift weapons are renowned for their utility
in recovering from missed attacks. When you
miss an attack with a Swift weapon, you gain
advantage on the next attack roll you make with
that weapon against the same target.

Scatter. Scatter weapons are capable of devastating
multiple enemies at once. When you take the
attack action and successfully hit a creature with
a Scatter weapon, measure the weapon’s Scatter
range from the square (or point of impact) that
the target you hit occupies. All creatures other
than the original target that fall within the
weapon’s scatter range must make a Dexterity
saving throw against your Scatter DC. Upon a
failed save, they take damage equal to the ability
score modifier you used to hit with the weapon
(minimum of 1). Damage dealt this way is the
same type as the weapon that you hit with.

Scatter Save DC = 8 + your proficiency bonus
+ the ability score modifier that you use to
determine damage for this weapon.
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A weapon’s Scatter range and shape are mentioned
in its statistics. For example, a Flame Bellows has a
range of 15 feet and a Scatter range of 15 feet. This
means the weapon can hit a target within 15 feet,
and upon a hit, a 15-foot cone extending beyond
the target will determine those hit by the Scatter
effect, up to a total distance of 30 feet.

Specialised ammunition can have one weapon
property with (A) next to its name. This property
is applied when the ammunition is purchased or
crafted, and cannot be changed.

Armour Piercing (A). When you roll to hit a creature
with an Armour Piercing weapon or ammunition,
if the target is wearing heavy armour or natural
armour that exceeds 17, then you receive +2 on
your attack roll to hit that target.

Blessed (A). When a creature that is a fiend,

fey, or undead is hit with a Blessed weapon or
ammunition, that creature’s speed is reduced

by 10 feet until the end of their next turn.
Additionally, they cannot take reactions until the
end of their next turn.

Incendiary (A). When you hit a creature with an
Incendiary weapon or ammunition, the target
takes an additional 1d4 fire damage.

Silvered (A). Attacks you make with silvered

weapons or ammunition count as magical for the
purpose of overcoming resistance and immunity
to non-magical attacks.

Name Cost Properties

Advanced Melee weapons

Cavalry Hammer 500gp 1d8 31b. Versatile (1d10), Momentum (1d12)

Bludgeoning Armour Piercing

Sabre 500gp | 1d8 Slashing 2lb. Swift, Finesse

Claymore 500gp | 2d6 Slashing 71b. Brutal, Heavy, Two Handed

Polearm 500gp | 1d12 Piercing | 12lb. | Guard, Heavy, Reach, Two Handed

Advanced Ranged Weapons

Blackpowder Pistol 200gp | 2d4 Piercing 41b. Ammunition (range 25/100), Blackpowder,
Loading, Light

Blackpowder Rifle 500gp | 2d6 Piercing | 10lb. | Ammunition (range 80/300), Blackpowder,
Loading, Two Handed

Repeater Crossbow 750gp | 1d8 Piercing 71b. Ammunition (range 80/300), Loading,
Two Handed, Repeater

Blunderbuss 7508p | 2d6 Piercing 10lb. | Ammunition (range 20/30), Scatter (line 10),
Blackpowder, Loading, Two Handed, Cumbersome

Flame Bellows 750gp 2d6 Fire 11lb. Ammunition (range 15), Scatter (cone 15),
Loading, Two Handed, Cumbersome
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Ammunition Cost Weight

Advanced Ammunition

Paper Cartridge Bullets (20) 38p 21b.
Bellows Canister (20) 58p 41b.
Specialised Ammunition (A)
Arrows (5) 100gp 1/41b.
Bolts (5) 100gp 1/41b.
Paper Cartridge Bullet (5) 250gp 1/2lb.
> N
FEaTs
From the immeasurably talented swordsmen of Blackpowder EXP ert
the Castinellan Blade Artisans to the ferocious Prerequisite: Proficiency with advanced weapons

Valikan Berserkers, Etharis is home to many
individuals of deadly expertise. Feats are a great
way to represent a character’s honed skills or
natural talent in a specific discipline. Characters

You are well-versed in the use of Blackpowder
weapons and wield them with deadly efficiency.
You gain the following benefits:

may gain a feat of their choice at certain levels, * You ignore the loading property of

in place of an ability score modifier. Any Blackpowder weapons with which you are
prerequisites for the feat must be met before it proficient.

has been selected. If under any circumstances a - Whenever a hostile creature moves within 10
character ceases to meet the prerequisite of a feat, feet of you, and you did not move on your last
they may not apply any benefits derived from it turn, you can use a reaction to make a ranged

until they once again meet the prerequisites. weapon attack against that creature.

- -
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Blood Hound

Prerequisite: Wisdom 13 or higher

Your keen senses are heightened beyond that

of most people. Whether these senses were
heightened through training, through the loss of
other senses, or they simply matured as you did,
you gain the following benefits:

While conscious, whenever a creature that
is small or larger moves, within 10 feet of
you, you immediately become aware of its
presence.

Your attack rolls do not have disadvantage
against invisible creatures that you
are aware of.

You have advantage on Wisdom (perception)
and Wisdom (survival) checks that rely on
sound or smell.

Hulking Figure
Prerequisite: Strength 13 or higher

You are a broad and formidable size for your race,
either due to extensive training or natural build.
You gain the following benefits:

You count as one size larger (to a maximum
size of large) when determining your carrying
capacity and the weight you can push,

drag, and lift.

When you hit a creature with a melee attack,
if you used your strength modifier to hit the
creature, you deal an additional 1d4 damage.
This damage is of the same type as the
weapon attack.

Whenever you attempt a Charisma
(intimidation) check against a creature
of your size or smaller, you can add your
Strength modifier to the result.

Iron Gut
Prerequisite: Constitution 13 or higher

You eat like a giant and drink like a fish.
Years of punishing your stomach and liver
have led to a powerful fortitude. You gain the
following benefits:

You have advantage on Saving Throws against
being poisoned.

Upon completing a long rest, you regain 1
additional spent Hit Dice.

As an action, you can spend Hit Dice to heal
yourself, as if you have taken a short rest. You
can use this ability a number of times equal
to your Constitution modifier (minimum of 1)
per long rest.

Lightning Caster
Prerequisite: The ability to cast at least one cantrip

Your rapid-fire style of casting cantrips allows
you to weave magic with uncanny speed, granting
you the following benefit:

Whenever you cast a cantrip that can only
target a single enemy, you can use your bonus
action to target two enemies within 5 feet of
one another instead.

Nimble Physique
Prerequisite: Dexterity 13 or higher

You are small and thin for your race. You have a
mysterious and consistent ability to avoid danger.
This feat grants the following benefits:

As long as you are not wearing armour, you
may take the dodge action as a bonus action.
You can use this feature a number of times
equal to your Dexterity modifier (minimum of
once) per long rest.

You can fit and squeeze through spaces
as though you were one size smaller
than you are.

Moving through spaces occupied by allies does
not impose movement penalties.

Nocturnal

Due to extensive exposure to the dark, and
possible supernatural abilities, you have an
unmatched ability to fight adversaries in the dark.
You gain the following benefits:

You gain Darkvision with a radius of 60 feet.
If you already have darkvision, then the
radius of your darkvision increases by 30 feet,
to a maximum of 120 feet.

You have advantage on Dexterity (Stealth)
checks while in dim light or non-
magical darkness.



Scatter Weapon Master
Prerequisite: Proficiency in Advanced Weapons

Through many hours spent using these
destructive weapons, whether on the training
grounds or setting hag huts ablaze, you have
gained immense experience with scatter weapons
and gain the following benefits:

Critical hits double the damage dealt by the
Scatter property on a failed save.

When making an attack with a weapon with
the Scatter property, you may choose any
number of targets to gain advantage on saving
throws caused by your attack.

You ignore the Loading quality of Scatter
weapons with which you are proficient.

Thrown Weapon Master

You excel at thrown weapons and gain the
following benefits:

When you take the attack action to throw a
weapon with the Thrown property, you may
immediately use a bonus action to make two
more attacks with a Thrown weapon. These
must also be thrown attacks. You may use
this ability a number of times equal to your
dexterity or strength modifier per short rest.

If you throw a weapon as part of an attack,
you may immediately draw another one-
handed weapon as part of that attack.

Feats

Weaver of Maledictions
Prerequisite: The ability to cast at least one spell

You have learned how to use effigy dolls when
cursing your targets. These dolls take 8 hours

to create and can only be used on the target that
the effigy was created to resemble. Only you can
benefit from dolls you have created. When you use
an effigy doll you gain the following benefits:

The target of the curse has disadvantage on
their initial saving throw.

The target of your curse does not know that
you tried to curse them upon a successful save
against being cursed.

Witch Hunter

You have honed and perfected your skills
fighting against spellcasters. You gain the
following benefits:

Whenever a hostile creature targets you with
a spell, make a Wisdom saving throw against
the spellcaster’s spell save DC. On a success,
the creature must choose a new target or lose
the spell. This does not protect you from area
effects, such as the explosion of a fireball.

Whenever you hit a spellcaster with a melee
attack, the target’s speed is reduced by 10 feet
until the beginning of your next turn.

You have advantage on saving throws against
being cursed.
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SPELLS

Etharis hosts a menagerie of magical creatures
and spellcasters. Ranging from terrifying liches
to ancient Primordials, many of these fearsome
entities wield immense arcane powers. Below is
a collection of new spells available to players and
GMs found within the world of Etharis.

Spell Lists

The following spell lists show which spells can be
cast by characters of each class. A spell’s school
of magic is noted in parentheses. If a spell can

be cast as a ritual, the ritual tag also appears in
parentheses.

BARD SPELLS

Cantrips (0 Level)
Illusory Instrument (illusion)
1st Level

Assisted Aim (enchantment)
Intaglio (transmutation, ritual)

CLERIC SPELLS

Cantrips (0 Level)
Holy Word (evocation)
1st Level

Assisted Aim (enchantment)
Intaglio (transmutation, ritual)

2nd Level

Life Tether (necromancy)

5th Level

Greater Animate Dead (necromancy)
8th Level

Undead Enthrallment (necromancy)

DRuip SPELLS

1st level
Assisted Aim (enchantment)

3rd level

Conjure Plants (conjuration)




PALADIN SPELLS

1st level

Assisted Aim (enchantment)
Intaglio (transmutation, ritual)

RANGER SPELLS

1st level
Assisted Aim (enchantment)
3rd level

Conjure Plants (conjuration)

SORCERER SPELLS

2nd level

Dazing Blast (evocation)
Life Tether (necromancy)

3rd level
Mirror Spell (abjuration)

WARLOCK SPELLS

Cantrips (0 Level)
Illusory Instrument (illusion)
2nd level

Dazing Blast (evocation)
Life Tether (necromancy)

3rd level

Conjure Plants (conjuration)
Mirror Spell (abjuration)

8th level

Undead Enthrallment (necromancy)

WizARD SPELLS

1st level
Intaglio (transmutation, ritual)
2nd level

Dazing Blast (evocation)
Life Tether (necromancy)

3rd level

Mirror Spell (abjuration)

5th Level

Greater Animate Dead (necromancy)
8th level

Undead Enthrallment (necromancy)

Spells

SPELL DESCRIPTIONS

The spells are presented in alphabetical order.

ASSISTED AIM
1st-level enchantment

Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 1 minute

You invigorate up to three creatures within range
with improved accuracy. Each targeted creature
gains +1 to hit for all ranged weapon attacks they
make. Additionally, targeted creatures may double
the normal and long range of weapons they

are wielding.

At Higher Levels. When you cast this spell
using a spell slot of 2nd level or higher, you can
target one additional creature for each slot level
above 1st.

CoNJure PLanTs
3rd-level conjuration

Casting Time: 1 action

Range: 60 feet

Components: V, S, M (the leaf of an Elder
Tree or a piece of crystallised sap for each
creature summoned)

Duration: Concentration, up to 1 hour

You channel the powers of the Primordials to
animate a number of plants within range. These
plants must be in an open and unoccupied space.
If no space is available, then the GM may choose
to have plants rapidly grow as a result of the
spell. In this case the GM also chooses how many
plants grow. Choose one of the following options
for what appears:

One plant of challenge rating 2 or lower
Two plants of challenge rating 1 or lower
Four plants of challenge rating 1/2 or lower
Eight plants of challenge rating 1/4 or lower

Each plant is considered an elemental in addition
to its other types, and it becomes a normal plant
again when it drops to 0 hit points or when the
spell ends. The animated creatures are friendly
to you and your companions. Roll initiative for
the animated creatures as a group, which has

its own turns. The creatures obey any verbal
commands that you issue to them (no action
required by you).
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If you don’t issue any commands to them, they
defend themselves from hostile creatures but
otherwise take no actions. The GM has the
creatures’ statistics.

At Higher Levels. When you cast this spell using
certain higher-level spell slots, you choose one of
the animating options above, and more creatures
appear: twice as many with a 5th-level slot, three
times as many with a 7th-level slot, and four
times as many with a 9th-level slot.

Dazing BLasT
2nd-level evocation

Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Instantaneous

A wave of forceful energy leaves your palms and
travels towards your target. Make a spell attack
against a creature. If you hit the target, they
take 2d6 force damage and must succeed at a
Constitution saving throw or become dazed until
the end of their next turn.

At Higher Levels. When you cast this spell using
a spell slot of 3rd level or higher, the damage
increases by 1d6 for each spell slot above 2nd.

GREATER ANIMATE DEAD
5th level necromancy

Casting Time: 1 minute

Range: 10 feet

Components: V, S, M (a drop of blood, a piece
of flesh, a pinch of bone dust, and a black onyx
stone worth a least 75gp for each level of CR
you animate).

Duration: Instantaneous

This spell may only be cast at night. Choose a
corpse, or a number of corpses, within range that
are equivalent the size of the creatures you are
animating (the GM will determine how many
corpses are required). You can animate a number
of large or smaller undead creatures equalling a
total challenge rating 2 or lower.

On each of your turns, you can use a bonus action
to mentally command any creature you made
with this spell if the creature is within 120 feet

of you. (If you control multiple creatures, you
can command any or all of them at the same
time, issuing the same command to each one.)
You decide what action the creature will take and

where it will move during its next turn, or you
can issue a general command, such as to guard

a particular chamber or corridor. If you issue

no commands, the creature only defends itself
against hostile creatures. Once given an order,
the creature continues to follow it until its task is
complete. The creature is under your control for
24 hours, after which time it stops obeying any
command you’ve given it.

To maintain control of the creature for another
24 hours, you must cast this spell on the creature
again before the current 24-hour period ends.
This use of the spell reasserts your control over 1
creature you have animated with this spell, rather
than animating a new one. Additionally, casting
this spell in this manner does not require spell
components with a GP cost.

At Higher Levels. When you cast this spell using
a spell slot of 7th level or higher, you can animate
or reassert control of an additional CR worth of
undead creatures created with this spell. When
you cast this spell using a 9th level spell slot, you
can animate or reassert control over an additional
two CR worth of undead creatures created with
this spell. Additional creatures must be animated
with sufficient corpses or bones.

Hory Worp
Evocation cantrip

Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Instantaneous

You mutter a word of the divine under your
breath, being careful not to speak it any louder,
for such celestial power is not for the tainted and
unworthy. Make a ranged spell attack against
the target. On a hit, the target takes 1d8 radiant
damage. If you hit an undead, fiend, or fey, then
its speed is reduced by 10 feet and it cannot

take reactions until the end of its next turn.
This spell’s damage increases by 1d8 when you
reach 5th level (2d8), 11th level (3d8), and 17th
level (4d8).

ILLusory INSTRUMENT
Illusion cantrip

Casting Time: 1 action
Range: Touch
Components: V, S
Duration: 10 minutes



You create an illusionary copy of a mundane
musical instrument. The copy of the instrument
takes on the shape of your fondest memory of the
instrument, such as the first flute you owned, or
the half harp gifted to you by a loved one. This
illusion moves as its physical counterpart would,
but it is weightless and is tangible only to the
caster of the spell. This instrument may be used
as a spellcasting focus. This illusory instrument
dissipates if the spellcaster moves 10 feet away
from it or chooses to end the spell. As a bonus
action, you can command your instrument to
create one of the following effects:

Mimic basic sounds heard on a daily basis,
such as a bird chirping, footsteps, or a
slamming door.

Automatically play a basic beat at the tempo
of your choice.

Record anything played on it, and play it back
on a loop.

Record and play back any noise that it could
pick up within 15 feet, such as conversation, a
royal decree, or a snoring party member who
swears that they don’t.

INTAGLIO
1st-level Transmutation (ritual)

Casting Time: 1 action

Range: 5 feet

Components: V, S, M (a quill or a vial of ink)
Duration: Concentration, up to 1 hour

You transform a piece of parchment into a
duplicate of a text or symbol. While concentrating
on this spell, you can use an action to trace your
hand over any non-magical text or imagery on

a surface within range. You imprint the text or
imagery onto parchment you provide, choosing
how to resize or crop it. This spell copies a single
page with each action, and cannot copy sections
larger than 9X12 inches at a time. When copying a
spell book, you can do so using the same method
as you would replace a spell book, except the time
and gp requirements are both halved.

Lire TETHER
2nd-level necromancy

Casting Time: 1 action

Range: 120 feet

Components: V, S

Duration: Concentration, up to 1 minute.

Spells

The target must make a Wisdom saving throw.
On a failure, a sickly green ethereal tether forms
between you and your target. Whenever you take
damage, each tethered target takes half that
amount as necrotic damage. Damage dealt this
way is distributed after any damage resistances or
immunities are applied. If a target with a tether
drops to 0 Hit Points, they are no longer affected
by the tether. As a bonus action, you can move
the tether from one fallen foe to another target.
The new target must succeed on a Wisdom saving
throw or also be subject to the effects of this
spell. A target may only have one tether attached
to them from any instance of this spell at a

given time.

At Higher Levels. When casting this spell using
a spell slot of 4th level or higher, the number of
tethers created is increased by one for every two
slot levels above the 2nd.

MIRROR SPELL
3rd-level abjuration

Casting Time: Reaction (which you take
when you see a creature within 60 feet of you
casting a spell)

Range: 60 feet

Components: V, S

Duration: Instantaneous

You attempt to copy and cast a spell that you can
see being cast. If the targeted spell is 2nd level
or lower, then the spell is automatically copied.
Copying a spell of 3rd level or higher requires a
successful ability check using your spellcasting
ability. The DC equals 10 + the spell’s level. On a
success, the spell is copied, and you cast that spell
at the lowest level it can be cast. You can only
copy spells of a lesser or equal level to the spell
slot used to cast Mirror Spell. You can choose
new targets for the copied spell. The following
rules apply:

You cannot copy your own spell.
You can only copy spells cast by creatures.

For all intents and purposes, you are the
original caster of the mirrored spell, and your
spellcaster ability modifier is used if required.
The same is true for saving throw DCs and
attack modifiers.

At Higher Levels. You can cast this spell using a
spell slot of 4th level or higher. If you do, you can
copy a spell of equal or lower level.
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UNDEAD ENTHRALLMENT
8th-level necromancy

Casting Time: 1 hour

Range: 10 feet

Components: V, S, M (a clay pot filled with
brackish water, another clay pot filled with grave
dirt, and a black onyx stone worth at least 500 gp
for each corpse)

Duration: Instantaneous

This spell can only be cast at night. Choose a
corpse, or a number or corpses, within range that
are equivalent to the size of the creature you are
animating (the GM will determine how many
corpses are required). Your spell imbues the target
with a foul mimicry of life, raising it as an undead
creature. You may choose for the target to become
an undead creature of CR 3 or lower (the GM has
the creature’s game statistics).

On each of your turns, you can use a bonus action
to mentally command any creature you made
with this spell if the creature is within 60 feet of
you. (If you control multiple creatures, you can
command any or all of them at the same time,
issuing the same command to each one.) You
decide what action the creature will take and
where it will move during its next turn, or you
can issue a general command, such as to guard
a particular chamber or corridor. If you issue

no commands, the creature only defends itself
against hostile creatures. Once given an order,
the creature continues to follow it until its task
is complete. The creature is under your control
for 24 hours, after which it stops obeying any
command you’ve given it.

To maintain control of the creature for another
24 hours, you must cast this spell on the creature
again before the current 24-hour period ends.
This use of the spell reasserts your control over

1 creature you have animated with this spell,
rather than animating a new one. Any creature
you have maintained with this spell for 30 days
remains permanently under your control. You
may only control a maximum of four creatures
with this spell.



CURSES

From punishing afflictions to poetic justice,
curses are synonymous with dark fantasy. Within
Etharis, curses are powerful spells reserved

by dark casters for those they feel have truly
wronged them. Curses channel dark emotions and
vengeance, and grow in power when cast with
spiteful intent. Woe befalls the fool who takes hag
pacts lightly.

Curse Spell List

Curses are dark magic fueled by malice and other
hostile emotions. While they are not restricted to
characters by alignment, casting a curse is an evil
deed. The following classes add all curses to their
spell lists:

Bard
Cleric
Druid
Sorcerer
Warlock
Wizard

Components

Casting a curse requires spell components that
bear a specific connection to the target of the
curse. When casting a curse, the spellcaster

must have all required components in their
possession, regardless of any spellcasting focus or
components pouch they possess.

Shadowsteel

Shadowsteel is a dark combination of metallurgy
and insidious sorcery. Due to its ability to hold
dark magic, Shadowsteel is a required component
for dark mages looking to cast curses. As each
curse requires a component made of Shadowsteel,
the availability of the resource can be tailored to
your campaign, depending on how available your
GM wishes curses to be.

Curse Strength Table

Curses are spells of dark emotions and
twisted fate, gaining power depending on the
circumstances of their use. A curse cast with
the dying breath of a betrayed lover will bear
considerably more power than a run-of-the-
mill curse.

Curses

When determining the spell DC of a curse, use the

spellcaster’s DC and consult the table below for
modifiers:

SS &
Knowledge of Save Modifier
the Target
Secondhand -10
Firsthand =
Familiar 0
Target’s Save Modifier (only
Transgression the highest applies)
Broke a deal +2
Sworn enemy +7
Egregious betrayal +10
Desecrated your home | +8
Spiteful envy +5

These are examples of modifiers for curses, based
on the relationship between the caster and the
target. A GM can modify or expand these to suit
the needs of their game.

Triggering Event

Curses often have no immediate effect upon
casting. Curses lie dormant within a target until
they complete a task or action that satisfies their
triggering event. For example, a target cursed
with the curse of ravenous hunger will suffer

no effects until they consume their next meal.
Upon completing the Triggering Event, the target
will automatically start the effects of the curse

at stage 1.

Stage Progression

While curses are dangerous magic, they take time
to reach full power. Curses develop in 3 stages. As
a curse progresses through the stages, it becomes
more harmful to the afflicted. Whenever a cursed
creature fails an escalation check, they advance to
the next stage of the curse. The effects of a new
stage are in addition to those of previous stages.
If an effect contradicts another, use the effect
from the greater stage.
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Escalation

Escalation represents the curse gaining power

as time goes on. At dawn once a day, a cursed
creature must make an escalation check to see if
their curse escalates. To pass, a creature needs to
roll an unmodified d20, and obtain a score greater
than the number of checks they have made on
this stage. On a failed save, the cursed creature
applies the effects of the next stage of the curse,
in addition to any previous stages.

For example, a creature who has just been cursed
makes an escalation check the following dawn.
They must roll greater than a 1. The next day the
DC will increase to 2, and so on. If, on the 5th
dawn, they roll a 5 or less, the curse escalates to
the second stage. They apply any new effects and
reset the DC to 1.

Culmination

All curses have a culmination. This is the

final intent of the curse, and often involves
transforming the victim into a twisted creature,
barely resembling who they once were.
Culminations are truly evil effects and are almost
always permanent. When a creature fails an
escalation check at stage 3 of a curse, they apply
the effects of the curse’s culmination. They
continue to apply the effects of the previous
stages, but cease making escalation checks. Once
a curse’s culmination has been reached, it can
only be cured with the use of a wish spell.

Curing

Once they have begun, curses are notoriously
difficult to cure. Many adventurers have fallen

to a curse before they were able to gather the
components to cure it. As a result, it is not
unheard of for travelling mystics to carry
multiple curing ingredients with them, to sell for
exorbitant prices.

To cure a curse, a cursed creature must be
targeted with the remove curse spell. In addition,
a number of cure components are required equal
to the number of stages their curse has escalated
to. For example, a curse that has escalated to
stage 3 requires 3 cure components as well as a
remove curse spell.

The following items outline a number of cure
components that can be found within the world of
Etharis. A GM can include additional components

based on their setting, campaign story or game
mechanic they wish to include.

Hag’s promise. A potion brewed by hags,
purposely named confusingly.

A strand of hair from the lost but not
found. From a pillow or other possession of a
lost person.

A twice-murdered raven. A raven that
has been killed, resurrected, then killed again.

The highest pinecone of a forest. Found
with a lot of climbing.

A clock which runs backwards. Casting
slow and haste on a timepiece will cause it to tick
backwards.

A black pearl, harvested but a week ago.
Found with a lot of swimming.

A book that has never been read. From a
publisher or printing press.

A rose that grows in darkness but not
sunlight. A rare flower known as a Black Rose.

A life willingly given. Someone willing to
sacrifice themself to cure the cursed.

Wish. A wish granted by a spell or entity.

Curse Descriptions

The following curses have been sorted
alphabetically.

Curse ofF CONCEITED OBSESSION
6th-level Enchantment (curse)

Casting Time: 1 hour

Range: Self

Components: V, S, M (a thread from the bed of
your target, a handful of teeth, and a Shadowsteel
gilded mirror worth at least 1,000 gp, all of which
the spell consumes)

Duration: Until cured

This spell curses a creature on the same plane
of existence as you with an obsessive self-
infatuation. The target must make a Charisma
saving throw against the spell’s DC, which

is modified by the Curse Strength Table. On

a successful save, the target becomes aware
that somebody attempted to curse them. On a
failed save, the target becomes cursed and is
unaware of this. Upon the completion of this
curse’s triggering event, the target automatically
advances to stage 1 of this curse.

Triggering event. The next time the cursed
creature looks into a mirror or reflective surface,
it spontaneously cracks.



Stage 1. The cursed creature is compelled to stop
and admire themselves whenever they see their
own reflection.

Stage 2. The cursed creature becomes obsessed
with looking for and finding its own reflection
wherever it goes. Additionally, the cursed creature
has disadvantage on attack rolls.

Stage 3. The cursed creature is driven to find or,
if necessary, build a location where it can see its
own reflection from many angles. The cursed
creature is compelled to remain in this location
and admire itself. Additionally, attack rolls
against the creature gain advantage.

Culmination. Upon failing the final escalation
check, the cursed creature twists into a deformed
figure and becomes a Weeping Willow. If the
creature is a player character, they become an
NPC under the GM’s control.

Curste oF DAMNED AGING
4th-level Necromancy (curse)

Casting Time: 1 hour

Range: Self

Components: V, S, M (a childhood possession
of the target, a pint of blood, and a Shadowsteel
stopwatch worth at least 1,000 gp, all of which
the spell consumes)

Duration: Until cured

This spell curses a creature on the same plane
of existence as you with withering and horrific
aging. The target must make a Strength saving
throw against the spell’s DC, which is modified
by the Curse Strength Table. On a successful
save, the target becomes aware that somebody
attempted to curse them. On a failed save, the
target becomes cursed and is unaware of this.
Upon the completion of this curse’s triggering
event, the target automatically advances to stage 1
of this curse.

Triggering event. The next time the target
changes clothing, they find multiple wrinkles,
grey hairs and liver spots they did not
previously have.

Stage 1. The cursed creature is compelled to
rest when the occasion permits it, becoming
lethargic and lazy.

Stage 2. The cursed creature becomes feeble as
their muscle mass begins to deteriorate. The
cursed creature has disadvantage on Strength
saving throws.

Stage 3. The cursed creature starts to age rapidly,

Curses

becoming decrepit. The cursed creature’s Strength
score becomes 6, unless it was already lower.

Culmination. Upon failing the final escalation
check, the cursed creature twists into a deformed
figure and becomes a Body Snatcher. If the
creature is a player character, they become an
NPC under the GM’s control.

Curst oF FouL BLIGHT
4th-level Necromancy (curse)

Casting Time: 1 hour

Range: Self

Components: V, S, M (a shred of the target’s
clothing, a chunk of rotten flesh, and a
Shadowsteel jewellery box worth at least 1,000 gp,
all of which the spell consumes)

Duration: Until cured

This spell curses a creature on the same plane of
existence as you with a putrefying and stinking
pox. The target must make a Charisma saving
throw against the spell’s DC, which is modified
by the Curse Strength Table. On a successful
save, the target becomes aware that somebody
attempted to curse them. On a failed save, the
target becomes cursed and is unaware of this.
Upon the completion of this curse’s triggering
event, the target automatically advances to stage 1
of this curse.

Triggering event. The target searches their
backpack, clothes drawer, or wherever else they
store their garments, they find an infestation
of insects.

Stage 1. The cursed creature is afflicted with a
minor cough. Whenever they speak more than
a few words at a time, they break into a fit

of coughing.

Stage 2. The smell of putrescence lingers in the
air around the cursed creature. Food and drink
quickly spoil, jewellery tarnishes, and wood rots
within 10 feet of the cursed creature. Additionally,
the cursed creature has disadvantage on Charisma
saving throws.

Stage 3. The cursed creature’s skin becomes
riddled with pock marks, pustules, and lesions.
Insects flock to the cursed creature, infesting
their clothes. The cursed creature’s Charisma
score becomes 6, unless it was already lower.

Culmination. Upon failing the final escalation
check, the cursed creature twists into a deformed
figure and becomes a Plague Carrion. If the
creature is a player character, they become an
NPC under the GM’s control.
25



Character Options

26

CursE oF ILL-FATED FORTUNE
sth-level Divination (curse)

Casting Time: 1 hour

Range: Self

Components: V, S, M (a shred of the target’s
clothing, a splinter of bone, and a collection of
Shadowsteel dice worth at least 1,000 gp, all of
which the spell consumes)

Duration: Until cured

This spell curses a creature on the same plane of
existence as you with lethal bad luck. The target
must make a Dexterity saving throw against

the spell’s DC, which is modified by the Curse
Strength Table. On a successful save, the target
becomes aware that somebody attempted to curse
them. On a failed save, the target becomes cursed
and is unaware of this. Upon the completion

of this curse’s triggering event, the target
automatically advances to stage 1 of this curse.

Triggering event. The next time the target walks
through a doorway or up a flight of stairs, the
target stubs their toe, bruising it badly.

Stage 1. The cursed creature falls victim to minor
inconveniences and bad luck. Shops they wish to
visit close just as they arrive, equipment breaks
at inconvenient moments, and other unfortunate
events befall them.

Stage 2. The cursed creature becomes a beacon

of bad luck as otherwise harmless setbacks
become increasingly dangerous. For example,
objects constantly seem to be placed in their way.
Additionally, the cursed creature has disadvantage
on Dexterity saving throws.

Stage 3. The cursed creature becomes dangerously
accident-prone, as even the simplest tasks have
unforeseen life-threatening consequences. The
cursed creature’s Dexterity score becomes 6,
unless it was lower already.

Culmination. Upon failing the final escalation
check, the cursed creature twists into a deformed
figure and becomes a Herald of Calamity. If the
creature is a player character, they become an
NPC under the GM’s control.

CursE OF INSATIABLE GREED
sth-level Enchantment (curse)

Casting Time: 1 hour

Range: Self

Components: V, S, M (a coin that the target has
previously possessed, the tail of a rat, and a

Shadowsteel crown of thorns worth at least 1,000
gp, all of which the spell consumes)
Duration: Until cured

This spell curses a creature on the same plane of
existence as you with a bitter and self-destructive
greed. The target must make a Wisdom saving
throw against the spell’s DC, which is modified
by the Curse Strength Table. On a successful

save, the target becomes aware that somebody
attempted to curse them. On a failed save, the
target becomes cursed and is unaware of this.
Upon the completion of this curse’s triggering
event, the target automatically advances to stage 1
of this curse.

Triggering event. The next time the target
completes a long rest, they notice they have lost a
valued item.

Stage 1. The cursed creature becomes compelled to
steal trinkets they do not own.

Stage 2. The cursed creature finds a secret place
to start stashing their hoard, and becomes
anxious about leaving the location of their hoard
for extended periods of time. Additionally, the
cursed creature has disadvantage on Wisdom
saving throws.

Stage 3. The cursed creature is driven to
transform their hoard into a labyrinth of
possessions and treasure they have stolen. The
cursed creature cannot leave this labyrinth.
Additionally, the cursed creature’s Wisdom score
becomes 6, unless it was already lower.

Culmination. Upon failing the final escalation
check, the cursed creature twists into a deformed
figure and becomes a Verminous Abomination. If
the creature is a player character, they become an
NPC under the GM’s control.

CURSE OF LOST SENTIMENT
4th-level Enchantment (curse)

Casting Time: 1 hour

Range: Self

Components: V, S, M (a lock of hair from
someone the target loves, an animal’s heart, and
a Shadowsteel idol worth at least 1,000 gp, all of
which the spell consumes)

Duration: Until cured

This spell curses a creature on the same plane
of existence as you with the loss of memories
and horrific madness. The target must make
an Intelligence saving throw against the spell’s



DC, which is modified by the Curse Strength
Table. On a successful save, the target becomes
aware that somebody attempted to curse them.
On a failed save, the target becomes cursed and
is unaware of this. Upon the completion of this
curse’s triggering event, the target automatically
advances to stage 1 of this curse.

Triggering event. The next time the target sleeps,
they suffer nightmares of a person they treasure
abandoning them.

Stage 1. The cursed creature begins forgetting
events that have occurred within the past few
days, as well as the names of acquaintances.

Stage 2. The cursed creature forgets all but their
closest companions. The curse begins creating
twisting the creatures mind, creating delusions of
hidden threats and scheming rivals. Additionally,
the cursed creature has disadvantage on
Intelligence saving throws.

Stage 3. The cursed creature completely forgets
their closest companions, who they are, and any
goals they once possessed (including curing the
curse). The curse twists their mind into madness
and fabricates delusions of a great conspiracy
only the cursed creature can prevent. The cursed
creature is compelled to take any action they
believe necessary to uncover this conspiracy.
Additionally, the cursed creature’s Intelligence
score becomes 6, unless it was already lower.

Culmination. Upon failing the final escalation
check, the cursed creature twists into a deformed
figure and becomes a Dream Whisperer. If the
creature is a player character, they become an
NPC under the GM’s control.

Curst ofF Ravenous HunGer
sth-level Enchantment (curse)

Casting Time: 1 hour

Range: Self

Components: V, S, M (a morsel of food that
belonged to the target, a sun-dried slug, and a
Shadowsteel dining plate worth at least 1,000 gp,
all of which the spell consumes)

Duration: Until cured

This spell curses a creature on the same plane
of existence as you with painful and unending
starvation. The target must make a Constitution
saving throw against the spell’s DC, which

is modified by the Curse Strength Table. On

a successful save, the target becomes aware
that somebody attempted to curse them. On a

Curses

failed save, the target becomes cursed and is
unaware of this. Upon the completion of this
curse’s triggering event, the target automatically
advances to stage 1 of this curse.

Triggering event. While eating their next meal,
the target bites their tongue and their mouth fills
with blood.

Stage 1. The cursed creature is gripped with an
insatiable appetite.

Stage 2. The cursed creature becomes compelled
to eat inappropriate items such as coins, flowers,
glass, dirt. Additionally, the cursed creature has
disadvantage on Constitution saving throws.

Stage 3. The cursed creature becomes ravenous
and is compelled to consume the flesh of
humanoids. No other food will satiate its
starvation. The cursed creature’s Constitution
score becomes 6, unless it was already lower.

Culmination. Upon failing the final escalation
check, the cursed creature twists into a deformed
figure and becomes a Bloated Gastromorph. If
the creature is a player character, they become an
NPC under the GM’s control.

Curst oF UNCONTROLLABLE WRATH
6th-level Enchantment (curse)

Casting Time: 1 hour

Range: Self

Components: V, S, M (a weapon that belonged
to the target, a severed hand, and a Shadowsteel
knife worth at least 1,000 gp, all of which the
spell consumes)

Duration: Until cured

This spell curses a creature on the same plane of
existence as you with an uncontrollable temper
and lust for violence. The target must make a
Wisdom saving throw against the spell’s DC,
which is modified by the Curse Strength Table.
On a successful save, the target becomes aware
that somebody attempted to curse them. On a
failed save, the target becomes cursed and is
unaware of this. Upon the completion of this
curse’s triggering event, the target automatically
advances to stage 1 of this curse.

Triggering event. The next time the cursed
creature wields a weapon or spellcasting focus, an
old wound of theirs reopens.

Stage 1. The cursed creature becomes easily
agitated and aggressive.
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Stage 2. The cursed creature becomes obsessed
with violence. The thrill of solo battle intoxicates
them, and their demeanour toward their allies
sours as the curse grows. The cursed creature
cannot benefit from the spells or abilities of allies.

Stage 3. The cursed creature is driven to insatiable
bloodlust, unable to rest while there are enemies
to slaughter. The cursed creature cannot complete
a long rest.

Culmination. Upon failing the final escalation
check, the cursed creature twists into a deformed
figure and becomes an Avatar of Slaughter. If the
creature is a player character, they become an
NPC under the GM’s control.

VaRIANT MECHANICS

The following is a series of variant rules that

can be implemented for thematic or mechanical
purposes. These rules are not necessary, and each
table should feel comfortable playing their game
the way they enjoy it. However, you may find that
the following rules assist you in facilitating a dark
fantasy setting.

iyt

1

Stabilisation

When a character at 0 hit points regains hit
points, they instantly become conscious and heal
as per usual. However, they are still incapacitated
until the end of their next turn.

Concentration Checks

Whenever you fail a concentration check, you
gain the dazed condition until the end of your
next turn.

Bleeding

Bleeding creatures cannot regain hit points
from spells or abilities. A bleeding creature can
only regain hit points by consuming hit dice or
completing a long rest.

Dazed

If you are concentrating on a spell and become
dazed, you lose concentration on that spell and
it immediately fails. While dazed, you cannot
concentrate on spells.

Race Proficiencies

Dwarven blackpowder training. You have
proficiency with Blackpowder weapons when you
reach 3rd-level.

Gnome specialist training. You have proficiency
with Scatter weapons when you reach 3rd-level.
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TRANSFORMATIONS

ANY CREATURES HUNT THE NIGHTS OF
MEtharis. While many are twisted beasts

of hatred born from darkness, some were
not always so.

The following ruleset provides players the ability
to become grim monsters of the dark themselves.
From dread-inducing werewolves to all-powerful
liches, the following transformations are available
to characters who meet the required prerequisites.

While transformations make for great roleplay
opportunities, at no point do they provide an
acceptable excuse to hurt the enjoyment of
other players at the table. If you want to create
a conflict between two player characters, it is
imperative that you discuss this with the table
(and particularly your GM) first.

Beginning a Transformation

Individuals rarely choose to transform into beings
of the night. Instead, they have it forced upon
them. Foul curses, horrific experiments, and

the diabolical machinations of fiends, vampires,
and other dark agents are all examples of how a
character might start a transformation. However,
there are times when a character may wish to
begin a transformation of their own volition.
Perhaps they have succumbed to the lure of
power, or they see it as the only way to achieve a
greater goal.

Regardless, the first step in any transformation
should be a discussion with your GM. Make your
intentions clear, as the transformation may

not be suitable for the setting or story your GM
is running.

The next step in a transformation is to ensure you
meet all the prerequisites of the transformation.
There are 2 types of prerequisites: mechanical and
roleplay prerequisites. Mechanical prerequisites
can be ability score, spellcasting, and other
feature requirements. Roleplay prerequisites are
the in-game actions required by a character to
start a transformation. It is recommended that
this milestone be reached within the game rather
than through a backstory. However, you may
wish to discuss alternative avenues to pursue a
prerequisite with your GM.

Boons and Flaws

When you have achieved all the required
prerequisites of a transformation and reached
your first transformation level, you gain all

the boons and the flaw of the first level. These
constitute the beginning of the changes from the
transformation. The boons and flaws of these
iconic monsters come from folklore, pop culture
and our own imagination. If they differ from an
existing trope or stat block, it is because they
represent a variation unique to Etharis.

. - . -
I'i A BLESSING OR A CURSE? r}‘lﬁ,

Within the dark fantasy world of Etharis
Transformations are representative of the

gothic and body horror elements of the world.

As a result, they should increase a character in
power but ultimately be rooted in tragedy, as

the setting demands. However, if you are not
playing in a dark fantasy setting or you want
your Transformation to feel more like a blessing
than a curse, discuss with your GM the possibility
of removing some or all the flaws associated with
your Transformation. Alternatively, feel free to
tinker with the boons and flaws with your GM.
Transformations should suit the needs of your
campaign, not the other way around.

Leveling Up

Characters that have successfully completed

a transformation can continue the process

by increasing their transformation level. The
character must achieve a milestone before
gaining a transformation level. Each type of
transformation has an example list of possible
milestones that are thematically unique. Talk
with your GM to come up with applicable
milestones for your campaign and how you can
achieve them.

When you increase your transformation level, you
choose one boon from that level, or a lower level,
provided you meet that boon’s prerequisites. You
gain the new level’s flaw as well.




Transformations

Universal Milestones Rather than casting remove curse with the cure
components, the regenerate spell must be cast
The following milestones are examples that can with the cure components instead. A character
apply to all (or most) transformations: that has reached the 4th level of a transformation,
Undertaking an exceptionally evil (or or that has been transformed for longer than
good) act. one year, can only be cured by a wish spell. If a

character is Killed and resurrected, the GM decides

Completing an ancient ritual. ) i i
if they are resurrected with transformation levels.

Obtaining a powerful artifact.
Being cursed by a dark agent.
Being exalted by a patron or god.

Suggested Class Level to
Transformation Level

While transformations are milestone
achievements and each level comes with a flaw,
transformations still represent a significant
increase in power. For this reason, it is
recommended that players and GMs use the
following level table as a guide for when players
should be able to level up a transformation. After
all, only the strongest survive such an ordeal.

-~ o
Transformation Level | Recommended Class

0 Level Range 3
1 fl=fh
2 5-10
3 11-16

Not all transformations will be able to follow this
recommendation due to prerequisites. In this
case, characters can reach higher transformation
levels at higher class levels.

Removing a Transformation

Reversing a transformation is an incredibly
difficult process. The changes that have occurred
in a character have fundamentally altered their
biology, and perhaps their mind. However,
anything is possible in a magical world. To cure a
transformation, treat it as a curse from the curses
section. The curse level of a transformation is
equal to the character’s transformation level.




back, his newest creation is complete. Thunder
booms as the woman approaches the doctor
menacingly, tendrils extended. Not all successful
experiments end well.

w Aberrant Horrors are the result of a humanoid

becoming an aberration. Able to break free from
the physical restrictions imposed upon them by
the Material Plane, they shift the components
of their form at a whim. This makes Aberrant
Horrors terrifying to behold, especially in battle.
Lightning cracks. A mad doctor bellows in Many adversaries have been caught off-guard
triumph as a once-deceased woman rises. when a seemingly defenceless opponent grew
With three fleshy tentacles sprouting from her rows of gruesome spines before their eyes.

A cloaked figure flees through the dimly lit city
streets. The guards appear to have the upper
hand, until she turns to greet them—a hulking
mess of spines, claws, and gnashing maws.




Becoming an Aberrant Horror

Each Aberrant Horror is defined by one key
question: what happened to them? Some
individuals make pacts with ancient entities

for powers that have unforeseen effects. Others
awaken after being defeated by an unnatural
monster, surprised that they have been spared,
only to feel something writhing in their stomach.
Many tropes of body horror can be used as
inspiration for an Aberrant Horror.

Once your origin has been determined, you can
consider what your character’s motivations are
regarding their transformation. As their power
grows and manifests, they may feel they have

lost what makes them fundamentally themselves.

Perhaps they decide to take revenge on the entity
responsible for their transformation, or perhaps
they perceive their transformation as a gift.

Transformation Features

An Aberrant Horror has the following
transformation features:

PREREQUISITES

Ability Scores: Constitution 13

Roleplay: You must have had an encounter with
an Aberration, magical anomaly, or some other
plausible reason to have become an Aberrant
Horror. Discuss with your GM how you can
achieve this in your backstory or in-game.

Some of your abilities will require your target to
make a saving throw to resist their effects. The
saving throw DC is calculated as follows:

Transformation Save DC = 8 + your proficiency
bonus + your Constitution modifier

LEVEL MILESTONES

The following are examples of possible level
milestones for the Aberrant Horror:

Defeating a powerful Aberration and
absorbing its power.

Undergoing a dangerous and costly
experiment.
Surviving a magical mishap.

Acquiring the strength to give birth to a more
powerful version of yourself, which then
consumes your old self.

Fulfilling an eldritch prophecy written in
the stars.

Aberrant Horror

Transformation level 1

Starting at 1st level, you gain the following
Transformation Boons and this level’s
Transformation Flaw.

TRANSFORMATION BOON: ABERRANT
ADAPTATIONS

Your body can twist and reshape itself as you will
it, changing body parts into dangerous weapons
or useful tools, and regenerating after damage.
This ability is represented through Adaptations.

Basic Adaptations
At 1st level, you gain the following adaptations:

Chitinous Shell. As a bonus action, you can develop
a hard, crustacean-like shell. When you use this
adaptation and are not wearing heavy armour,
you gain a +2 to AC. However, this reduces your
speed by 10 feet. This adaptation lasts for 1
minute or until you are knocked unconscious. On
your turn, you may use a bonus action to end this
Adaptation.

Eldritch Limbs. You can transform one or both of
your arms into a weapon of thick muscle, sharp
claws, or hardened bone. When you make an
attack, you can use this Adaptation. If you do, you
gain the following features:

You can choose what type of damage your
unarmed attacks will cause, from Piercing,
Bludgeoning, or Slashing. Your arm becomes
a claw, tusk, or bone club, depending on the
damage type chosen.

You may roll a d6 in place of normal damage
for unarmed strikes.

You cannot hold any object in the affected
arm. This includes, but is not limited to,
weapons, shields, and spellcasting focuses.
Any object you are holding merges into
your adaptation or immediately drops to the
ground. The GM may decide if they feel the
object is too large to merge.

This adaptation lasts until you become knocked
unconscious. On your turn, you may use a bonus
action to end this adaptation.

TRANSFORMATION BoON: ABERRANT FORM

Your Constitution score increases by 2 and your
Strength score increases by 1. An ability score
cannot be increased beyond 16 this way.
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You become an Aberration in addition to any
other creature types you are. Spells and abilities
that affect Aberrations of a specific CR have no
effect on you.

TRANSFORMATION FLAW:
UNSTABLE MUTATIONS

Your body becomes malleable and struggles

to maintain any one physical shape. Upon
completing a long rest, you must roll 1d100 on the
Unstable Form table and apply the effects of the
result, determined by your transformation level.
These effects last until you complete another long
rest. If you roll the same result on the table more
than once in a row, roll again until a new result

is rolled.

Transformation Level 2

At 2nd level, you can pick one of the following
Transformation Boons. In addition, you also gain
this level’s Transformation Flaw.

TRANSFORMATION Boon: EFFICIENT KILLER

When you make an unarmed attack while you are
benefiting from the Eldritch Limbs adaptation,
you can gain one of the following effects
depending on the type of damage you chose:

Piercing. You can launch a razor-sharp barb from
your arm. Make a ranged attack at a target within
30 feet. Upon a hit, the target takes piercing
damage equal to 2d6 + your Strength modifier.

Bludgeoning. You can manifest a long tentacle,
tipped with a hardened bone club. Your unarmed
attack deals an additional 1d6 bludgeoning
damage. When you hit a creature with an
unarmed attack, you can then attempt to damage
another creature within 5 feet of the original
target. If the original attack roll would hit the
second creature, it takes bludgeoning damage
equal to 1d6 + your Strength modifier.

Slashing. Your arm forms a row of viciously
hooked claws and talons. Your unarmed attack
deals an additional 1d6 slashing damage, and
the target must succeed at a Constitution saving
throw. Upon a failed save, the target gains the
bleeding condition for 1 minute. A creature can
repeat the saving throw at the end of each of its
turns, ending the effect on itself upon a success.

TRANSFORMATION BOON:
OTHER-WORLDLY TENDRILS

Starting at 2nd level, you can use a bonus action
to grow a long, tendril-like appendage out of your
body that you are proficient with. On subsequent
turns, immediately after taking the attack action,
you may use a bonus action to have the tendril
attack an enemy within 10 feet of you. If you

do, make an unarmed melee attack using your
Strength modifier. On a hit, the target takes
bludgeoning damage equal to 1d4 + your Strength
modifier.

The tendril lasts until you become unconscious.
On your turn, you may use a bonus action to
retract it. In addition, you gain the following
Adaptations:

Toxic Spray. A lamprey-like mouth opens at the
end of a tendril and sprays a noxious toxin. When
you attack a creature with one of your tendrils,
you can choose to use this Adaptation and forgo
dealing damage. If you do, instead of rolling to
hit, the target must make a Constitution saving
throw against your Transformation Save DC. On
a failed save, they become poisoned. A creature
that has failed this saving throw makes another
Constitution saving throw at the end of each of
its turns. On a successful save, it is no longer
affected by this Adaptation.

Constrict. A tendril wraps tightly around the
target. When you hit with a tendril attack, and
the target is large or smaller, you can choose to
use this Adaptation. If you do, the attack deals
no damage and the target is grappled. Until the
grapple is ended, the tentacle cannot be used
against other targets.

Hypnotic Trance. A tendril flashes a myriad of
coloured bioluminescent lights, attempting to
disorient the target. When you attack a creature
with one of your tendrils, you can choose to

use this Adaptation and forgo dealing damage.

If you do, instead of rolling to hit, the target
must make a Wisdom saving throw against your
Transformation Save DC. On a failed save, all
attack rolls against the target have advantage,
until the start of the affected creatures next turn.
A creature that has failed this saving throw makes
another Wisdom saving throw at the end of each
of its turns. On a successful save, it is no longer
affected by this Adaptation.



TRANSFORMATION BOON:
SituatioNnaL EVoLUuTION

You can use an action to grow gills and flippers,
thin hairs on your extremities to climb walls, or a
layer of rapidly-regenerating flesh. You gain the
following Adaptations:

Scopulae. Your climbing speed becomes the same
as your walking speed. You can climb vertical
objects, while leaving one hand free.

Gills and Flippers. Your swim speed becomes the
same as your walking speed, and you can breathe
underwater.

Regenerative Tissue. At the beginning of your turn,
you regain hit points equal to your Constitution
modifier if you have no more than half your hit
points left. If you take fire or acid damage, then
this Adaptation has no effect at the beginning of
your next turn.

These adaptations last until you become
unconscious, use a different one of these
Adaptations, or use a bonus action on your turn to
end the Adaptation.

TRANSFORMATION FLAW:
HipEous APPEARANCE

Your appearance has grotesquely transformed.
You may be a hulking mass of flesh, adorned
with countless eyes, or a bone-and-tusk-covered
natural weapon. Regardless of your true form,
you’re horrific to behold. You can suspend

this form and manifest the appearance of the
humanoid you once were, but this is taxing

and requires concentration. This form is not
permanent, and moments of stress are likely to
reveal your true nature. Your true form is revealed
in the following situations:

Concentrating on a spell.

Gaining the unconscious condition.
Entering hallowed ground.
Choosing to reveal yourself.

In events of extreme emotional or physical stress,
a GM may call for a Constitution saving throw
with a DC of their choosing to see if you maintain
your humanoid form.

Non-evil creatures that witness your true form
become instantly hostile to you, unless the GM
decides otherwise.

Aberrant Horror

Transformation Level 3

At 3rd level, you can pick one of the following
Transformation Boons, or pick a boon from

a lower level that you meet the prerequisites
for. In addition, you also gain this level’s
Transformation Flaw.

TraNsFORMATION Boon: WinGs

Beginning at 3rd level, you can grow large,
twisted wings of mutated flesh. You gain the
following Adaptation:

Wings. As a bonus action, you can manifest a pair
of distorted, fleshy wings. You gain a fly speed
equal to your current speed. These wings recede
after 10 minutes. You can reabsorb them as a
bonus action on your turn, and they reabsorb
automatically if you are knocked unconscious. You
can manifest your wings while wearing medium
or light armour if it is made to accommodate
them. You cannot manifest your wings while
wearing heavy armour.

Once you use this Adaptation, you cannot use it
again until you complete a short rest.

TRANSFORMATION BOON:
ADDITIONAL TENDRILS

Prerequisite: Otherworldly Tendrils

You are able to grow an additional tendril. On
subsequent turns, you may use a bonus action
to attack with each tendril you have grown. The
tendrils can all attack
the same target or
different ones. Make
a separate attack roll
for each tendril.
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When you reach
the 4th level of this
transformation, the
number of tendrils
you can manifest is
increased to three.
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TRANSFORMATION BOON:
ENHANCED HYPERTROPHY

You may roll a d8 in place of normal damage for
unarmed strikes. The base damage dice for your
adaptations, like Efficient Killer and Otherworldly
Tendrils becomes one base die higher. For
example, an adaptation that deals 2d6 damage
would become 2d8 damage instead.

TRANSFORMATION FLAW:

UNsTABLE EXISTENCE

The nature of magic is beginning to unravel your
material form. Whenever you roll a natural 1,2
or 3 on a saving throw against a spell or magical
ability, you reveal your Hideous Appearance.

Transformation Level 4

You can pick one of the following Transformation
Boons, or pick a boon from a lower level that you
meet the prerequisites for. You also gain this
level’s Transformation Flaw.

TRANSFORMATION BoonN: SAVAGE PREDATOR

Beginning at 4th level, whenever you roll to hit
a target and score a natural 20, you may deal an
additional 6d6 damage. This damage is the same
type as your weapon. In addition, each creature
of your choice that is within 30 feet of you must
succeed a Wisdom saving throw or become
Frightened of you for 1 minute. A creature can
repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success.

TRANSFORMATION BOON:
MASTER OF THE DEEP

Prerequisite: Additional Tendrils

On your turn as an action, you can rapidly grow
and launch hundreds of tiny tendrils from your
body. Each creature of your choice within 15 feet
of you must succeed on a Dexterity saving throw.
On a failed save, they suffer one of the following
effects of your choice for 1 minute. You can choose
different effect options for different creatures:

Become poisoned.
Speed becomes 0.
Attacks against them have advantage.

Once you use this feature, you cannot use it again
until you complete a short or long rest.

TRANSFORMATION BOON:
EXTREMOPHILIC CONDITIONING

Starting at 4th level, your body has learned
to adapt to extreme conditions, allowing you
to survive where most would perish. On your
turn, as an action, you can use the following
Adaptation.

Metamorphosis. You rapidly change your body’s
biophysical and chemical composition in
reaction to your environment. Choose one of the
following options:

You are resistant to Bludgeoning, Piercing,
and Slashing damage. When determining
falling damage, you take 1 bludgeoning
damage for each 10 feet fallen in place

of normal damage (maximum of 20
bludgeoning damage).

You are resistant to Fire, Lightning, and Acid
damage. You are immune to the effects of
extreme hot climates.

You are resistant to Cold, Thunder, and Poison
damage. You are immune to the effects of
extreme cold climates.

This adaptation lasts until you use this
Adaptation again.

TRANSFORMATION FLAW:
ENTROPIC ABOMINATION

The very essence of magic aggravates the unstable
nature of your aberrant body.

Whenever you fail a saving throw to a spell or
magical ability, roll on the Unstable Mutation
table. If the result is less than your current
unstable mutation effect, then replace it with the
new result.




Aberrant Horror
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UnstaBLE MuTtaTioN TABLE

Level 1 Level 2 Level 3 Level 4 Effect

01-05 01-08  01-09 01-11  Your body starts to become formless. You have disadvantage
on Dexterity saving throws.

06-10 09-16  10-18 12-22  You start to become rigid and brittle, making resting less
effective. When you consume a hit dice, you do not add your
constitution modifier to the result.

11-15 17-24 19-27 23-33  Your body starts sweating a viscous substance that hardens
quickly. You cannot doff armour or change clothes. Dropping,
stowing, or interacting with an object requires an action.

16-24 25-32 28-36 34-43 You immediately throw up a thick, black ichor and begin
feeling nauseous. You do not benefit from the effects of any
food, drink, or potions consumed.

25-32 33-40 37-45 44-52  Youare only able to form one-word sentences in a guttural voice you
do not recognise. You can still cast spells with verbal components.

43-40  35-48  46-54  53-61 Your legs become unresponsive and difficult to move. Your
movement speed decreases by 10 feet.

41-48 42-56 55-63 62-70 Your body begins fighting against any form you take. You
cannot make reactions.

49-56 57-64  64-72 71-77  Your arms periodically have a will of their own, causing your
reaction speed to slow while you regain control of them. You
have disadvantage on Dexterity ability checks to determine
initiative order.

57-64  65-72 73-80 78-84  Your skin quivers and shifts, while your appearance constantly
changes. Every 30 seconds a defining feature of appearance
changes, such as hair colour, facial features, or body proportions.

65-81 73-83 81-89 85-91 Nothing happens.

82-91 84-92 90-95 92-96 You become immune to the grappled and restrained
conditions.

92-100 93-100 96-100 97-100 If you would gain hit points from a spell or ability other
than your own, you gain that many hit points plus your
Constitution modifier instead.
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ABERRANT HORROR TRANSFORMATION PROGRESSION

LEVEL 1
Gain all boons and this flaw.

LEVEL 3
Choose one boon and gain this flaw.

LEVEL 4

Choose one boon and gain this flaw.




THE FIEND

A smirking, well-dressed man of unknown origin
appears in a time of great need. He extends his
hand and a contract manifests in a golden flash.
With a quill floating by his side, he remarks, “Of
course I can fix your dilemma. After all, who

do you think caused it in the first place?” For a
solution to a world of problems, the man asks

for only two things in return: a signature and an
eternity of servitude.

Hellfire swirls up a Fiend’s arms as she laughs
maniacally. In a single

motion, she launches

waves of fiery death

at the legions of lesser

Daemons sent to

rein her in.

Those who
perish twist
and harden .

into charred, blackened figures with bright
molten cores. The Fiend laughs again as she snaps
her fingers and each figure explodes into another
wave of fiery destruction.

Many tales are told in Etharis of the power

of Fiends and the dangers of their contracts.
Regardless, every year a champion rises, a prodigy
is born, or some individual makes a deal for their
soul in exchange for Lady Luck to be on their side.

To a Fiend, a soul is a delicious meal with an
invigorating aftertaste. Most importantly,

a soul contains the power to sustain their
transformation.
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Becoming a Fiend

A mortal can become a Fiend in a variety of ways.
Some forfeit their souls and become one upon
death. Others undertake excruciating rituals to
transform into one. However, your character
becomes a Fiend constitutes their contract.
Communicating with your GM about creating
deals with mortals in their story is a great way
to roleplay your influence within the game
world. As a Fiend, you should consider what your
character’s motivations are and which NPCs they
can use to achieve their goals.

Transformation Features

A Fiend has the following transformation features:

PREREQUISITES

Ability Scores: Charisma 13

Roleplay: You must have made a pact with a
Fiend, undergone an infernal ritual, or have

some other plausible reason to have become a
Fiend. Discuss with your GM how you can achieve
this in-game.

Some of your abilities require your target to make
a saving throw to resist their effects. The saving
throw DC is calculated as follows:

Transformation Save DC = 8 + your proficiency
bonus + your Charisma modifier

LEVEL MILESTONES

The following are examples of possible level
milestones for the Fiend:

Defeating a greater rival Fiend and taking
their place in the hierarchy.

Ensnaring a particularly powerful or
influential soul with a contract.

Establishing a cult of worshipers who offer
their strength to you.

Establishing a portal between the material
plane and the Netherworld.

Killing or corrupting a Seraph.

Transformation Level 1

Starting at 1st level, you gain the following
Transformation Boons and this level’s
Transformation Flaw.

TRANSFORMATION BOON:
GIFTS oF DAMNATION

You have acquired the ability to bind your first
mortal to your will. You can create a contract

to bind their soul to you, feeding on its power.
However, you will not gain the benefits of this gift
until you have bound a mortal with a contract.

To bind a mortal’s soul to you and grant them

a Gift of Damnation, you must first create

a contract for that gift. A contract requires
magical ink and paper worth 50gp for each
Transformation level you have acquired, and you
must meet the prerequisites listed. In addition,
you and the mortal must both sign the contract
willingly, fully aware of the costs involved. Once
signed, Netherworld entities give the benefits

of the gift to you, and the mortal receives the
named benefit within 7 days. You do not have to
provide this benefit yourself. For example, upon
signing a contract for a Gift of Unfettered Glory,
you will receive the benefits listed under the gift.
The mortal who signs will receive glory and no
in-game mechanical bonuses, provided by the
dubious powers of the Netherworld.

While you may have any number of contracts in
your possession, you can only benefit from one
at a time. Upon the completion of a long rest,
you may swap the contract you are currently
benefiting from for an alternate contract that you
have bound a mortal to and signed.



On your turn, as an action, you can call upon

the Netherworld to reveal to you the exact
location of a creature that has signed one of your
contracts, providing they are on the same plane of
existence as you.

A contract you hold lasts for 7 years or until
the mortal that signed it dies. At which point it
bursts into flames and you cannot receive any
benefits from it.

TRANSFORMATION Boon: FiEnNDISH ForM

Your Charisma score increases by 2 and your
Intelligence score increases by 1. An ability score
cannot be increased beyond 16 this way. You
become a Fiend in addition to any other creature
types you are. Spells and abilities that affect
Fiends of a specific CR have no effect on you.

TrRANSFORMATION FLaw: PLANAR BINDING

Your body and soul are bound to a fiendish plane
of existence. You have disadvantage on death
saving throws as the plane attempts to pull you
back to it. If you would be Kkilled, your soul has
been dragged back to a plane of existence of the
GM’s choice. This plane is your new home, and
you become an NPC under the GM’s control.

If you are on the fiendish plane responsible for
your transformation, this flaw has no effect.

Transformation level 2

Starting at 2nd level, you can pick one of the
following Transformation Boons. You also gain
this level’s Transformational Flaw.

TRANSFORMATION BOON:
BRranD oF THE CHAINER’S GAZE

As a bonus action on your turn, you can brand a
creature within 60 feet of you with a fiery mark
that diminishes their resolve. The target must
make a Wisdom saving throw, and on a failed save
they are branded. Whenever a creature branded

in this way makes a saving throw, they must

roll 1d6 and subtract the result from their saving
throw. A creature remains branded this way for

1 minute. The brand disappears if the creature is
knocked unconscious, enters hallowed ground,

or is targeted by the remove curse spell. You may
use this feature a number of times equal to your
Charisma modifier (minimum of 1). You regain all
uses of this feature when you finish a long rest.

Fiend

TRANSFORMATION BOON:
BranD oF THE TYRANT’S HELLFIRE

As a bonus action on your turn, you can brand a
creature within 60 feet of you with a fiery mark
that exudes hellfire. The target must make a
Charisma saving throw, and on a failed save they
are branded. Whenever you hit a creature branded
in this way with an attack, you deal an additional
1d6 fire damage.

A creature remains branded for 1 minute. The
brand disappears if the creature is knocked
unconscious, enters hallowed ground, or is
targeted by the remove curse spell. You may use
this feature a number of times equal to your
Charisma modifier (minimum of 1). You regain all
uses of this feature when you finish a long rest.

TRANSFORMATION BOON:
BrAND OF THE DECEIVER’S GUILE

As a bonus action on your turn, you can brand a
creature within 60 feet of you with a fiery mark
that twists their senses and perspective. The
target must make an Intelligence saving throw,
and on a failed save they are branded. Whenever
a creature branded in this way attempts to attack
you, they must roll 1d6 and subtract the result
from their attack roll.

A creature remains branded this way for 1
minute. The brand disappears if the creature is
knocked unconscious, enters hallowed ground,

or is targeted by the remove curse spell. You may
use this feature a number of times equal to your
Charisma modifier (minimum of 1). You regain all
uses of this feature when you finish a long rest.

TRANSFORMATION FLAW:
HipEous APPEARANCE

Your appearance has grotesquely transformed.
Your skin becomes red and leathery, and vicious
horns, teeth and nails erupt through the surface
of your skin. You can suppress this form and
present the appearance of the humanoid you
once were, but this is taxing and requires
concentration. Moments of stress are likely

to reveal your true nature. In the following
situations your true form is revealed:

Concentrating on a spell.
Gaining the unconscious condition.
Entering hallowed ground.

- Choosing to reveal yourself.
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In events of extreme emotional or physical stress,
a GM may call for a Constitution saving throw
with a DC of their choosing to see if you maintain
your humanoid form.

Non-evil creatures that witness your true form
become instantly hostile to you, unless the GM
decides otherwise.

Transformation Level 3

Starting at 3rd level, you can pick one of the
following Transformation Boons, or pick a
boon from a lower level that you meet the
prerequisites for. You also gain this level’s
Transformation Flaw.

TRANSFORMATION BoonN: ALLURING DECEIT

You gain mastery of deception and hollow
promises. You gain proficiency in Deception and
Persuasion. If you are already proficient in either
of these skills, then your proficiency bonus is
doubled for ability checks using that skill.

This ability has no effect on a skill if the
proficiency bonus is already doubled.

Magic that would determine if you are telling the
truth always indicates you are being truthful,
and you cannot be magically compelled to tell
the truth.

TRANSFORMATION BoOON:
INFERNAL RESISTANCE

You gain an imposing fortitude, drawing on
Netherworld energy. If you would take magical
damage from a spell, ability, or weapon, you
can use your reaction and take half the amount
of damage instead. You cannot use this feature
against damage from silvered weapons.

TRANSFORMATION BoonN: NETHER BLADE

You can use a bonus action to summon a
dreaded Nether Blade. The blade takes the
form of a simple or martial weapon that deals
slashing damage of your choice. Attacks made
with the blade deal fire damage and gain the
following features:

Attacks you make with the blade deal an
additional 2d6 fire damage.

The blade emits flames that create bright
light in a 5 foot radius and dim light for an
additional 5 feet.

You cannot be disarmed of the blade.

You can unsummon the blade at any time by
using an action. If you unwield the blade, it
immediately unsummons.

TrRANSFORMATION FLaw: TRUE NAME

Your fiendish transformation is complete, and
you are reborn. You must choose a new name for
yourself, which becomes your true name. You
receive a talisman of brimstone and brass with
your true name inscribed in infernal on it. A
creature within 10 feet of you that knows your
true name, can use an action and speak your true
name in an attempt to bind you to their will. If
they do, you must make a DC 20 Wisdom saving
throw. On a failed save, you become charmed by
the creature, and must complete all commands
they issue to you to the best of your ability. You
remain charmed for 8 hours. If the creature that
bound you dies, this effect ends.

Transformation Level 4

Starting at 4th level, you can pick one of the
following Transformation Boons, or pick a
boon from a lower level that you meet the
prerequisites for. You also gain this level’s
Transformation Flaw.




TRANSFORMATION BOON:
CoMMANDING OBEDIENCE

Whenever a hostile creature you can see within
30 feet of you fails a saving throw due to a
spell of 1st level or higher that you control, you
may command that creature to kneel. On that
creature’s turn, it must face you, then kneel
and end it’s turn. While kneeling, the creature
is considered prone. If the creature is immune
to the prone condition, then the creature just
ends its turn.

TRANSFORMATION BOON:
BRIMSTONE PYROLYSIS

When you inflict fire damage against a hostile
creature and reduce it to 0 hit points, you can
immolate that creature and turn them into a
Brimstone Statue.

Brimstone Statue. A Brimstone Statue is the
scorched remains of a corpse whose essence
has burned out. A Brimstone Statue is the same
size as the creature before it died, and uses the
following statistics:

Armour Class: 10

Hit Points: 10

Speed: 0

Damage Immunities: poison, psychic

A Brimstone Statue that is reduced to 0 hit points
falls apart and is destroyed. It does not detonate.

Detonate. On your turn, as an action, you can
detonate one or more Brimstone Statues that you
have created. When a Brimstone Statue detonates,
it is destroyed, and each creature other than you
within 10 feet of the statue must make a Dexterity
saving throw. A target takes 3d6 fire damage

on a failed save, or half as much damage on a
successful one.

TRANSFORMATION BOON:
INFERNAL SUMMONING

On your turn as an action, you can tear open a
portal to the Netherworld and summon up to 4
Imps. These Imps are each summoned into their
own unoccupied space within 30 feet of you.

The summoned Imps are friendly to you and your
companions. They all act directly after you in the
initiative order. They obey any verbal commands
that you issue to them (no action required by
you). If you don’t issue any commands to them,

Fiend

they defend themselves from hostile creatures,
but otherwise take no actions. The Imps disappear
in a shower of ash and embers after 1 hour, or if
they are reduced to 0 hit points. The GM has the
Imps’ statistics.

Once you use this ability, you cannot use it again
until you complete a long rest.

TRANSFORMATION FLAW:
PurLL oF THE NETHERWORLD

Your new native plane attempts to pull you to

it, laying claim to your form. Whenever you roll

a natural 1 on a saving throw against a magical
spell or ability, you take 1d6 force damage per two
character levels in addition to any other damage
or effects you would suffer, as your native plane
attempts to unbind you from the Material Plane.
For example, a 6th level Fighter would take 3d6
force damage. This damage ignores resistances
and immunities.
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Gifts of Damnation - Contracts

Gifts of Damnation are named after the benefits
you can offer mortals in exchange for their
souls. As the name suggests, these gifts offer
mortals only short-term benefits and usually
end in tragedy. To a Fiend, however, these gifts
represent the powers you can gain by offering
certain contracts and gaining the power of a
soul. You can choose gifts that are thematic for
your character, or that you like the benefits of,
providing you meet the requirements.

GirT oF UNBRIDLED POWER
Prerequisite: 4th Level of Fiend Transformation

Upon completing a short rest, you can spend 1 Hit
Die and regain any number of spell slots whose
total is equal to or less than the result of the Hit
Dice. If you do, you suffer psychic damage equal
to the number of spell slot levels you regained.
You cannot use this ability again until you
complete a long rest.

GIFT OF UNFETTERED GLORY

When you hit a creature with a melee attack or
melee spell attack, you can add your Charisma
modifier to the damage dealt.

GIFT OF Joyous YourH

At the beginning of your turn, if you have no
remaining Hit Dice, you can choose to make a
DC 10 Charisma saving throw. On a success, you
regain 1 spent Hit Die. If you fail, you suffer 1d6
psychic damage.

GrFT OF LIBERATING FREEDOM
Prerequisite: 2nd Level of Fiend Transformation

As a bonus action, you can manifest a pair of
leathery wings. You gain a fly speed equal to your
current speed. These wings recede if you dismiss
them as a bonus action on your turn, or if you
are knocked unconscious. You cannot manifest
your wings while wearing heavy armour. You can
manifest your wings while wearing medium or
light armour if it is made to accommodate them.

GIFT OF UNSURPASSED FORTUNE

Whenever a creature makes an attack roll, skill
check, or saving throw within 20 feet, after the
GM has rolled but before they have determined
the result, you can use your reaction to roll a
d20. If you roll a 10 or higher, the attack roll,
saving throw, or skill check immediately fails.
You cannot do this again until you complete a
long rest.

GIFT OF UNCONDITIONAL LOVE
Prerequisite: 3rd Level of Fiend Transformation

Whenever a creature fails a Charisma saving
throw due to a spell or magical ability you control,
you can use your reaction to gain temporary hit
points equal to 1d10 + your Character’s level.

You cannot do this again until you complete a
short rest.

GIFT oF ExPANSIVE KNOWLEDGE
Prerequisite: 4th Level of Fiend Transformation

When you complete this contract for the first
time, you learn additional spells from the

cleric, warlock, or wizard spell list equal to your
Charisma modifier. You must have a spell slot
level equal to or greater than each of these spells.
While you have the effects of this contract and no
other contract active, you know these spells in
addition to your total Spells Known.

GirT oF PropIiGious TALENT
Prerequisite: 2nd Level of Fiend Transformation

Choose two of your skill proficiencies. Your
proficiency bonus is doubled for any ability
check you make that uses either of the chosen
proficiencies. This ability cannot double your
proficiency bonus on a skill whose proficiency
bonus is already being doubled.

GIFT OF SECOND CHANCES
Prerequisite: 3rd Level of Fiend Transformation

If you are reduced to 0 hit points, you can use
your reaction to roll a Hit Die. If you do, your hit
point total becomes the Hit Die result instead. You
can’t use this feature again until you complete a
long rest.



Fiend

FIEND TRANSFORMATION PROGRESSION

LEVEL 1
Gain all boons and this flaw.

LEVEL 2

Choose one boon and gain this flaw.
: : i

LEVEL 3
Choose one boon and gain this flaw.

LEVEL 4

Choose one boon and gain this flaw.

M. 45
£ ey

N



THE LicH

The screams of souls torn from their bodies echo
over the electric crackling of forbidden magic. A
skeletal form rapidly stitches flesh and muscle
to its frame, creating a seemingly living man -

a man from an age and kingdom long gone. A
man who has conquered death and risen again to
enact his insidious will from millennia ago. The
screams stop and are replaced with murmurs, as
the corpses of the fallen arise as undead.

An ancient figure slowly turns the pages of

a decrepit tome possessing forbidden cosmic
knowledge. Tracing a bony finger over the
inscription, the figure turns its head, revealing
a gaunt, deathly face. “I do not receive company
often,” it rasps, slowly locking eyes with a
broad-shouldered warrior. The warrior makes
no movement or gestures, save for his eyes,
which dart rapidly around the room in search of
an escape. “Oh, do not struggle. It will be over
soon.” The deathly figure continues, raising itself

up from a crouch. The very fabric of the room
appears to warp and shudder with the figure’s
power and authority.

A Lich is to the arcane what a king is to their
Kingdom: undisputed, absolute power. Resting
upon a throne of raw, world-rending spellcasting
potential, a Lich comes as close to a God as

any mortal could imagine. However, this awe-
inspiring power comes at a dear price. Immune to
the effects of age but not time, a Lich is destined
to exist without living for eternity. While this
drives some Liches mad and others evil, it makes
them all physically decrepit and feeble. Time itself
takes their body from them until they are reduced
to a skeletal head, passively watching the world
pass them by.




Becoming a Lich

Across the Multiverse there are many ways to
become a Lich, each determining the type of Lich
the mortal becomes. However, within Etharis
there is only one type of Lich, as there is only
one known method of ascending to Lichdom: The
Ritual of Dread. The process of this ritual is a
well-guarded secret, entrusted to only a handful
of mortals at any one time. The process of the
ritual involves several despicable acts including
murder, the brewing of a vile concoction, and
even one’s own death. However, it is the process
of tearing one’s soul from the body that is most
despised, for this process involves the sacrifice
of something truly dear to a mortal, and no
substitute will be accepted. For some, it is the
death of a cherished loved one. For others it is a
family legacy. Regardless of the sacrifice, unless
the Dreadscape spirits deem it worthy, Lichdom
will not be granted.

Transformation Features

A Lich has the following transformation features:

PREREQUISITES

Ability Scores: Intelligence 16

Spellcasting Ability: You must have the ability to
cast 7th level spells.

Roleplay: You must complete the Ritual of Dread.
The process of this ritual is partially described,
but left intentionally vague so it can be tailored to
your setting and campaign. Discuss with your GM
how you can achieve this in-game.

Some of your abilities require your target to make
a saving throw to resist their effects. The saving
throw DC is calculated as follows:

Transformation save DC = 8 + your proficiency
bonus + your Intelligence modifier
LEVEL MILESTONES

The following are examples of possible level
milestones for the Lich:

Discover ancient and dark arcane knowledge.

Consume the soul of an exceptionally
powerful spellcaster.

Build a monument to your power to serve as a
giant arcane focus.

Create an army of undead.
Kill a god.

Lich

Transformation Level 1

Starting at 1st level, you gain the following
Transformation Boons and this level’s
Transformation Flaw.

TRANSFORMATION BOON:
HARVESTER OF SouLs

You have gained the ability to tear the soul

out of creatures you Kkill and consume it for its
invigorating effects. Whenever you reduce a
creature to 0 hit points, if you are on the same
plane of existence as your phylactery, its soul is
captured and your phylactery becomes charged.
On your turn, as an action, you can consume any
number of charge levels from your phylactery
to regain a single spell slot. When you regain

a spell slot in this way, the spell slot’s level is
equal to one third of the charge you consumed,
rounded down.

TRANSFORMATION Boon: UNDEAD FOrRM

Your Intelligence score increases by 4 and your
Wisdom score increases by 2. An ability score
cannot be increased beyond 22 this way. You
become an Undead in addition to any other
creature types you are. Spells and abilities that
state effects or conditions specifically regarding
Undead of a specific CR have no effect on you.

If a spell or ability other than your own would
cause you to gain Hit Points, you gain that many
temporary Hit Points instead. If you are reduced
to 0 hit points and fall unconscious as a result,
any healing you receive will stabilize you and
leave you on 1 hit point and unconscious. You stop
aging. You are immune to any effect that would
age you, and you cannot die from old age. You do
not require air, food, drink or sleep.

TRANSFORMATION FLAW: PHYLACTERY

You have successfully torn your soul from your
body and trapped it in a suitable object. The object
must be a trinket or item no larger than 1 square
foot in size. This item becomes your phylactery.

Phylactery. A phylactery is an enchanted
vessel containing a Lich’s soul. Additionally, a
phylactery is a conduit for the Lich to feed on
captured souls.
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A phylactery has the following statistics:
Armour Class: 18
Hit Points: 90
Speed: 0

Damage Immunities: poison, psychic;
bludgeoning, piercing, and slashing from
non-magical sources.

Damage Resistances: necrotic, cold, thunder,
lightning, force, fire.

While a soul is stored in your phylactery, the
phylactery is considered charged. Its charge

level is equal to the CR of all the creatures whose
soul you have captured. To store a new soul in
your Phylactery, add the CR of the creature you
killed to your Phylacteries charge level. The souls
of creatures with a CR of less than %/ are not
great enough to charge your phylactery. Your
Phylacteries charge level cannot exceed 27.

If your phylactery is reduced to o hit points,
your soul is lost; you crumble to dust and are
killed outright.

If you are killed and you control a charged
phylactery on the same plane of existence,

your phylactery’s charge is consumed and your
body is reconstructed within 5 feet of your
phylactery 7 days later. If you are killed and your
Phylactery does not have a level of charge, you are
reanimated 7 days later as a Demilich under the
GM'’s control.

Transformation Level 2

Starting at 2nd level, you can pick one of the
following Transformation Boons. In addition, you
gain this level’s Transformation Flaw.

TraNSFORMATION Boon: PurPET MASTER

Undead creatures of CR 1 or less that you animate
with spells or abilities become permanently under
your control. In addition, other creatures cannot
gain control of undead creatures you raised.

TRANSFORMATION BOON:
LICHDOM OF THE ARCANE

Whenever you kill any creature with a spell, you
may apply an additional effect depending on the
damage dealt. Any effects with range are centred
on or measured from the killed target, and if
required, use your Transformation save DC.

This ability cannot be used when you kill a
construct, undead, or any creature without a soul.
The following are the effects caused when you use
this ability:

Fire. The target is vaporised into a cloud of ash
and smoke The space that the creature died in,
and each space within 5 feet of it, are considered
heavily obscured for 1 minute. Winds of moderate
or greater speeds (at least 10 miles per hour) also
disperse the cloud.

Necrotic. As the soul of your enemy leaves their
body, you are able to siphon off part of their
life force. You regain hit points equal to your
Intelligence modifier (minimum of 1), plus your
character level.

Poison. Target a creature within 10 feet of the
killed creature. That creature must succeed on a
Constitution saving throw or gain the poisoned
condition for 1 minute.

TRANSFORMATION BOON:
RiFT TO THE DREADSCAPES

You gain the ability to open a rift to the
Dreadscapes. As an action on your turn, you can
choose a point within 5 feet of you to open the
rift. Once opened, the rift stretches out from that
point to a 20-foot-radius sphere. When a creature
other than you enters the rift’s area for the first
time on its turn, or starts its turn there, it must
make a Constitution saving throw against your
Transformation DC. On a failed save, the creature
suffers 10d10 necrotic damage, or half as much on
a successful save. Undead creatures are immune
to damage from this ability. The rift remains
open for 1 minute, but closes if you become
unconscious. Once you use this ability, you cannot
use it again until you complete a long rest.

TRANSFORMATION FLAW:
HipEous APPEARANCE

Your appearance has grotesquely transformed.
Your skin has become rotten and pale, while your
figure has become gaunt and hunched, radiating
a ghastly aura. You can suppress this form and
present the appearance of the humanoid you
once were, however this is taxing and requires
concentration. Moments of stress are likely

to reveal your true nature. In the following
situations your true form is revealed:

Concentrating on a spell.

Gaining the unconscious condition.



Entering hallowed ground.
Choosing to reveal yourself.

In events of extreme emotional or physical stress,
a GM may call for a Constitution saving throw
with a DC of their choosing to see if you maintain
your humanoid form.

Non-evil creatures that witness your true form
become instantly hostile to you, unless the GM
decides otherwise.

Transformation level 3

Starting at 3rd level, you can pick one of the
following Transformation Boons, or pick a
boon from a lower level that you meet the
prerequisites for. You also gain this level’s
Transformation Flaw.

TRANSFORMATION BOON:
RELENTLESS UNDEAD

Whenever an undead creature you control is
reduced to 0 hit points, it may immediately
move up to its full speed and make an attack
action before dying. This feature has no effect if
the creature has been reduced to 0 hit points by
radiant damage.

TRANSFORMATION BOON:
ARCANE SUPREMACY

You become an exemplar of arcane power. When
you cast a concentration spell, if you are already
concentrating on one concentration spell, you do
not lose concentration of that spell; instead you
gain one level of exhaustion. If you are already
concentrating on more than one spell, this feature
has no effect. If you cast a third concentration
spell during this time, you lose concentration on
one of the two spells. Once you use this feature
you cannot use it again until you complete a
long rest.

TRANSFORMATION BOON:
STAFF OF THE DREADSCAPES

Starting at 3rd level, you can use an action to
summon a deathly staff made of blackened bone
and twisted rotwood. The staff is the same as a
quarterstaff, with the following features:

Necrotic damage dealt by you ignores
resistance to necrotic damage.

Your Spell Save DC and Transformation DC are
both increased by 2.

Lich

Food and non-creature plants the staff
touches wither and decay.

You can unsummon the staff at any time with
the use of an action. If you un-wield the staff, it
immediately unsummons.

TRANSFORMATION FLAw:
NECROMANTIC DYSTROPHY

Your body has become dependent on consuming
souls, otherwise it becomes withered and frail. If
you go more than 24 hours without converting 4
CR worth of souls from your Phylactery into spell
slots you gain the following effects:

You cannot use the dash, dodge, or disengage
actions. You cannot use these actions as
bonus actions.

You cannot use your reaction to make
opportunity attacks.

You cannot disguise your hideous
form feature.

Upon converting the required amount of souls
into spell slots, you are no longer affected by the
aforementioned effects.

Transformation Level 4

Starting at 4th level, you can pick one of the
following Transformation Boons, or pick a
boon from a lower level that you meet the
prerequisites for. You also gain this level’s
Transformation Flaw.

TRANSFORMATION Boon: Lorp oF UNDEATH

Whenever you reduce a humanoid to 0 hit points,
you can choose to reanimate it. If you do, the
creature rises at the beginning of its next turn

as a zombie permanently under your control,
following verbal commands to the best of

its ability.

TRANSFORMATION BoOON:
ARCANE OMNISCIENCE

You have mastered the arcane arts. You know
every spell from the wizard’s spell list and

can prepare a number of these equal to your
Intelligence modifier. Spells prepared this way do
not count towards the maximum number of spells
you can prepare. Upon completing a short rest,
you can change one or more of these prepared
spells for another spell from the wizards spell list.
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TrANSFORMATION Boon: DeaTHLY BEING

You become immune to poison damage, as well
as bludgeoning, piercing, and slashing damage
from non-magical attacks. In addition, you
cannot become charmed, poisoned, paralysed, or
frightened.

TRANSFORMATION FLaw: WEIGHT oF AGES

The weight of time is degrading for your Lich
form and only the consumption of many souls
can stay its effects. If you go more than 24 hours
without converting 8 CR worth of soul from

your Phylactery into spell slots you gain the
following effects:

- You cannot use the attack action.

O If you move on your turn, you cannot use a

bonus action or reaction until your next turn.

-+ If you use a bonus action on your turn, your
speed becomes 0 until your next turn.

Upon converting the required amount of souls
into spell slots, you are no longer affected by the
aforementioned effects.




Lich

LICH TRANSFORMATION PROGRESSION

LEVEL 1
Gain all boons and this flaw.

LEVEL 3
Choose one boon and gain this flaw.

LEVEL 4
Choose one boon and gain this flaw.
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LYCANTHROPE

A howling call is heard across thatched
rooftops, summoning the pack to assemble.
Below, a man tears at his clothes as moonlight
shines down on him. The hunched figure
screams in pain, begging his family to run.
With muscles bursting and razor-sharp claws
forming, his transformation is underway.

Rain pours through the forest canopy as a
woman falls to her knees in exhaustion.
Unable to run further, she accepts her fate
and awaits the monsters of the dark. Instead,
she hears a thunderous roar as a hulking
figure tears through the undergrowth with
impossible strength. The hulking, bear-like
figure then turns to the woman and grunts,
“Are you lost?” offering a paw in aid.

Lycanthropes may appear to be ordinary

humanoids, but behind the veneer of
humanity there is a pivotal struggle between
beast and man. For most, it is a matter of time
before they lose this fight and transform into
a monstrous hybrid, half-animal and half-
humanoid. Most Lycanthropes recall very little
of their time transformed, often waking in a
strange location, covered in blood and tattered
clothes. However, as some Lycanthropes grow,
they learn to balance both natures, using their
curse as a gift.




Becoming a Lycanthrope

In Etharis, there are two documented methods

of contracting the Lycanthropic curse. The first

is being bitten by a Lycanthrope and not curing
the curse before it takes hold. The second is to
complete a druidic ritual known as the Lunar
Sacrament. Once you have become a Lycanthrope,
consider how your character feels about the curse.
Do they wish to cure it before it progresses too
far? Do they wish to understand it and make
peace with the beast that resides within?

Transformation Features

A Lycanthrope has the following
transformation features:

PREREQUISITES

Ability Scores: Strength 13

Roleplay: You must have contracted the Curse

of Lycanthropy. This usually comes from being
bitten by a Lycanthrope and surviving the
encounter. Alternatively, you may have completed
the Lunar Sacrament and been imbued with
Lycanthropy. Discuss with your GM how you can
achieve this within your backstory or in-game.

Some of your abilities require your target to make
a saving throw to resist their effects. The saving
throw DC is calculated as follows:

Transformation Save DC = 8 + your proficiency
bonus + your Strength modifier
LEVEL MILESTONES

The following are examples of possible level
milestones for the Lycanthrope:

Establishing a pack of other Lycanthropes.
Killing an Alpha Lycanthrope.
Gaining control of your animalistic urges.

Unleashing the beast within and losing
your humanity.

Transformation Level 1

Starting at 1st level, you gain all the following
Transformation Boons and this level’s
Transformation Flaw.

Lycanthrope

TRANSFORMATION BOON:
HyBrRID TRANSFORMATION

As an action, you may transform into a monstrous
hybrid: half-beast, half-sentient. While in your
hybrid form, the following rules apply:

You can’t cast spells or concentrate on spells.
Your ability to speak is reduced to short,
basic, guttural responses.

Your stats remain the same as your
humanoid stats.

Any armour you are wearing merges into your
Hybrid Form or immediately drops to the
ground. The GM may decide if they feel the
armour is too large to merge.

While transformed and not wearing any
armour or using a shield, your AC equals
10 + your Constitution modifier + your
Dexterity modifier.

While transformed you can use weapons
and equipment as normal, unless specified
elsewhere.

You roll a dé6 in place of the normal damage
for your unarmed strikes. Attacks using
your claws deal slashing damage instead of
bludgeoning damage.

When making the attack action you may
substitute one attack to make an unarmed bite
attack. If the attack hits, you deal piercing
damage equal to 1d8 + your Strength modifier.
If you make a bite attack, you cannot make
another until the beginning of your next turn.

If you made the attack action, as a bonus
action you may make an unarmed claw attack
or bite attack, provided you have not already
used your bonus action.

Your hybrid form lasts for a number of hours
equal to your Constitution modifier (minimum of
1) and ends early if you are knocked unconscious
or reduced to 0 hit points. You can end your
Hybrid Form by using an action on your turn.

TRANSFORMATION BOON:
SHAPECHANGER’S FORM

Your Strength score increases by 2 and your
Constitution score increases by 1. An ability score
cannot be increased beyond 16 this way.
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You become a Shapechanger in addition to any
other creature types you are. Spells and abilities
that affect Shapechangers of a specific CR have no

effect on you.
< |'

The defenceless and downtrodden are met with

a modicum, of sympathy by most. However, to
the bestial side of a Lycanthrope, these creatures
represent prey. This Transformation refers to
helpless creatures in multiple instances. For game
purposes a helpless creature is a humanoid that
is unconscious, restrained, blinded, paralized

or frightened. Additionally, creatures that are

so vulnerable in their current situation, they

are completely defenceless are also considered
helpless. For example, a disarmed and defeated
enemy, pleading for mercy. In these instances

the GM decides if the creature is considered <
helpless or not.

R " A— e

TRANSFORMATION FLAW:
LusT ForR THE HunTt

The savage nature of your curse sometimes causes
you to lose control. These ferocious tendencies are
a constant struggle between you as a humanoid
and the beast within. When you are in your
hybrid form, you must succeed at a DC 10 Wisdom
saving throw at the beginning of each turn or

lose control. If you are in the light of a full moon,
you automatically fail this saving throw. If you
fail this saving throw, you are subjected to the
following until you succeed:

You must move toward the closest non-
player creature you can see, smell or hear,
prioritising helpless creatures. If you end
your movement and no non-player creature is
within 5 feet of you, then you must use your
action to dash toward one.

If there is a non-player creature within 5 feet
of you and you have not used your action,
you must make a melee attack against it,
prioritising helpless creatures.

If you made a melee attack against a creature,
and that creature is still alive, then you must
use your bonus action to make an unarmed

claw or bite attack against the same creature.

Additionally, if you are subjected to the light of a
full moon you must succeed at a DC 20 Wisdom

saving throw or automatically turn into your
hybrid form and cannot transform back until
dawn. If you succeed in this saving throw, you are
immune to its effects for 24 hours.

Transformation Level 2

Starting at 2nd level, you can pick one of the
following Transformation Boons. You also gain
this level’s Transformation Flaw.

TRANSFORMATION Boon: IRoN PELT

While in hybrid form, you have resistance to
bludgeoning, piercing, and slashing damage from
non-silvered, non-magical sources.

TraNsFORMATION Boon: HuNTER’S HowL

While in your hybrid form, you can use a bonus
action to let out a loud howl and mark a creature
within 60 feet as your prey. A creature remains
marked this way for 1 hour, or until it dies. While
a creature is marked as your prey, you gain the
following benefits:

Whenever you hit the marked creature
with a melee attack, you deal an additional
1d6 damage. This damage is the same type as
the attack.

You have advantage on any Wisdom
(Perception) or Wisdom (Survival) check you
make to track your prey.

You may use this feature a number of times equal
to your Strength modifier (minimum of 1). You
regain all expended uses of this feature upon a
short or long rest.

TRANSFORMATION BoonN: KINDRED ForM

You gain the ability to transform into the

animal form representative of your Lycanthropy
type, known as your Kindred Form. You follow
the same rules as the Hybrid Transformation
feature and any feature that specifies the hybrid
transformation, unless specified otherwise.

You can only transform into the kindred form
representative of your Lycanthropy. Each Kindred
Form gains the following rules:

You cannot speak.

You cannot take any actions requiring hands,
except your Transformation capabilities.

You can only use unarmed claw and
bite attacks.



You automatically succeed at all saving throws
relating to the Lust for the Hunt flaw.

Other than being larger, you are indistinguishable
from a regular animal of your Kindred Form.

KmpreD ForM - BEAR

Your kindred form takes the shape of a large
bear. While in your kindred form, you gain the
additional features:

You can speak to and understand other bears.

When you make any saving throw, you can
add your Constitution modifier to the result.

Your hit point maximum increases by 15
hit points.

Kmprep Form - WoLF

Your kindred form takes the shape of a ferocious
dire wolf. While in your kindred form, you gain
the additional features:

You can speak to and understand
other wolves.

When making an attack against a creature,

if an ally is within 5 feet of that creature and
not incapacitated, you have advantage on that
attack roll.

Your speed increases by 20 feet, to a
maximum of 60.

TRANSFORMATION FLAW: SILVER SENSITIVITY

You have developed a debilitating sensitivity to
silver. While in your Hybrid or Kindred form,

Lycanthrope

you have vulnerability to silvered weapons. In
addition, you cannot have resistance to attacks
made with a silvered weapon.

Transformation Level 3

Starting at 3rd level, you can pick one of the
following Transformation Boons, or pick a
boon from a lower level that you meet the
prerequisites for. You also gain this level’s
Transformation Flaw.

TraNsFORMATION Boon: Titanic ViGor

Your hit point maximum increases by an
amount equal to twice your character level,
and it increases by 2 every time you gain a
character level.

Additionally, when in your hybrid form, you gain
5 temporary hit points at the start of your turn.

TRANSFORMATION BooN: PREDATORY LEAP
Your jump distance is doubled.

In addition, in hybrid form, if you jumped more
than 5 feet and land within 5 feet of a creature,
you can immediately take the attack action to
attack that creature. On a hit, the target must
make a Strength saving throw or become prone
on a failed save. You can decide to automatically
grapple the target if they fail their save.
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TRANSFORMATION BooN: BESTIAL SAVAGERY

You have embraced the animalistic side of your
transformation. While in your Hybrid Form, you
gain the following benefits:

Your unarmed attacks deal 1d8 slashing
damage and are considered magic attacks.

Your AC increases by 1.

You are immune to the charmed and
frightened conditions.

TRANSFORMATION FLaw: FrRAYING MEMORIES

You have begun to suffer the effects of sharing
a mind with two personalities. Memories of
less practical significance have been lost to new
ones of midnight hunts. You have disadvantage
on Intelligence ability and skill checks recalling
information or knowledge.

Transformation Level 4

Starting at 4th level, you can pick one of the
following Transformation Boons, or pick a
boon from a lower level that you meet the
prerequisites for. You also gain this level’s
Transformation Flaw.

TRANSFORMATION Boon: SavaGE INSTINCTS

You have developed an unrelenting thirst for
bloodshed and carnage. While in your hybrid
form, if you hit a creature with an unarmed
attack, and it is missing any of its hitpoints, the
base damage die is increased to 1d12.

TRANSFORMATION Boon: KINDRED AFFINITY
Prerequisite: Kindred Form Transformation feature.

You have reached true harmony with your
Kindred Form, achieving a state of peace most
Lycanthropes never find. You gain the following
benefits while in your Kindred Form:

You can speak.

You can cast spells without needing to
provide their verbal or somatic components.
Additionally, you can cast spells without
needing to provide material components,
provided they do not have a gold cost.

Friendly creatures within 20 feet of you have
advantage on Wisdom ability checks and
saving throws.

TrRANSFORMATION Boon: UNSTOPPABLE RAGE

You have become a visage of unkillable carnage
and slaughter even other Lycanthropes fear. When
you are reduced to 0 hit points and you are not
killed outright, you are not knocked unconscious.
You can take your future turns as though you
were not at 0 hit points and are affected by all
spells, abilities and features as normal. While you
have o0 hit points, taking damage causes death
saving throw failures as normal, and three death
saving throw failures can still kill you.

TRANSFORMATION FLaw: PREDATORY NATURE

You have begun to realise the true cost of your
transformation. The beast within has gained
more control of your body than you have. While
you can control it at times you know it cannot be
contained forever, and when it breaks free, it will
delight in any slaughter it can find. You gain the
following features:

If you can see, hear or smell a helpless
creature, you gain disadvantage on all Wisdom
saving throws.

At the beginning of your turn, if you can

see, hear or smell a hostile or helpless non-
player creature, you must succeed a DC 10
Wisdom saving throw or be transformed into
your Hybrid Form. If you succeed this saving
throw, you become immune to this effect
until dawn.

Whenever you kill a creature and you are in
your Hybrid Form, you cannot transform back
into your humanoid form until dawn the next
day. Although you can transform into your
Kindred Form.




LYCANTHROPE TRANSFORMATION PROGRESSION

LEVEL 1
Gain all boons and this flaw.

Lycanthrope

LEVEL 3

Choose one boon and gain this flaw.
— = . - - - }" e

LEVEL 4

Choose one boon and gain this flaw.
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THE SERAPH

Incense burns dimly, as muffled coughs echo
through the musty room. Loved ones hold each
other as a bedridden woman exhales for the last
time, her scarred face bearing the mortifying
lesions of the Weeping Pox. Her family sobs, too
lost in their sorrow to notice how the smouldering
embers radiate and shine. A woman with flowing
robes and platinum hair approaches, radiant
energy emitting from her folded, angelic wings.
“Hold on for but a moment my child,” she
whispers. “Mercy has been granted.”

With a thunderous boom, the Seraph’s hammer
collides with a skeletal abomination. Shards of
bone scatter across the dilapidated chapel floor as

’

the monster roars in pain. Gritting her teeth, the /
angelic figure proclaims, “By all that is holy, you

will be vanquished!” Golden fire erupts from her
hammer as she prepares for another strike.

Seraphs are mortals who have transformed

into Celestial representations of a virtue or
ideal. Exalted by a higher power, Seraphs are
selected by divine beings after long and patient
observation, confirming that the mortal displays
pure character. Seraphs are selected from noble
martyrs, tireless crusaders, or other exemplary
individuals who are prepared to become the
physical manifestation of righteousness.



Becoming a Seraph

To be chosen by an Arch Seraph is to become a
vessel for the principles they uphold. This is a
charge not to be taken lightly, and those who
display righteousness with the intention of
becoming a Seraph are usually overlooked for this
reason. When becoming a Seraph, consider why
your character was chosen. Do you display hidden
merit? Are you devoted to a cause they will value?

Transformation Features

A Seraph has the following
transformation features:

PREREQUISITES

Ability Scores: Wisdom 13

Roleplay: You must have been exalted by an Arch
Seraph, divine cosmic energies, or have some
other plausible reason to have become a Seraph.
Discuss with your GM how you can achieve

this in-game.

Some of your abilities require your target to make
a saving throw to resist their effects. The saving
throw DC is calculated as follows:

Transformation Save DC = 8 + your proficiency
bonus + your Wisdom modifier
LEVEL MILESTONES

The following are examples of possible level
milestones for the Seraph:

Defeating a powerful force of darkness.
Create a hallowed landmark for pilgrims.

Establish a parish of worshipers who uphold
your virtue.

Establish a portal between the Material Plane
and the Empyrium.

Redeem a soul that was considered beyond
redemption.

Transformation Level 1

Starting at 1st level, you gain the following
Transformation Boons and this level’s
Transformation Flaw.

TRANSFORMATION BooN: CELESTIAL FORM

Your Wisdom score increases by 2 and your
Constitution score increases by 1. An ability score
cannot be increased beyond 16 this way.

Seraph

You become a Celestial in addition to any other
creature types you are. Spells and abilities

that affect Celestials of a specific CR have no
effect on you.

TRANSFORMATION Boon: ANGELIC WINGS

You have manifested feathered wings. You have

a flying speed equal to your normal speed. You
cannot wear armour or clothing that has not been
modified to accommodate your wings.

TRANSFORMATION FLaw: PLANAR BINDING

Your body and soul are bound to a divine plane of
existence. You have disadvantage on death saving
throws as the plane attempts to pull you back

to it. If you would be killed, your soul has been
taken back to a plane of existence of the GM’s
choice. This plane is your new home, and you
become an NPC under the GM’s control.

If you are on the divine plane responsible for your
transformation, this flaw has no effect.

Transformation Level 2

Starting at 2nd level, you can pick one of the
following Transformation Boons. You also gain
this level’s Transformation Flaw.

TRANSFORMATION BOON:
Divine RETRIBUTION

When you or an allied creature you can see
within 30 feet takes the attack action, you can
use your reaction to imbue them with holy zeal.
Immediately after the target completes the attack
action, they can make an additional attack as a
bonus action. On a hit, the hit target takes an
additional 1d8 radiant damage. You may use this
feature a number of times equal to your Wisdom
modifier (minimum of 1). You regain all uses of
this feature when you finish a long rest.

TrANSFORMATION Boon: DIvINE CLEMENCY

When you or a creature you can see within 60 feet
takes damage, you can use your reaction to cast a
spell of 1st level or higher. This spell must target
the damaged creature and restore hit points to it.
You may use this feature a number of times equal
to your Wisdom modifier (minimum of 1). You
regain all uses of this feature when you finish a
long rest.
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TRANSFORMATION Boon: DIvINE EXPEDITION

At the beginning of another creature’s turn, you
can use your reaction to move yourself up to your
speed or allow an ally that you can see, within 60
feet, to move up to their speed. Movement made
this way does not cause attacks of opportunity.
You may use this feature a number of times equal
to your Wisdom modifier (minimum of 1). You
regain all uses of this feature when you finish a
long rest.

TRANSFORMATION FLAw:
DivINE APPEARANCE

Your appearance has radically transformed. Your
body radiates a divine glow, while your wings are
prominent and powerful appendages. You can
contain this form and present the appearance of
the humanoid you once were, but this is taxing
and requires concentration. Moments of stress are
likely to reveal your true nature. In the following
situations, your true form is revealed:

Concentrating on a spell.

Gaining the unconscious condition.
Entering desecrated ground.
Choosing to reveal yourself.

In events of extreme emotional or physical stress,
a GM may call for a Constitution saving throw
with a DC of their choosing to see if you maintain
your humanoid form.

Evil humanoid creatures that witness or hear
about your true form become instantly hostile to
you and are compelled by malice to destroy you,
unless the GM decides otherwise.

If the creature is scared of you or decides that
you are too powerful to fight, it will attempt to
harm you in another way, but will not give up on
destroying you.

Transformation Level 3

Starting at 3rd level, you can pick one of the
following Transformation Boons, or pick a
boon from a lower level that you meet the
prerequisites for. You also gain this level’s
Transformation Flaw.

TRANSFORMATION Boon: RADIANT STRIKE

Whenever you hit a target with a melee attack,
you deal an additional 1d6 radiant damage to the
target. This damage increases to 2d6 if the target
is a Fiend, Fey, or Undead.

TRANSFORMATION BOON:
CLEANSE AFFLICTION

When you cast a spell that restores hit points to
an ally, you can also remove one condition being
inflicted on them by a spell or ability.



TRANSFORMATION Boon:
Bow oF CELESTIAL JUDGEMENT

You can use a bonus action to summon a powerful
bow made of divine light. The bow is the same

as a longbow, except attacks made with it deal
radiant damage and have the following features:

The bow does not use ammunition. Instead,
when the wielder draws the bowstring, an
ethereal arrow of radiant light forms.

Attacks with the bow deal an additional 1d8
radiant damage. Against fiends, fey and
undead, the bow deals an additional 2d8
radiant damage instead.

The bow’s radiant form emits bright light
in a 5-foot radius and dim light for an
additional 5 feet.

You can unsummon the bow at any time with
the use of an action. If you unwield the bow, it
immediately unsummons.

TRANSFORMATION FLAW:
BeacoN To DARKNESS

You have become a Seraph of noted virtue and
divinity. This has made you a target for all that is
dark in the world. Whenever you or an ally within
30 feet commits an act of greater evil, such as
murdering a helpless innocent, a small amount
of darkness attaches itself to you, and you gain 1
corruption point (to a maximum of 5). Whether
the act constitutes greater evil is determined

by the GM. Whenever you make an attack roll
against an evil creature, or make a saving throw
against a spell or ability from an evil creature,
subtract the number of corruption points you have
from the roll. Whenever you complete a short or
long rest, and have prayed for at least 1 hour, you
can reduce the number of corruption points you
have by 1.

Transformation Level 4

Starting at 4th level, you can pick one of the
following Transformation Boons, or pick a
boon from a lower level that you meet the
prerequisites for. You also gain this level’s
Transformation Flaw.

Seraph

TRANSFORMATION BOON:
Aura oF Hory PurcGe

You emit an aura of righteous fervour. This aura
radiates up to 20 feet from you while you are
conscious. When you or an ally within range of
your aura hits a hostile creature, they can choose
for that hit to be a critical hit instead. Once a
creature has benefited from this feature, they
cannot benefit from it again until they have
completed a long rest.

TRANSFORMATION BOON:
AURA OF MERCIFUL BLESSING

You emit an aura of invigoration and fortitude.
This aura radiates up to 20 feet from you while
you are conscious. When you or an ally within
range of your aura is reduced to 0 hit points,
they are reduced to 1 hit point instead. Once a
creature has benefited from this feature, they
cannot benefit again until they have completed a
long rest.

TRANSFORMATION BOON:
Aura oF EMPYREAL VALOR

You emit an aura of swiftness and bravery. This
aura radiates up to 20 feet from you while you
are conscious. When you or an ally within range
of your aura makes a Dexterity ability check to
determine initiative, they can add +5 to the result.
In addition, on that creature’s turn they gain
advantage on attack rolls against any creature
that hasn’t taken a turn in the combat yet. Once
a creature has benefited from this feature, they
cannot benefit again until they have completed a
long rest.

TRANSFORMATION FLAW:
PuLL oF THE EMPYREAN

Your new native plane attempts to draw you to
it, laying claim to your form. Whenever you roll
a natural 1 for a saving throw against a magical
spell or ability, you take 1d6 force damage per 2
class levels in addition to any other damage or
effects you would suffer, as your native plane
attempts to unbind you from the material plane.
For example, a 6th level Fighter would take 3d6
force damage. This damage ignores resistances
and immunities.
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SERAPH TRANSFORMATION PROGRESSION

LEVEL I
Gain all boons and this flaw.

P ——

LEVEL 3
Choose one boon and gain this flaw.

LEVEL 4




VAMPIRE

A lone figure clad in burnished steel greets the
roaring infantry as they charge through the
breach in the castle’s walls. In a flash of black
mist, the figure appears in front of the soldiers,
striking them down with inhuman speed.

Candlelight flickers as a hooded
adviser leans over an ornate
throne, whispering

Vampire

machinations into her lord’s ensnared mind.
The chamber erupts in commotion as the lord
announces further powers be granted to the
resident merchant’s guild.

Vampires are creatures of cursed blood and tragic
existence. Exquisite food, a warm summer’s
breeze, and growing old with loved ones
are all luxuries a Vampire will never
experience. Unable to enjoy many
of the fineries of life as they once
knew it, Vampires often become
bitter creatures, filled with
hate for everything they
once loved.
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Becoming a Vampire

Vampires are spawned into the world when a
mortal contracts the Sanguine Curse, dies, and

is reborn undead. There are a variety of ways to
contract the curse. A Vampire may have offered
their blood to a loyal servant, powerful ally, or
loved one they wished to elevate. More commonly,
a Vampire may have bitten you, and you survived
the Vampire’s attack long enough to contract

the Sanguine Curse before perishing and being
reborn. Other methods include ancient and dark
magic, as well as powerful but cursed magical
artifacts. Regardless of how you have become a
Vampire, you should discuss with your GM what
type of Vampire you would like to become, and
how it can be implemented in the campaign.

Transformation Features

A Vampire has the following
transformation features:

PREREQUISITES

Ability Scores: Dexterity 13

Roleplay Milestones: You must have contracted
the Sanguine Curse, whether by being bitten by
a Vampire, offered their blood, completing the
Sanguine Ritual, or by another plausible method.
Discuss with your GM how you can achieve

this in-game.

Some of your abilities require your target to make
a saving throw to resist their effects. The saving
throw DC is calculated as follows:

Transformation Save DC = 8 + your proficiency
bonus + your Dexterity or Charisma modifier
LEVEL MILESTONES

The following are examples of possible level
milestones for the Vampire:

Establish a coven of vampire spawn.
Drink the blood of a legendary monster.

Learn the great secrets of vampirism from a
Vampire Lord.

Learn to embrace your Hideous Form and lose
the ability to conceal it.

Discover the lost crypts of an ancient vampire
and consume its essence.

Transformation Level 1

Starting at 1st level, you gain the following
Transformation Boons and this level’s
Transformation Flaw.

TraANSFORMATION Boon: BLoop Fury

You have become possessed by the thirst that
grips all Vampires. In combat, this thirst drives
you into an insatiable frenzy of bloodshed.
Whenever you deal combat damage with an
unarmed strike or a melee/ranged weapon to

a target that can bleed, and is not undead or a
construct, you gain one Fury Point. You may only
have a maximum of 4 Fury Points at any time.
Upon completing a short or long rest, the number
of Fury Points you have is reset to 0. These points
are used by certain abilities that you can learn
through your transformation levels.

Broop Fury ABILITIES

You can spend Fury Points (FP) to use the
following abilities. The entries below detail
their names, Fury Points cost in parentheses,
and features:

Fanged Bite (1FP). On your turn, immediately
after you take the attack action, you can use
your bonus action to make a special unarmed
bite attack. You can use your Dexterity modifier
instead of strength to hit with this attack. This
attack deals piercing damage equal to 1d4 + your
Strength or Dexterity modifier. The target must
then succeed at a Constitution saving throw or
take 2d6 necrotic damage. You regain hit point
equal to the necrotic damage dealt this way.
This attack generates 1 Fury Point as normal. If
this attack reduces a humanoid creature of size
Medium or smaller to 0 hit points, you gain 3
Fury Points instead.

Calculated Strike (1FP). When you hit with a melee
weapon attack, you may use this ability before
damage is dealt. If you do so, you may add 1d6 of
the same damage as your weapon to the damage
result. If this ability is used, no Fury Points are
generated for this attack.

Vampiric Mist (2FP). As a bonus action, you can
disappear in a puff of shadowy mist and teleport
up to 30 feet to an unoccupied space you can see.

Unearthly Reflexes (1FP). After you have rolled a
Dexterity saving throw, but before the GM has
determined the result, you can use your reaction
and take half damage on a failed save, and no
damage on a successful one.



Deathly Horror (3FP). As a bonus action, you can
emit a ghastly distortion of your true form.

A creature of your choice within 30 feet of you
must succeed on a Wisdom saving throw or
become Frightened of you for 1 minute. A creature
can repeat the saving throw at the end of each of
its turns, ending the effect on itself on a success.
A creature that succeeds on its saving throw is
immune to this ability for 24 hours.

TraNSFORMATION Boon: UNDEAD ForM

Your Dexterity score increases by 2 and your
Charisma score increases by 1. An ability score
cannot be increased beyond 16 this way. In
addition, your creature type changes to undead.
Spells and abilities that state effects or conditions
specifically regarding Undead of a specific CR
have no effect on you. If a spell or ability other
than your own would cause you to gain Hit
Points, you gain that many temporary Hit Points
instead. If you are reduced to 0 hit points and fall
unconscious as a result, any healing you receive
will stabilize you and leave you on 1 hit point and
unconscious. Furthermore, you cannot die from
old age and you do not require air, food or drink.

{ Feone )

< <
Transcended beyond mortal needs, vampires do not
need to eat. However, the gripping nature of their curse
requires them to feed on the fresh blood of humanoids. A
task they undertake with delight.

h.

On your turn, as an action, you can make an unarmed
bite attack against an unconcious, restrained or charmed
humanoid. If you do so, the target is drained for 1 pint

of blood and bears a bite mark on the location you bit
them. This attack does not wake sleeping creatures or
end the effect of spells and abilities. A creature bitten

this way gains a level of exhaustion, which can only be
removed with the use of a greater restoration spell.

Avampire that does not feed within the required time
goes into an unconscious feeding frenzy, under the GM’s
control. The next time they sleep or enter a trance they
attack all nearby living creatures and attempt to feed on
them. A vampire remains in this state until they have

\4d  drained a creature completely (killing them), at which ||
point the vampire falls unconscious for 4 hours.

Vampire

TRANSFORMATION FLAW:
THE SaNGUINE CURSE

The sanguine curse has taken a hold on you. As a
result you gain the following features:

You cannot enter a residence you do not

own without an invitation from one of

the occupants. If you enter a residence
involuntarily such as by being dragged into
one, you take 1d10 psychic damage at the start
of your turn while you are inside it.

You gain Darkvision (60 ft.) if you do not
already have it.

While in sunlight, you have disadvantage on
attack rolls and ability checks.

You must feed every 7 days.

Transformation Level 2

Starting at 2nd level, you can pick one of the
following Transformation Boons. You also gain
this level’s Transformation Flaw.

TRANSFORMATION BOON:
Dreap KnigHT CoMBAT TRAINING

You become trained in the martial ways of the
Dread Knights. As a bonus action, you may enter,
exit, or change combat stances. While in a combat
stance, you gain the features of that stance.

Offensive. While in this

stance, you deal an ;

additional amount of % bﬁ?‘z%
damage with your b y
melee weapon equal
to the number of
Fury Points you

currently possess
(minimum of 1).
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Defensive. While in this stance, you gain a bonus
to your AC equal to half the number of Fury Points
you currently possess (minimum of 1).

Accuracy. While in this stance, you gain a bonus
to hit with your weapon attacks equal to half
the number of Fury Points you currently possess
(minimum of 1).

Additionally you may use Dexterity instead of
Strength for the attack and damage rolls of any
melee weapon with the slashing damage type.

TRANSFORMATION Boon: SancuiNE MaGIc
Prerequisite: The ability to cast spells.

Your curse corrupts the magic you cast. Whenever
you deal non-necrotic damage with a spell or
cantrip, you can choose to deal necrotic damage
instead of that spell’s normal damage type.
Furthermore, whenever you deal damage with

a spell or cantrip, you gain one Fury Point
(maximum of 1 per turn).

Additionally, you gain the following Blood Fury
abilities:

Cast in Blood (1 FP). The next time you cast a
damage-dealing cantrip, you can add your
charisma modifier to the damage you deal.

Sanguine Spellbinding (3 FP). The next time a
creature makes a Charisma, Intelligence, or
Wisdom saving throw against a spell you have
cast, it has disadvantage. If a spell affects
multiple creatures at the same time, you choose
which creature is affected.

TRANSFORMATION BOON: SHAPECHANGER

You can use an action to polymorph into a Tiny
bat or back into your normal form. While in bat
form, you gain the following features:

Your walking speed is 5 feet, and you have a
flying speed of 30 feet.

If you have sunlight hypersensitivity, it is reduced
to sunlight sensitivity: while in sunlight, you
have disadvantage on attack rolls and ability
checks, but take no damage from direct contact
with sunlight.

While in bat form, you can’t speak. Any object you
are holding or armour you are wearing merges
into your bat form or immediately drops to the
ground. The GM may decide if they feel the object
cannot merge.

If you become unconscious in bat form, you revert
back to your vampiric form.

Additionally, you can use an action to turn
into mist. Whilst in mist form, you gain the
following features:

You cannot take any actions, speak, or
manipulate objects.

You are weightless, have a flying speed of 20 feet,
can hover, and can enter a hostile creature’s space
and stop there.

In addition, if air can fit through a space, then
you can as well. You cannot pass through liquid,
and this does not give you the ability to cross
running water.

You have advantage on Strength, Dexterity, and
Constitution saving throws, and are immune to all
non magical damage, except any damage you take
from sunlight.

Any object you are holding or armour you

are wearing merges into your mist form or
immediately drops to the ground. The GM may
decide if they feel the object cannot merge.

If you become unconscious in mist form, you
revert back to your vampiric form.

TRANSFORMATION FLAW:
HipEous APPEARANCE

Your appearance has greatly altered from its
original features. The first signs were the fangs
that started to protrude from your upper row

of teeth. You have no reflection in mirrors or
other reflective surfaces. With dry, pale skin and
occasional burns from the sun, you can hide your
true appearance by concentrating on your pre-
vampirism appearance. However, the following
situations can reveal your true appearance:

Concentrating on a spell.
Gaining the unconscious condition.
Entering hallowed ground.

Taking damage from being exposed to
sunlight or free-flowing water.

Choosing to reveal your true self.

In events of extreme emotional or physical stress,
a GM may call for a Constitution saving throw
with a DC of their choosing to see if you maintain
your humanoid form.



Transformation Level 3

Starting at 3rd level, you can pick one of the
following Transformation Boons, or pick a
boon from a lower level that you meet the
prerequisites for. You also gain this level’s
Transformation Flaw.

TRANSFORMATION BooN: CRUEL R1POSTE

Whenever a creature within 5 feet of you makes
an attack against you, you may use your reaction
to make a melee weapon attack against the
attacking creature. You may use this feature a
number of times equal to your Dexterity modifier
(minimum of 1). You regain all expended uses of
this feature when you complete a long rest.

TRANSFORMATION BOON:
CREATURES OF THE NIGHT

Once per long rest, you can magically call to your
aid 2d4 swarms of bats or 2d4 swarms of rats.
When outdoors, you can summon 2d4 wolves
instead of swarms of rats. These creatures arrive
at the end of your next turn at a destination of the
GM’s choice within 30 feet of you, and they are
under your control. They act directly after you in
the initiative order and remain for 1 hour, until
you die, or until you dismiss them with a bonus
action. You cannot use this ability if you are
exposed to direct sunlight.
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Vampire

TrANSFORMATION Boon:

CAPTIVATING GLANCE

You gain proficiency in Deception and Persuasion.
If you are already proficient in one of these skills,
then your proficiency bonus is doubled for ability
checks using that skill. If you have or ever gain
double proficiency in one or both of these skills,
you gain +2 for that skill instead.

Additionally, your thoughts cannot be read by
any means.

TRANSFORMATION FLaw:
GREATER SANGUINE CURSE

Your curse has taken a stronger hold on you. As a
result you gain the following features:

You take 1d10 acid damage if you end your
turn in running water.

You gain superior Darkvision (120 ft.) if you
do not already have it.

You take 1d10 radiant damage when you start
your turn in sunlight.

You must feed every 3 days.

Transformation Level 4

Starting at 4th level, you can pick one of the
following Transformation Boons, or pick a
boon from a lower level that you meet the
prerequisites for. You also gain this level’s
Transformation Flaw.

TransrForRMATION Boon: GRIM EXECUTIONER
Prerequisite: Dread Knight Combat Training.

You have mastered the martial techniques of the
Dread Knight. Whenever you roll a critical hit with
a melee or ranged weapon, and the target has 50
or fewer hit points, you kill the target outright. If
your target has more than 50 hit points, you deal
an extra 6d6 damage. This damage is of the same
type as your weapon.
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TrANSFORMATION Boon: TrANSFORMATION FLAaw: STARE TO HEART
BEGUILER’S ENTRANCEMENT Whenever you’re attacked by a creature with a
Prerequisite: Captivating Glance. wooden or silvered weapon, if they score a natural

20 to hit, and you have 50 hit points or less, they
manage to lodge their weapon into your heart
and you become paralyzed for 1 hour or until the
weapon is removed, whichever is greater.

Once per long rest, you gain the ability to
manipulate the mind of a humanoid with your
sanguine magic. You can use an action to make
an incapacitated humanoid charmed by you for
24 hours or until you target a different humanoid
with this ability. If you use this ability on the
same target for 30 unbroken days, the target
becomes permanently charmed by you.

You may use this ability on another humanoid - ol B A' .
once you have permanently charmed the previous b : . '
humanoid. You can have a maximum number of
enthralled humanoids equal to your Charisma
Modifier (minimum of 1). If the number of
enthralled humanoids exceeds your Charisma
modifier for any reason, you lose connection to
all of them.

This charm effect can be removed with the
remove curse spell, or any other spell or
ability with similar effects.

TRANSFORMATION BooN: REGENERATE

You regain 10 hit points at the start of ’
your turn if you have at least 1 hit point
remaining, and are not in sunlight or

over running water.

If you take radiant damage or damage )
from holy water, this ability does not i
function at the start of your next turn.
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VAMPIRE TRANSFORMATION PROGRESSION

LEVEL 1
Gain all boons and this flaw.

A

dt

LEVEL 3
Choose one boon and gain this flaw.

¥

LEVEL 4

Choose one boon and gain this flaw,
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ADVANCED
BACKGROUNDS

ACKGROUNDS ARE EXCELLENT
Bstorytelling tools when it comes to
identifying who your character is and
where they come from. A gallant soldier may
have a dark past as a mercenary sellsword or a
gang enforcer. Advanced backgrounds provide
an additional layer to this process. They seek
to identify where a character comes from, and
highlight where they may progress to, within the
world setting.

Advanced Backgrounds are a variant option

for the background system. It is suggested

that either all characters within a party use
Advanced Backgrounds, or none. To use Advanced
Backgrounds, select a background and choose a
profession within that background. If you feel
that no backgrounds or professions suit your
character concept, then discuss with your GM how
you can modify one to fit your needs

Professions

Professions best represent what your character
does between adventures, whether it’s a job to
make money, or a title or responsibility they

must uphold. Each background has multiple
professions, and describes that profession’s place
in the world. For example, your character may be
a Seafarer, but what do they do at sea? They may
be a pauper, scavenging whatever they can find of
value from the ocean shores. In this case, you may
choose the Seagather. There are no wrong choices.

Profession Abilities

Once you have selected your profession, you gain
access to its Profession Ability. This is an activity
that you have practiced time and time again,
becoming an expert in this field. Each profession
ability requires an hour spent completing the
task, and a Medium DC skill check. Once you
have attempted a profession ability, you cannot
attempt it again until you complete a long rest.

n -~ n

\( Difficulty DC
<

Easy 10

Medium 15

Hard 20

Very Hard 25
L Impossible 30

Profession Dice

Profession Dice are the in-game advantages
provided to characters by their background
profession. Characters can add their Profession
Die to skill or ability checks according to any
Talents they have selected.

In addition, a character always adds their
Profession Die when rolling for Profession
Abilities.

A character’s Profession Die is determined by

Skill Check Difficulties

When a player is required to make a skill check,
the DC is determined by the GM using the
following table:

their rank, and shown in the table below:

. . 4 S
Profession Rank Profession Dice
1 1D4
2 1D6
3 1D8
4 1D10

When determining DC, a GM may start with the
complexity of the task, then adjust it based on
environmental factors. For example, a character
may be trying to climb a ladder, a task which
would normally not require a skill check.
However, the weather is chilly, and the ladder is
slick with ice, so the GM decides to set a Medium
DC. This DC might be increased again for further
complicating factors, such as pursuing enemies or
if the ladder is broken.




Note: It is important to remember that rolling a
natural 20 on a skill check does not result in an
automatic success.

Proficiencies & Equipment

When creating a character, Advanced Backgrounds
add skill proficiencies and starting equipment in a
similar way to backgrounds.

Once you have selected your background and
profession, you may select a skill proficiency,

per your background’s selection list. Once you’ve
made your choices, apply your starting equipment
and proficiency from your background and
profession.

Rankings, Holdings, and
Progressions

Rankings represent a character’s standing within
the world of their profession. Each profession has
four ranks, with characters starting at the first
rank. Whenever a character meets the progression
milestones of a rank within their profession (as
discussed with the GM), they may progress to the
next rank of that profession.

A Captain and his daring crew or a Duke and

his extravagant estate are both examples of

a profession’s holdings. Within Advanced
Backgrounds, holdings are the assets, resources,
or advantages a character gains through their
position. Holdings vary between professions,
from finding free lodging to acquiring a grand
fortress and legions of soldiers, or anything in
between. Within each profession are examples of
the sorts of holdings a character might achieve
as they progress through the professional ranks.
Whenever a character advances in rank, they
retain their holdings from previous ranks.

Progressions are examples of what may be
required for you to advance in rank within your
profession. From making a medical breakthrough
to being appointed by a monarch, progressions
vary depending on the rank and profession they
belong to. Progressions make great character
goals and can be tied into existing character

or party goals. For example, a scribe looking

to disprove falsehoods could do so by pursuing
the mystery at the heart of the campaign’s
overall story.

Advanced Backgrounds

Progressions and holdings within this chapter

are recommendations only. Ultimately it is up to
the GM to determine how the characters within
your setting progress, and what holdings are
necessary to the gameplay. Additionally, a GM
may decide to allow a character to progress within
their profession due to alternative reasons, such
as circumstantial gameplay, setting requirements,
or for any other reason. Players and GMs

should discuss what sort of holdings a player
could expect to receive at each rank and what
progression paths may be available to them.

Talents

Talents are unique dispositions, experiences,

or characteristics your character has picked up
due to their time working in their profession.
This is represented by allowing characters to
add their Profession Die in unique situations
that highlight the skills gained through their
profession. A character may select a Talent from
their corresponding Talent list when they select
their profession, and select an additional Talent
whenever they rank up within a profession.

Changing Profession

Plans never play out as expected, and sometimes
professions don’t either. A character may

change professions by achieving the progression
requirements of the profession rank they wish to
change to. When they achieve these requirements
they may rank up into the new rank of that
profession, choosing a Talent from their new
profession list. A character that has ranked up
into another profession retains all equipment,
Talents, proficiencies, and abilities from their
original profession. After all, you can change your
future, but not your past.

For example, Aylea is a Militarist Field Marshal.
A recent brush with a dark sorcerer has
confirmed her faith in her deity, and now she
wishes to become an Inquisitor. Aylea’s player
discusses with their GM what sort of holdings
and progression milestones Aylea must achieve
to rank into Inquisitor. Due to her seasoned
military experience, the GM decides that once
contact has been made with a Chapter Master,
Aylea will become an Inquisitor at the rank of
Initiate, a rank from which Aylea is likely to
advance quickly.
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BACKGROUNDS ANTIQUARIAN

Antiquarians are fascinated with history and
identifying ancient artifacts and texts. They
gather rare and lost items to add to their

Ac ademiC collections. Antiquarians’ skill with identifying
the properties of artifacts makes them adept
problem solvers, especially when ancient artifacts
and languages are involved.

The following backgrounds are provided in
alphabetical order:

Academics use their education and knowledge
from extensive studies to make a living and

achieve their life’s ambitions. Academics are Skill Proficiency: History.

generally held in higher regard than most other Additional Equipment: A fine brush, a magnifying
backgrounds, as their skills are sought after lens, and a small wooden crate to store relics.
by the wealthy and powerful. Academics make

great researchers, investigators, and versatile INsIGHTFUL DiscovERY

problem-solvers. Upon spending an hour observing or examining
Skill Proficiencies: Choose one from Arcana, a subject, and succeeding on a medium-DC
History, Investigation, Medicine, Nature, Religion. Intelligence (History) check, you can uncover
Languages: Choose one standard and the purpose and uses of any object, language,
one exotic. ,_ cultural practice, or similar subject. The features
Equipment: A bottlé‘ o of magic items you investigate in this manner
black ink, a quill, a letter ' ; are revealed to you without you needing to

opener, parchment, attune to them.
and 10 gp.



RANK 1 - MUSEUM SCHOLAR

You work in a museum and have spent your
time learning about the intricacies of every
cultural artifact there. Under the guidance of the
head scholar at the museum, you grew into a
respectable scholar in your own right.

Holdings:

A desk within a library, college or museum, with
access to common resources.

A map or letter detailing the location of a hidden
treasure or relic.

Progression:

Acquire a small collection of antiquities, which
fellow antiquarians acknowledge.

Rank 2 - ApepT COLLECTOR

After spending a considerable amount of time and
money, you have started a reasonable collection
of antiquities that you wish to one day put

on display.

Holdings:

A small collection of prized antiquities, and a
quaint office to display and store them in.

A hireling scholar who tends to your collection
and undertakes research for you.

Progression:

To progress in this profession, you must

build multiple collections dedicated to diverse
subjects. Additionally, you must accommodate
your collection in a gallery of suitable size
and grandeur.

RaNk 3 - SENIOR PROFESSOR

You now hold a position of esteem within the
world of academia. You have dedicated a large
portion of your time and efforts to extracting
secrets from each item and sharing these
discoveries with others. Students flock from
around the world to hear you speak on the
subjects of your specialisation.

Holdings:

An array of prized collections, each holding
secrets to lost civilisations, forgotten magics,
or legends.

An extravagant gallery that displays and protects
your collections.

A team of assistants and scholars who attend to
the collections, conduct research, and explore the
world to find more antiquities.

Academic

A small following within the world of academia,
who seek you out to discuss and learn about your
collection.

Progression:

To progress in this profession, you must create

a great museum, with extensive collections
spanning many subjects, time periods, and
cultures within the world. You must document a
great finding about a lost subject, magic item, or
tradition, and be cited in others’ work regarding
the subject.

RaNk 4 - CURATOR

You have become one of the most renowned living
antiquarians. Having been referenced in many
scholars’ books about your studies, and having
authored a few yourself, you are now a consulted
expert on several subjects relating to your vast
collections. You are the curator of your own
museum, with scholars and collectors travelling
across the world to visit it.

Holdings:

A great museum, with collections that draw
monarchs and common folk alike, inspiring
wonder and awe.

A dedicated team of antiquarians that manage
your collections and museum, scouring the world
for relics that would make fine additions to your
impressive array.

A position within a prestigious council of
academics, who regard you as an esteemed peer
and assist you with your studies.

ARCHIVIST

Archivists are dedicated to the recording and
preservation of knowledge. Archivists are often
tasked with scouring tomes for errors and
falsehoods, because to an archivist there is no
greater sin than the recording of lies. Great
Archivists often become well respected scholars,
holding great power over the future of a kingdom.
Regardless, Archivists are often sought out by
other Academics, who collaborate with them to
complete their own work in related fields.

Skill Proficiency: Investigation.
Additional Equipment: An ink pen, a bottle of ink,
a tin of pounce powder.
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AcaDEMIC REFERENCES

Upon spending an hour, and succeeding on a
medium-DC Intelligence (Investigation) check,
you can find a contact within a library, academy,
or place of knowledge. This contact begins as
friendly to you and will answer questions you
have regarding research.

RANK I - SCRIBE’S ASSISTANT

You have become a valued member of a library
after learning about the art of collecting

and storing written materials. Your years of
completing bureaucratic tasks have made you an
expert in locating information on specific and
obscure subjects.

Holdings:

A desk within a library, college, or museum, with
access to common resources.

A well-regarded text which is suspected to
contain falsehoods, with made-up accounts and
references.

Progression:

To progress in this profession, you must fact-
check and document your discovery of errors in a
fraudulent, plagiarised, or mistaken tome.

RANK 2 - SCRIBE

You have been appointed the honoured task

of transcribing and recreating texts. You are a
builder of libraries, a recorder of history, and an
entrusted relayer of knowledge for generations

to come. As a Scribe, it is your job to record the
knowledge of the world. Scribes often venture out
into the world to find and document information
first-hand.

Holdings:

An office with printing materials, binding
equipment, and a dedicated hireling assistant who
completes minor tasks for you.

Access to restricted sections of libraries and other
places of collective knowledge.

Progression:

To progress in this profession, you must complete
and restore a catalogue of books or scrolls to

be added to a library. Your contribution to the
library must be deemed a worthy addition by your
superiors.

Rank 3 - CHIEF LIBRARIAN

Your dedication to the acquisition and
preservation of knowledge has brought you to
great heights within the world of academia. You
are responsible for the library you serve, from
acquiring and copying new texts, to preserving
and reviewing existing ones. A Chief Librarian is
expected to go to great lengths to fact-check the
contents of their library, preferably in person.

Holdings:

A great library containing texts collected over
centuries.

A team of hirelings who attend the day-to-day
running of the library, such as scribes, assistants,
and scholars. Additionally, your name is highly
regarded within the world of academia.

Access to the entire library, including forbidden
tomes and the knowledge they contain.

Progression:

To progress in this profession, you must have
made an unprecedented contribution to the
world of academia. This may be the uncovering
of a great truth, or the invention of a new
methodology.

RANK 4 - GRAND LOREMASTER

As Grand Loremaster, you are the undisputed
regional authority in all matters of scholarly
concern. For this reason, you are highly revered
by figures of prominence for your knowledge and
advice. A system of academics looks to you for
guidance on obtaining knowledge and spreading
enlightenment.

Holdings:

You have become head of a regional educational
or knowledge-based institute, such as a ministry
or college. The institution’s resources are at
your command.

You have authority over all smaller libraries
and educational institutions within your region,
including access to their resources and hirelings.

You have access to sources of knowledge that
have otherwise been sworn to secrecy by Imperial
order, royal decree, or a warlord’s command.
These sources of knowledge can include such
secrets as forbidden arcane practices, demons’
true names, and schematics for powerful artifacts.



PHysIiciaN

Your skills in healing the sick and injured have
given you a vast knowledge of illnesses and
remedies based on the latest science.

Your calm bedside manner and natural
aptitude for concocting medicines make you an
effective healer.

Skill Proficiency: Medicine.

Additional Equipment: A bag filled with medicinal
herbs, pestle and mortar, bandages, needle and
thread, jar of leeches.

MEepicaL DiaGNosis

Upon spending an hour examining a creature, and
succeeding on a medium-DC Wisdom (Medicine)
check, you can find the exact cause of the
creature’s illness, injury, or death. Additionally,
you become aware of how to cure the ailment, if
a non magical cure exists. This does not include
magical diseases such as the contagion spell or
the Weeping Pox.

RANK 1 - SURGEON'S APPRENTICE

Whether your fascination is for the humanoid
body, or the conditions that afflict it, your
tireless dedication to medicine has earned
you the position of Surgeon's Apprentice. As
an apprentice, you are expected to attend to
the patients of your appointed superior with
efficiency and effectiveness.

Academic

Holdings:

Lodging near the medical clinic, hospital, or
infirmary where you work.

A copy of the medical codex Cause and Cures.

Progression:

Complete a variety of surgeries successfully, and
be considered proficient by a mentor who has
attained the rank of Barber Surgeon.

RANK 2 - BARBER SURGEON

Armed with healer’s kits and medical utensils,
you are equipped to tend wounds and perform
common medical procedures. However, without a
medical licence, you can only treat common folk
and low-ranking military personnel.

Holdings:

A crude medical clinic known as a “Chop Shop”,
to facilitate the surgeries you perform.

Up to half a dozen apprentices who follow your
commands, assist you where possible, and aspire
to become surgeons themselves.

Progression:

To progress in this profession, you must obtain
your medical licence by proving your skill and
dedication to a Royal Physician.
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Rank 3 - Docror

You have proven your rank among honoured
healers within your region, winning the privilege
of a medical licence. You are now permitted to
open a medical clinic and treat high society. As

a trusted figure, you are invited to rub shoulders
with the most prominent of its members.

Holdings:

A medical clinic, equipped with an infirmary
to care for long-term patients with a variety of
illnesses.

A medical licence granted by a Royal Physician,
granting you the right to treat individuals of any
background.

A clinic staff of half a dozen Barber Surgeons and
a team of apprentices.

A patient list of influential figures of various
backgrounds who employ your practice for their
medical needs.

Progression:

To progress in this profession, you must build
your practice into a hospital, with multiple Barber
Surgeons and Doctors working alongside you. In
addition, you must accomplish a great medical
achievement, such as discover a cure to a disease
or a breakthrough in medical practices.

RaNK 4 - RovaL PHysician

You have received a monarch’s patronage and
been given the title of Royal Physician. Only the
most revered and skilled physicians receive such
a title, and the honour of building and running

a Royal Hospital. As a Royal Physician, you are a
gatekeeper for those who wish to become Doctors.
Barber Surgeons will wait at your doorstep for
days to prove their devotion and, hopefully, attain
a licence. Kings and merchant lords will travel
across the land to seek your treatment, and pay
anything to be healed by you.

Holdings:

A Royal Hospital, complete with multiple wards
dedicated to various specialisations, reserved for
the upper class.

An experienced team of physicians of all ranks,
dedicated to running the Royal Hospital and
advancing medical practices.

A client list consisting of Monarchs, powerful
merchants, and other important individuals.



Aristocrats

Aristocrats are the rulers and wielders of law, and
use their position at the top of the social hierarchy
to compel others to further their interests.
Whether feared or respected, aristocrats make
excellent negotiators, diplomats, and schemers.

Skill Proficiency: Choose one from Deception,
History, Insight, Performance, Persuasion,

or Religion.

Languages: Choose one standard language.
Equipment: A quill and ink, a letter opener,
parchment, a piece of fine jewelry that displays
your status, and 25 gp.

COURTIER

From notable socialites to distant noble family
members and trusted servants, Courtiers
represent the members of the aristocracy who
are employed or invited by a ruler to make up
their court. Courtiers live in close proximity
to the ruling class to assist them and be part
of their world. However, Courtiers are more
often seen as schemers and manipulators than
helpful assistants. The life of a Courtier is one
of dangerous plots, uneasy political alliances,
and the occasional act of betrayal - when it
benefits them.

Skill Proficiency: Deception.

Additional Equipment: A medallion or
pin displaying the house of your patron,
court clothing.

PoriticaL MANEUVERING

Upon spending an hour speaking to various
people at court, and succeeding on a medium-DC
Charisma (Deception) check, you can conjure and
spread a rumour or piece of gossip within a court
or political structure. A subject of your choice,
whether it be true or false, becomes a topic of
hot conversation within the court or political
structure where you planted the rumour.

Rang 1 - CHAMBER KEEPER

You have secured a title as a minor Courtier
attending to the needs of the court through
menial duties such as fetching wine, or more
demanding tasks such as hosting foreign visitors
of lesser influence. As a Chamber Keeper you are
the unnoticed eyes of the court, making you a
valuable informant for court plots.

Aristocrat

Holdings:

A room or lodging provided by your patron within
their estate.

A scandalous secret relating to a member of
your court.

Progression:

Obtain a minor title from your patron that reflects
your station.

Rank 2 - Court OFFICIAL

You have proven yourself to be a valuable asset to
your patron, political allies, and other courtiers.
You have been promoted to an official, granting
you a minor title and the responsibilities that
accompany it. These titles vary, including
cofferer, master of the hunt, or any other title
befitting your station.

Holdings:

The authority and resources associated with your
minor title. For example, a cofferer
would control financial _ K
records, and perhaps
even bank access.

Up to half a dozen

servant hirelings to
assist in your daily
responsibilities.
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Progression:

To be granted a greater court title by your patron
that reflects your station.

Rank 3 - Court PATRICIAN

With a greater court title, you have become an
essential and respected member of the court. You
may have been promoted to steward, cupbearer,
master of ceremonies, or some other position of
considerable influence in the court.

Holdings:

A greater court title and all the privileges that
accompany it. For example, the master of
ceremonies would have personal access to their
patrons’ family for event-planning purposes.

A team of servants and lesser Courtiers sworn to
you either through authority or intrigue.

A private suite within your patron’s estate
that provides easy access to court and
extravagant luxury.

Informants and spies throughout the court who
report intrigue and valuable information to you.

Progression:

To progress in this profession, you must achieve
complete control of your Court, through coercion,
deception, or any other means.

Additionally, you must attain an honourable title.

RaNK 4 - RovyaL CHAMBERLAIN

You have become the most influential member
at court. Whether through earnest reputation

or political manipulation, you have attained an
honourable title of considerable power such as
spymaster, regent, or majordomo. Your powerful
connections and political alliances make you the
unofficial leader at court, arguably with greater
power over practical matters than your patron.

Holdings:

Complete control of the court’s resources, such as
finances, hirelings, and establishments.

Incriminating information relating to each
member at court and their possible weaknesses.

Informants and spies across the region, who feed
you intrigue regarding your court and others.

Envoy

Envoys are the representatives of their
governments or monarchs to others abroad.
Often sent into faraway parts of the world,

their responsibility is to forge new alliances,

and maintain existing ones. However, much of
an Envoy’s tasks are reactive - responding to a
noble’s threats, securing defensive pacts in times
of conflict, or bolstering border defences. Envoys
go where there is conflict.

Skill Proficiency: Insight.

Additional Equipment: A Royal Seal allowing
you to pass through borders with ease,
diplomatic garb.

DipLomaTic CONNECTIONS

Upon spending an hour, and succeeding on a
medium-DC Wisdom (Insight) check, you can
find an ally within the aristocracy, guilds, or
professional services. This contact begins as
friendly to you and will answer questions you
have regarding local nobility, politics, and other
high society matters.

RANK I - SECRETARY

You have been appointed secretary for a consulate,
responsible for the organisation and assistance

of the diplomats within. You work in a thankless
and stressful position, but your proximity to
influential members of society provides you

with many connections. You understand the
fundamentals of networking and are talented at
finding allies in distant lands.

Holdings:

Free lodging within any consulate you represent
or work for.

A secret encrypted political message you
cannot decipher.

Progression:

Assist in completing a dangerous or urgent
diplomatic mission.

Rank 2 - CouncILLOR

You have been entrusted to undertake your first
diplomatic missions. Whether stealing a secret,
proposing a treaty, or inciting rebellion, you
have been sent to the far corners of the world

to advance your side’s interests. While not yet
entrusted with high-profile diplomatic missions,
you are still positioned to meet lesser rulers and
influence their future actions.



Holdings:

A personal assistant to help with organising, who
accompanies you on diplomatic journeys.

Access to equipment and information known to
the consulate.

Progression:

Complete your own diplomatic mission
successfully.

RaNk 3 - AMBASSADOR

Your promotion places you on solid footing
within the political landscape. You have met
many powerful figures throughout the world
and can secure a formal audience with them, at
their convenience. Many wish to meet you, and
are interested in becoming a part of your vast
network of allies. After all, you know exactly the
right person for any given job.

Holdings:
A team of Envoys to assist you at your consulate.

Provisions and resources sent to you by your
home region to assist in diplomatic missions.

An encryption codex, used to decipher encoded
messages sent to and from your home region.

Progression:

Negotiate an important treaty between nations,
Or uncover a great espionage conspiracy within
your province.

RaNK 4 - GRaND CHANCELLOR

You have single-handedly led negotiations that
have reshaped the geopolitical landscape. Wars
have been declared and ended based on your
efforts. You have travelled the world and made
lasting relationships with the truly powerful.
While you are not a monarch, monarchs look to
you for guidance. There is no doubt that you are
the true ruler of kingdoms.

Holdings:
Access to restricted and classified documents.

You represent your monarch or other absolute
authority in external relations. You have access to
any resources your monarch will provide you, and
broad authority to use them.

Aristocrat

NOBLE

Nobles are the blue-blooded rulers of any society,
granted authority by birthright. Some are
traditional feudal nobles, while others belong to
ascendant merchant families. Regardless, nobles
represent the highest level of authority within a
social structure.

Skill Proficiency: Persuasion.
Additional Equipment: A signet ring engraved
with your family crest, fine clothes.

PosITION OF PRIVILEGE

Upon spending an hour speaking in your

defense, and succeeding on a medium-DC
Charisma (Persuasion) check, you can exert your
noble privilege to avoid the consequences of
lawbreaking such as trespassing, theft, possession
of contraband, unarmed assault, and other
misdemeanors. You can also use this ability to
reduce the consequences of more serious crimes
that can’t be ignored entirely.

RaNK 1 - DISHEVELLED NOBLE

After some decline, your family name is barely
spoken anymore. Perhaps the family lost
everything in a war, or gambling debts claimed
your once-proud noble estate. Despite your noble
blood, you are a poor noble with little power or
influence in the world. The only thing left is your
title, which has gotten you out of trouble on more
than one occasion. However, with hard work and
some political dealings, you may climb back into
prominence.

Holdings:

A ruined estate.

A noble title that carries little influence anymore.
Progression:

To be granted a barony, or holdings worthy of the
title, by a Count or higher-ranking noble.

Additionally, you must restore your family
household to a reputable state.

Rank 2 - Lorp BARON

You have been titled Lord Baron of an estate.
Your barony is small, but you have high hopes for
it. You have started to attend noble soirees, and
can see your reputation within the aristocracy
rise. You are the local authority within your
barony, however you delegate much of it to
administrators. With patience and good relations,
a county could be yours.
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Holdings:

A barony estate, including resources and
hirelings.

A baron’s title, granting you authority and
affirming your social status among other
individuals of your region.

Progression:

To progress in this profession, you must be made
a Count by a Duke or Monarch.

You must construct a noble estate
befitting a Count.

Rank 3 - Count

Your reputation has risen to prominence. You
walk the halls of powerful estates and hear
passers-by whisper your name. You control an
entire county, with multiple baronies under your
influence. You are expected to represent them

at court upon summons, and must navigate the
political landscape of the aristocracy. While you
wield considerable power, you find two-faced
advisories and political masterminds wherever
you turn.

Holdings:

A county estate, which includes resources and
hirelings.

A count’s title, granting you authority and
affirming your social status among other
individuals of your region.

Progression:

To progress in this profession, you must be made
a Duke by a Monarch.

You must construct a noble estate
befitting a Duke.

RaNk 4 - Duke

You have been appointed as a direct vassal of your
Monarch, whether a king, queen, or emperor. You
are invited to the greatest balls and soirees across
the land, and feasts are held in your honour. With
your family name restored to glory, you hold
considerable influence throughout your region
and the entire world. However, with such heights
comes a great distance to fall. Political enemies
will go to great lengths to tarnish your name and
steal your titles.

Holdings:
A Duke’s estate, which includes resources and
hirelings.

A Duke’s title, granting you authority and social
status among other individuals of your region.




Clergy

The Clergy represents those who devote their
lives to working within religious institutions.
The Clergy are respected members within the
social hierarchy in regions where their religion
is prominent. Clergymen make effective orators,
acolytes, and religious crusaders.

Skill Proficiencies: Choose one from
History, Insight, Intimidation, Medicine,
Persuasion, Religion.

Languages: Choose one standard and one of:
Abyssal, Celestial, or Infernal.

Equipment: A holy symbol, a prayer book or
divine text, vestments, and 15 gp.

INqQuisITOR

You are a servant of an organised branch of
religious enforcers who hunt down heretics

and blasphemers within your own faith, and
cultists of sinister powers. Divine justice does not
discriminate, and you have mercilessly punished
crimes both mundane and supernatural - a

task that comes with little glory. You are deadly
efficient in bringing the sinful to heel. However,
corruption is rife within the Inquisition itself due
to the Order’s power and authority, and those
found guilty are likewise treated without mercy.

Skill Proficiency: Intimidation.
Additional Equipment: A set of manacles, a copy
of the text Sins of the Heretic, a leather strap.

ERrapicate HERESY

Upon spending an hour, and succeeding on a
medium-DC Charisma (Intimidation) check, you
can find an informant and extract information.
The informant will divulge information regarding
the location of local cults, witch covens, and other
enemies of the Divine.

RaNk 1 - INITIATE

You were taken in by the church, and after
showing attributes befitting of an Inquisitor you,
were trained in their ways. Gruelling mental and
physical training took up your time from dawn to
dusk whenever you were not completing chores.

Holdings:

Free lodging at the inquisitorial chapter house,
temple, or any other religious institutions that
you currently serve.

Clergy

You have knowledge of someone from your
childhood who has since become affiliated with
a witch coven, religious cult, or other enemy of
the faith.

Progression:

Be promoted to the rank of Inquisitor by a
Chapter Master.

Rank 2 - INoursiTor

You have been appointed to the role of Inquisitor,
charged with enforcing divine justice by

hunting down cultists, spellcasters who have
violated magical laws, and other threats. Many
institutions recognise your Inquisitorial authority,
and temples of the faith that you serve will grant
you sanctuary, food, and useful information.

Holdings:

Access to information and equipment provided by
the Order, in addition to information obtained by
temples of the faith.

Progression:

Be promoted to Chapter Master by a Grand
Theologist Inquisitor.

Rank 3 - CHAPTER MASTER

You have risen through the ranks and now
oversee an Inquisitorial Chapter. Initiates and
Inquisitors alike answer to you, and seek your
advice in matters of executing divine justice, as
well as rooting out corruption within the ranks
of the faith you serve. You are still active in
the field, often leading factions of Inquisitors
in bringing cultist organisations and powerful
spellcasters to heel.

Holdings:

Access to the restricted section of the chapter
library, which contains all known weaknesses of
supernatural entities.

Free lodging at any religious institution or temple
of the faith that you serve.

Your religious institution invests you with the
authority to declare people of high standing
as enemies of the faith, if you have irrefutable
evidence of their crimes.

Progression:

Being appointed to Grand Theologist Inquisitor
by the head of your Order and a panel of
ranking clergy.
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RaNK 4 - GRAND THEOLOGIST INQUISITOR

You have cultivated a reputation as a devout

and accomplished Inquisitor, following the
teachings of the divine, executing divine justice,
and seeking divine enlightenment. You hold
significant influence within and outside your
Order, and Chapter Masters seek your counsel on
matters of the faith and the Order’s mission.

Holdings:

Access to a council of Chapter Masters and other
ranked clergy with whom you discuss matters of
your Order.

You have the authority to dismiss and appoint
chapter members to positions of power, both
within the Inquisition and temples of the faith.

You have the ability to denounce those who you
know (or suspect) to be enemies of the faith,
dispatching Inquisitor factions to investigate and
restore order.

PREACHER

Religions need devout orators to bring new
members into the fold, or reinforce the faith of
the faltering. Preachers can inspire the righteous,
protect the weak, or incite dread in the unfaithful
by speaking clearly and passionately about

the faith they serve. These rhetoricians of the
divine are not dissuaded by material wealth or
hidden lore; instead, they seek good repute and
new converts to their deity. Preachers recruit
adherents to their religion through personal
devotion and overt exhibitions of piety, charity,
and charisma.

Skill Proficiency: Persuasion.
Additional Equipment: Flyers displaying
propaganda, a box to stand on.

PRrorPaGaTE AGENDA

Upon spending an hour speaking publicly,
and succeeding on a medium-DC Charisma
(Persuasion) check, you can influence the
thoughts and opinions of locals. This could be
used to heighten the common people’s fear of
magic, or bring comfort and peace of mind to
those who share the same faith.

RaNk 1 - CRIER

You have always had a natural aptitude for the
spoken word, compelling others to listen and
partake in your views by speaking loudly and
clearly about the deity you serve.

Clergy

You are often seen on busy street corners and in
town squares, preaching to passers-by.

Holdings:

Free lodging at your local temple of the faith or
religious institution.

Knowledge of a member of the ranked clergy
using unlicensed magic to perform a miracle, or
committing some other transgression.

Progression:

You have a small congregation of followers who
come to hear your sermons each day.

Rank 2 - TRUTH SPEAKER

You have cultivated a reputation in your local
town or city as a persuasive and charismatic
orator, able to inspire the righteous and decry the
evil. Common folk and nobility alike often stop to
hear you speak, moved by your unique conviction
to consider joining your religion.

Holdings:

You advise a group of criers in your province
on religious matters and outline the agenda for
each homily.

Progression:

You progress after having converted a significant
number of people to your religion.

RANK 3 - ENLIGHTENED EVANGELIST

You have gained considerable reputation in the
province where you preach, regularly recruiting
new converts to your faith. Your overt exhibitions
of devotion and charity combined with a natural
charisma make you a well-liked figure among
the common people, though the more cynical
uninitiated may regard you as a heretic or a
charlatan.

Holdings:

A temple of the faith grants you a letter of
religious immunity from Inquisitors, verifying
that you are not a heretic.

You have a following of disciples who accompany
you on your travels to new unenlightened

provinces, further glorifying your deity and you as
their disciple.

Progression:

A member of your congregation observes you
performing a miracle, drawing new converts to
the faith.
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RaNK 4 - EXALTED SAVIOR

You have established your reputation as a
captivating rhetorician, and people are naturally
drawn to you, sometimes seemingly against their
will. You may even begin to perceive yourself

as a messianic figure, showing the will of your
deity through conspicuous demonstrations of
personal devotion and charity toward the poor.
For those with spellcasting abilities, magic that
is woven into such demonstrations is particularly
compelling.

Holdings:

A dozen or more faithful disciples that observe
and convey your teachings, and thousands of
followers loyal to you.

A divine mandate bestowed by your deity
or seraph that elevates you above the laws
of humanity.

PRIEST

Priests lead the common people in the teachings
of their deities. They are the figureheads and
leaders in the temples and shrines where they
preach, providing guidance, atonement, and
hope for the downtrodden. Priests often hold
positions of considerable influence within their
communities, and are treated with reverence
among common folk and nobility alike.

Skill Proficiency: Religion.

Additional Equipment: 5 sticks of incense and an
alms box, religious medallion stamped with the
divine word.

ReLicious HIERARCHY

Upon spending an hour proving your knowledge
of the divine, and succeeding on a medium-

DC Intelligence (Religion) check, you can find

a contact within the local clergy. This contact
begins as friendly to you and will answer
questions you have regarding religion, the
clergy’s agenda, and local religious matters.

RaANK 1 - ACOLYTE

You were taken in by a modest parish, where you
assist in religious services and ceremonial duties
such as lighting altar candles and distributing
prayer books to the congregation. The priest also
educates you in religious scripture and doctrine.

Holdings:

You have knowledge of a senior clergy member
whose teachings undermine the faith, preying on
the wayward for personal gain.

Free lodging at your local temple of the faith.

Progression:

You are recommended for priesthood by a senior
clergy member who has overseen your study of
divine texts. You will be given a religious task
that you must complete.

RANK 2 - PRIEST

You oversee a local parish with a substantial
following, where you perform rites, sermonise on
the teachings of your deity, and provide spiritual
guidance to followers whose faith has waned. You
use your modest influence to inspire the virtuous,
uplift the downtrodden, or incite fear.

Holdings:

You have a modest parish that you oversee,
including humble lodgings, and regularly receive
locals for confession.

You have knowledge of a wealthy noble who
possesses a first edition book of scripture that the
church greatly desires.

Progression:

You must either expose the senior clergy member
exploiting the faith for personal gain, or acquire
the first edition book of scripture.

Rank 3 - BisHor

In recognition of your service to the faith, you
have risen to the title of Bishop, taking up
residence in your own diocese in a major city. You
oversee a number of senior clergy who seek your
counsel and spiritual guidance in all aspects of the
divine. Bishops are elected from senior priests in
their Order and retain the title for as long as they
remain true to the doctrine.

Holdings:

You are the steward of the largest temple of your
faith in your region, and receive well-appointed
lodgings nearby.

You oversee your own diocese in a major city,
speaking on behalf of the faith and supervising
the clergy there.



Progression: Holdings:

You become Cardinal in the event that a Cardinal
passes away or retires, and the head of your
faith appoints you in their stead due to your
outstanding commitment to the faith.

A number of dioceses that you oversee within
your province.

Free lodging at any parish or diocese that
recognises your appointment, and any institution
RaNK 4 - CARDINAL under the control of the faith.

As a Cardinal, you answer directly to the head of
your faith. You oversee the diocese within your
province, to root out corruption and heresy from
on high. Cardinals are appointed by the head

of their faith, and as such have their ear in all
matters of spiritual and political adjudication.
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Common Folk

Common Folk are, unsurprisingly, the most
common station in life. These are the masses of
people who are not distinguished by noble blood,
inherited wealth, or a special calling that sets
them apart.

Varying as much as the professions with which
they occupy themselves, common folk are
typically identified by the work they do.

Often finding themselves pawns in the
machinations of those who consider themselves
their betters, commoners generally look after

one another in tight circles of trust. Commoners
are a great background for most professions and
character concepts that do not fall within another
background.

Skill Proficiencies: Choose one from Animal
Handling, Athletics, Insight, Nature, Perception.
Languages: Choose one standard language.
Tool Proficiencies: One tool or instrument
proficiency.

Equipment: Common clothes, a tool kit or
instrument of your choice, a small drawstring
pouch, and 10 gp.

VILLAGER

You hail from a small settlement like many
others, populated mainly by subsistence farmers
and local craftsmen. Common villagers look out
for their own, typically because few would be
willing to represent them. While lesser nobility
regard you with disdain, fellow commoners
recognise you as one of their own, and are
generous with their hospitality, provided there
is enough to go around. They may request a few
hours of light labor in exchange for short stays,
if the host is a landholder. Commoners are also
willing to share information with their peers
that they would withhold from people of higher
stations.

Skill Proficiency: Insight.
Additional Equipment: An iron pot, a shovel, a
tinderbox.

LocaL Gossip

Upon spending an hour speaking to other
commoners, and completing a medium-DC
Wisdom (Insight) check, you can learn of
rumours, political intrigue, or other gossip related
to a subject of your choice. This includes jobs

and information people tend to hide from the
authorities.




Rank 1 - PEasanT

Born to a landless farmer and his wife, you
found work as a laborer on the estate of a local
lord tilling fields, tending to animals, or milling
grain for a meagre salary. While the work was
punishing, it made you physically strong, capable
of working for extended hours without fatigue.

Holdings:
A shack or hovel which you call home.

A deed to a heavily indebted farmstead which
has been seized until its debts are cleared. You
may have acquired this deed through inheritance,
gambling winnings, or some other means.

Progression:

Clear the debt on your deed and restore your
farmstead to operating condition.

Rank 2 - Lanp OwNER

You oversee a modest farm that produces various
crops and small goods that you sell to local
businesses and at markets for a modest profit.
You have cultivated your reputation as an honest
distributor among your customers, and a fair
boss to the hired hands who help you manage
your land.

Holdings:

A small farmstead, including livestock, crops, and
stores suitable to the location.

Half a dozen unskilled hirelings who live and
work on your farm.

Progression:

Become a respected and influential member of
your local village.

Rank 3 - Counci MEMBER

You have been elected to a seat on the local
council, assuming a public role in the governance
of your village. You and your fellow council
members discuss matters of trade, infrastructure,
keeping the peace, and placating the local lords.
You receive complaints and resolve disputes
among locals, reaching an amicable resolution
where possible.

Holdings:

A skilled, professional hireling assistant. They
may be a lawyer, accountant, or other expert who
helps you manage your affairs.

Resources allocated by the Mayor for you to
complete your duties as a council member.

Common Folk

Progression:

To be elected or appointed Mayor by a lord,
council, electorate, or other means.

Rank 4 - Mayor

You have risen from humble beginnings to
become the Mayor of your village, either by
election or appointment. Charged as a custodian
of the peace, you preside over council meetings
and represent your local province at ceremonial
events and in dealings with the regional
government.

Holdings:
You have the resources of your village council at
your disposal.

A team of skilled hirelings trained in professional
services who assist you in your endeavours to run
your holdings.

Resources granted to you by your Monarch, such
as gold, military support, and other useful assets,
to maintain order within the settlement.

ENTERTAINER

Entertainers thrive in the spotlight, relishing
applause and delighting in the fanciful.
Entertainers are expert performers able to
enthrall, inspire, and delight their audiences
with a range of artistic displays. Their poetry
captivates, speaking to the depth of human
emotion in portraying sadness, love, or joy. Their
music likewise enlivens or stirs sorrow. Their
dance steps are nimble and cheering, and their
humor is often tailored to their audience, whether
low-born or noble.

Skill Proficiency: Performance.

Additional Equipment: An instrument of your
choice, colourful performer's clothes, and a
tuning fork.

Fimnp Fanpom

Upon spending an hour performing and speaking
to locals, and completing a medium-DC Charisma
(Performance) check, you can find a contact
among the local community leaders, such as
village elders, tavern owners, and other well-
respected common folk. This contact begins as
friendly to you and will answer questions you
have regarding life within the town, local news,
and public opinion.
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RaANK 1 - STacE HanD

Whether you have grown up surrounded by
musicians or ran off to join a band of traveling
performers, you have become invaluable to a more
experienced performer. You pitch in wherever
needed, whether as a page turner for musicians,
mopping the cages of exotic animals, or helping
set up camp for the night.

Occasionally, they even allow you to join the
performance.

Holdings:

Lodging with an entertainers’ troupe,
which includes food in exchange for regular
performances or carrying out menial tasks.

An anonymous letter from a loyal admirer and fan
who is desperate to meet you.

Progression:

The troupe leader asks you to fill in for an
unreliable performer, and offers you a permanent
position in the troupe, owing to your musical or
other talents.

RANK 2 - PERFORMER

You have made a name for yourself as a travelling
performer, whether by yourself or as part of

a troupe of other entertainers. You are easily
identifiable by your colorful attire and striking
appearance. Your performances stir the hearts of
those who hear you.

Holdings:

Access to a troupe’s performing equipment and
supplies, including instruments, concoctions, and
other resources.

Free lodging and food at any establishment you
perform in.

Progression:

A travelling noble or court official observes your
performance, and days later you receive a letter of
invitation to perform at a court or estate.

Rank 3 - TRouPE LEADER

You are the leader of a troupe of traveling
performers, and are responsible for securing
performances in towns, cities, and noble estates.
You have mastered the various components of
artistic performance: poetry, dance, music, and
comedy. Proprietors of establishments that you
perform in compensate you and your troupe with
free lodgings and food.

Holdings:
A following of loyal fans, including several
influential individuals.

A troupe of skilled performers who are adept in a
variety of forms of entertainment.

Progression:

You have been offered a large sum of money by
a wealthy fan to perform for them on a semi-
regular basis.

Rank 4 - Court TROUBADOUR

You have secured a permanent position as an
entertainer in a prestigious estate or court,
performing for the delight of high nobility. You
are considered a virtuoso in your chosen art.

Holdings:

Permanent lodgings at the noble estate or court
where you are employed.

A scandalous secret about the lord of the manor or
a prominent courtier, which you have irrefutable
evidence of.

MERCHANT

Merchants are the lifeblood of trade, and can

be found anywhere from hawking goods in

local marketplaces, to having established their
own stores selling artisan wares. Merchants
typically belong to a Merchant’s Guild, and pay

a yearly sum to register for protection by local
law enforcement, though this varies by province.
Merchants buy, sell, and trade wares of all sorts,
knowing not just the price of everything but how
to haggle that price up or down at will.

Skill Proficiency: Investigation.

Additional Equipment: An abacus, a quill and ink
pot, an empty inventory record, fine clothes.

APPRAISAL

Upon spending an hour examining a subject,

and succeeding on a medium-DC Intelligence
(Investigation) check, you can accurately appraise
the value of a particular item or good such as

art, or a natural resource. If you do so within a
settlement, you can also find the most profitable
location to sell the item or goods.



Rank 1 - CLERK

You work as a bookkeeper for a local merchant.
You keep records of sales and the purchase of new
inventory, balance the merchant’s ledger, and
make sure they are maintaining a modest profit
margin. You aspire to become the proprietor of
your own store selling rare and desirable items.

Holdings:

A small back room in a shop, which serves as an
office and doubles as your sleeping quarters.

A leather-bound ledger book containing the
accounting methods of your mentor and teacher.

Progression:

Acquire a loan, or save up funds, and find
a suitable shop or storefront to start your
own business.

RANKR 2 - MERCHANT

You have struck out on your own to seek

your fortune, opening your own shop in the
marketplace. You begin to cultivate a reputation
as a keen appraiser, providing fair prices to
customers both buying and selling. You balance
the books yourself, taking care to ensure that you
do not fall into debt through riskyinvestments.

Holdings:

A quaint store or shop front, in which you sell
your specialised goods.

A clerk who maintains your store and runs it
on a day-to-day basis in your absence.

Progression:

Own and maintain multiple
successful businesses
simultaneously.

Rank 3 - MAGNATE

You have become a business
mogul, opening a chain of
successful stores. You are
wise or exceptionally lucky

in your investments, and

your risks have proven
profitable, while maintaining
an amicable relationship with
both customers and fellow
Merchants. Your fortune is
more secure now that it comes
from several different kinds of
businesses.

Common Folk

Holdings:

A series of successful businesses spanning
multiple industries, and a network of suppliers.

A senior position in the regional Merchants Guild,
including networks and guild benefits.

Teams of skilled and unskilled hirelings who
work to keep the day-to-day operations of your
businesses running smoothly.

Progression:

Defeat your largest competitor by driving them
out of business, buying them out, or merging your
businesses.
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RaNK 4 - GuiLp CHANCELLOR

You have been appointed Guild Chancellor of your
Merchant’s Guild. You oversee the membership
of new merchants, approve regulation prices

and supply, and provide protection for caravans,
goods, and stockpiles for guild members under
your chancellorship.

Holdings:

A Trade Certificate signed by your Monarch,
granting you an exclusive right to sell certain
specialist goods in your area.

No other business within may trade in this
commodity without your consent.

Complete control of the regional Merchant Guild
you originally joined.

A trade empire containing many businesses and
subsidiaries, each serving your interests.

-

Criminal

Criminals serve and thrive off the seedy
underbelly of society. While many people run
afoul of the law, this background is for people
who make their livelihoods entirely outside

the law. Rarely respected or honoured within
society, Criminals often hide their true profession
from others.

Skill Proficiencies: Choose one from Acrobatics,
Athletics, Deception, Intimidation, Sleight of
Hand, Stealth.

Languages: Thieves' Cant.

Tool Proficiencies: Thieves’ tools.

Equipment: Thieves’ tools, fake currency in a
drawstring pouch to deter pickpockets, a set of
dark common clothes including a hood, and 15 gp.

CHARLATAN

Charlatans can be seen in most markets
separating fools from their hard-earned coin, and
there is no shortage of fools. Some choose instead
to exploit the upper class, claiming that the
ignorance of spoilt children is far more lucrative,
if a little riskier.

Ranging from the lowliest of hustlers selling
miracle cure-alls to the most audacious con
artists, all charlatans have a knack for fooling
those unfortunate enough to cross their paths.

Skill Proficiency: Deception.
Additional Equipment: a lockbox with a
secret compartment, a forged Merchant’s
Guild membership certificate, imitation fine
clothes.

FALSE IDENTITY

Upon spending an hour writing and talking
to the right people, and succeeding on a
medium-DC Charisma (Deception) check,

* you can create yourself a new identity with
fake identification.

RaNk 1 - PEDDLER

You are used to lying through your teeth,
telling people whatever they want to hear
in order to separate them from their
money. It keeps you fed and one
step ahead of the law, but you’ll
need a way to run bigger scams if
you want to make real money.



Holdings:

A stash of counterfeit items that you sell and
scam people with.

A secluded stoop that you use as a shelter against
the elements near your place of “business”.

Progression:

You are recruited by a gang of Hustlers, or create
your own group, to participate in more organized
and larger-scale scams.

Rank 2 - HustLER

You have started to work in a group as a face
man, expanding your “clientele” with more
lucrative cons, such as passing off coloured glass
as gemstones, or bleeding wealthy marks dry with
long cons.

Holdings:

A group of miscreants that assist your cons, with
whom you split the spoils of your larceny.

Progression:

You must acquire or create plans for a large-scale
con and procure the necessary elements.

Rank 3 - CoN ARTIST

You have become more daring in your approach,
orchestrating swindles that require planning,
resources, and teamwork in pursuit of a big
payday. You may set your gang about duplicating
famous paintings to be sold in foreign cities, for
example, or forging property title deeds in order
to sell a building you do not own.

Holdings:

A team of charismatic swindlers and skilled
forgers who can recreate items at your request
with great accuracy and detail.

An unmarked warehouse in a disreputable part of
town, where you can store and create forged items
and oversee your operations.

Progression:

Successfully executing a grand con that draws
the outrage of a great noble household, religious
faction, or other powerful institution. It also
makes you famous among other criminals.

RANK 4 - MASTERMIND

You have become something of a legend within
the underground. Up-and-coming swindlers
approach you to learn at your feet. Whether you
pass on your skills or fleece your new flock is
up to you.

Criminal

Holdings:
Many detailed plans of cons you have devised
or procured.

A network of talented individuals who work
at your behest, aiding you in orchestrating
your ploys.

CUTTHROAT

Some crooks lie to get what they want. Some
steal it when its owner isn’t looking. Then there
are those who walk up to a target and explain
the deal: give me what I want or bad things will
happen to you. Call it “protection” or call it
extortion, it is perhaps the most straightforward
form of crime, favoured by the violent and the
ruthless.

Most Cutthroats start out working in a pre-
established gang, collecting fees and extracting
payments on behalf of a boss. A small gang might
be responsible for shaking down a handful of
businesses, while the most powerful of crime
lords may influence prominent cities or regions.

Skill Proficiency: Intimidation.

Additional Equipment: A kidskin bag of loaded
dice, a snuff box, a pocket watch that runs five
minutes fast.

UNDERGROUND CONNECTIONS

Upon spending an hour asking around,

and succeeding on a medium-DC Charisma
(Intimidation) check, you can prove your
credibility and find a contact in a local gang,
Thieves’ Guild, or underground network. This
contact begins as friendly to you and will assist
you with matters related to their criminal
endeavours.

RaNg 1 - TousH

Working the impoverished regions of town,
you’re a criminal who will mug those who walk
down the wrong alley at night, or extort unwary
travelers for safe passage along a road.
Holdings:

A hideout where you can seek shelter from the
elements, and from local law enforcement.
Progression:

Acquire a building to use as a centre of operations
for your illicit activities, and a handful of other
criminals willing to follow your lead.
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Rank 2 - CREw LEADER

Being the leader of your ragtag team comes with
some nice perks. Shop owners shower you with
gifts and praise in order to remain on your good
side during your weekly rounds. Some will even
go out of their way to source rare and valuable
items that you require, if they believe doing so
will earn your favor.

Holdings:

A group of thugs that you command, overseeing
their various ploys.

Knowledge of back alleys and slipways that allow
you and your group to escape unpursued by local
law enforcement.

A rundown establishment that you and your
fellow henchmen operate out of.

Progression:

Your group of thugs has progressed in size to
exert control over an entire village or district
within a city.

A sizable collection of shop owners that you can
regularly exploit for “protection”.

Rank 3 - Gane Boss

You are now a big fish in a small pond, often
butting heads with rival gangs. Your presence is
not quite strong enough to force your competition
out of your territory. Whether you make a bid for
control or they do, one thing is for certain: there
will be blood in the streets.

Holdings:

Multiple warehouses and business fronts to
launder and store your spoils until a suitable
buyer can be located.

A network of contacts that you use to acquire and
sell illicit goods.

Progression:

You must overthrow a rival crime lord, or claim
the territory of all surrounding rival gangs.

Rank 4 - CRIME LorD

You sit at the top of the criminal pyramid of your
city or region. While there are still gangs that you
don’t directly control, they know to stay well clear
of your territory.

Holdings:

An expansive territory that you control,
overseeing the criminal businesses within the city
and taking a cut of their profits in exchange for
protection.

A number of personal secrets and incriminating
evidence about high-ranking nobles, clergy, or
business magnates.

A corrupt, influential state official who does
your bidding and provides you with confidential
information.

BURGLAR

Burglars break into and steal from houses,
storefronts, and warehouses, primarily operating
out of major cities and ports. While thieving is

a risky pursuit, the hardest part can be finding

a buyer for rare and valuable items. The more
unique the good, the more likely its original
owner will want it returned, cutting your profit
margin considerably.

Goods and valuables generally need to be sold
through a fence: someone who will purchase your
stolen goods, sell them to unknowing customers,
and take a cut of your profits.

Skill Proficiency: Perception.
Additional Equipment: a grappling hook and
rope, kidskin gloves, glass cutter, a vial of flour.

SURVEILLANCE

Upon spending an hour observing it, and
successfully completing a medium-DC Wisdom
(Perception) check, you can map the general
layout of a building. This includes the guard
routes and rotation times, building entrances and
exits, and the potential locations of valuables.

RANK 1 - SNATCHER

Breaking into homes in the lower end of town is
generally your trade. Authorities only worry about
civilians with the power to cause a stir; everyone
else is on their own. Locks in this end of town are
easy to pick, if there is a lock at all. For the same
reason, though, there is less to steal.

Holdings:

A safehouse in the poor district, used to store
stolen goods and serving as emergency lodgings.

You have blueprints of a grand estate including
secret entrances and passageways.

Progression:

You rob a well-to-do store in a reputable district,
gaining notoriety and a big payday.

Rank 2 - BURGLAR SPECIALIST

Working in a team, while risky, allows for heists
that would be beyond the reach of any one



burglar, no matter how skilled. Increasingly,
when someone has an ambitious crime planned
and needs to assemble a team of “the best,” they
reach out to you.

Holdings:

A team of specialist thieves who operate under
your instruction to execute more ambitious heists.

A contact working inside an establishment
which you plan on robbing, who provides you
information on the routine of the occupants, the
location of valuable items, and escape routes.

Progression:

Membership in an established Thieves’ Guild in a
major city or town.

RaNg 3 - HEisT MASTER

Your skill as both a burglar and a leader has
grown considerably over time. Whether by
virtue of your own confidence or a message
from the divine, you believe that you are capable
of executing a major heist, with the right
preparation and henchmen of course. Will it be
a priceless painting you have been tasked with
acquiring for a prospective buyer? A slovenly
prince whose private affairs you seek to meddle

in, having acquired his signet ring?

Holdings:

You hold a senior position in the Thieves’ Guild,
instructing junior members in lockpicking,
housebreaking, and evading law enforcers.

You uncover evidence of an attempted
assassination on the life of a noble whose estate
you robbed.

Progression:

You orchestrate a large-scale heist to rob the
estate of a local noble.

RaNK 4 - PRINCE oF THIEVES

You have squirreled away enough gold to live
comfortably for the rest of your life. However, you
now steal to satiate a greater motivation through
the exchange of private information, blackmail,
and the acquisition of rare and powerful artifacts.
After all, knowledge is power, and you’ve risen to
a level where power is mandatory.

Holdings:

Your own estate with a household of staff,
acquiring and selling rare and valuable items
through your own circle of thieves, fences,
and buyers.
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Militarist

Militarists either work within a formal military
structure, or fight for pay on an individual
basis. Militarists are often respected or feared,
depending on the nature of their organisation.
High-ranking Militarists are often paid
handsomely, as their skills can decide battles or
even wars. Lower-level Militarists make great
warriors, mercenaries, and guards.

It is not unheard of for militaristic individuals to
accompany adventurers on dangerous missions.
These tasks are said to keep the mind sharp and
skills honed, especially in times of relative peace.

Skill Proficiency: Choose one from Animal
Handling, Athletics, Insight, Intimidation,
Perception, Survival.

Tool Proficiency: One type of gaming set.
Equipment: A gaming set you are proficient with,
an insignia detailing your rank within a military
organization, and 10 gp.

FREE SWORD

Free Swords are commonly referred to as
mercenaries, taking jobs that the local forces
can’t handle. Mercenaries may be the only

hope of villages looking for defenders against
raiders, overextended sheriffs chasing powerful
fugitives, and small merchants traveling Etharis's
dangerous byroads. Larger mercenary companies
win wars on behalf of cities and kings. They fight
for coin above all else, exacting little honor from
the contracts they accept.

Skill Proficiency: Intimidation.
Additional Equipment: Moleskin gloves,
grappling net, a hip flask of hard liquor.

INDEPENDENT CONTRACTOR

Upon spending an hour loitering within a town,
and succeeding on a medium DC-Charisma
(intimidation) check, your intimidating presence
draws offers of employment to you. As long as
you are not trying to conceal your presence, jobs
befitting a Free Sword Mercenary will find you.
You can find mercenary and adventuring jobs only
available to Free Sword licence-holders. These
jobs typically pay more than a standard contract
of their type. Free Sword guilds take a 5% cut as a
guild fee.

Rank 1 - HIRELING

You have been trained in combat by a group of
mercenaries with a Free Sword licence. After
many tedious years of combat drills and shooting
at straw targets, you are close to receiving your
very own license.

Holdings:

Lodging at any Free Sword’s guild house and use
of Free Sword’s training grounds and facilities.

The contract for a dangerous bounty that your
mentor died trying to complete.

Progression:

Complete a contract with a guild member who has
a Free Sword licence.

RANK 2 - SELLSWORD

After proving your competence and
trustworthiness, you have become a guild-
licensed Sellsword. You start to receive specific
requests for jobs as your reputation grows.

Holdings:

A Free Sword licence, which allows you to accept
your own contracts as a mercenary and collect
the rewards.

Access to hirelings belonging to the Free Swords
guild, who you can contract for a small fee.



Progression:

Lead a team successfully through several high-
stakes encounters during mercenary contracts.

Rank 3 - SworD COMMANDER

You have proven your combat prowess and
command of battlefield tactics. Special requests
for your services are becoming more frequent,
often from people or groups of higher social
status. The mercenary companions who
accompany you on your jobs have matured

into disciplined soldiers who trust you as their
commander.

Holdings:
Your own private room in a guild house and a
retainer who can either take care of business

for you at the guild house or accompany you on
your travels.

Command authority over lower ranks and the
power to employ them for jobs.

Access to restricted jobs that depend on sensitive
information or extraordinary risk.

Progression:

Successfully complete a restricted job for a high-
profile client.

RANK 4 - BATTLELORD

You have been elected by the members of your
Free Swords guild to lead them forward to greater
power and acclaim. What type of commander are
you going to be? Will you lead by example and
rush into the fray during combat, or retire the
sword and pick up the pen?

Holdings:

Command of the Free Sword’s guild and its
members, including managing contracts, and
overseeing the training of hirelings.

A guild chapterhouse, which includes housing for
you and your lieutenants as well as an extensive
armoury for guild members.

GUARD

Public officers of the law in cities and large
settlements, Guards protect the populace from
the dangers both inside and outside the walls. If
it looks like guards spend their time loitering and
playing cards, its because most of the time the
mere presence of a guard is enough to make petty
criminals move along.

Militirist

Guards occupy a variety of stations, ranging from
lowly bar bouncers to royal men-at-arms who
protect the royal family and their most prized
possessions.

Skill Proficiency: Perception.
Additional Equipment: Manacles, pipe and
tobacco box, a badge of office.

INFORMANT

Upon spending an hour asking around, and
succeeding on a medium-DC Wisdom (Perception)
check, you can find a contact within the local
constabulary or guard hierarchy. This contact
begins as friendly to you and will answer
questions you have regarding local wanted
criminals, law enforcement, and ongoing or
previous investigations.

Rank 1 - TowNn MiLITIA

You have joined the local town militia out of
necessity or desire. Either way, your duties have
included many sleepless nights on watch, and
many tedious days spent idly standing guard.

Holdings:

A bunk bed to sleep in at your stationed
guardhouse.

Sensitive information relating to an unsolved
murder that you have not told anyone about.

Progression:

Solve a crime or uncover a major smuggling route.

Rang 2 - CartaiN oF THE WATCcH

Your dedication to your city has not gone
unnoticed, and you have been promoted to
Captain of the Watch. You now lead a small detail
of guards who follow your orders.

Holdings:
Access to the keys to the city gates.

A group of militia guards to train and organise as
you see fit.

Progression:

Catch a renowned criminal before they can escape
the city, or another act worthy of a promotion.

Rank 3 - PaLace GuarD

You have shown initiative and critical thinking
under strain in leading your guard detail, and
have been suitably promoted to the rank of Palace
Guard. Your loyalty is highly valued, and your
discretion is even more so.
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Your focus has shifted from keeping the peace to
protecting the most important places and people
in the city.

Holdings:

Free lodging on the grounds of the palace or other
place of work.

Unquestioned access to restricted areas of the city.

Permission to view the casefiles of ongoing
investigations and past crimes. You can also
access documents detailing guard routes
and rosters.

Progression:

Save a VIP from an assasination attempt, rescue a
kidnapped princess, or anything of equal import
to be promoted.

Rank 4 - Lorp CoMMANDER

You now command the entire law enforcement
system of your area, with accompanying
fortresses and militia. You stand as the final
authority for most executive and judicial
problems in your region, making you the physical
embodiment of the law. When the leaders of your
city need protection or want a crime investigated,
they go through you.

Holdings:

Command of the entire guard hierarchy within
your area, with the authority to conscript

new militia and impose martial law within a
region or town.

Command of a fortress within a major town or
city, granting you access to weapons, defensive
siege equipment, and squadrons of guards under
your command.

You report directly to the highest officials, and
have the ear of the monarch on matters of the
city’s defences.

SOLDIER

Getting into the army isn’t the hard part, staying
alive is. Every nation and culture has their own
notions about what makes a good soldier, and
who they look to to fill their ranks.

As a soldier, you don’t just know fighting — you
know war. Being a soldier involves much more
than individual combat prowess. Winning a battle
depends on discipline, teamwork, tactics, and a

great deal of marching and logistical work that
the epics rarely mention.

Skill Proficiency: Athletics.

Additional Equipment: A trophy from your first
battle, a letter from your family or a loved one,

standard issue soldier’s garb, service medallion
signifying rank.

Comear DRILLS

Upon spending an hour, and succeeding on a

medium-DC Strength (Athletics) check, you can
run training drills and gain an accurate estimate
of the drilled humanoids' combat capabilities, as
well as any equipment or fortifications they use.

You determine the most suitable strategy to
improve their capabilities in the short term

as well as the best way to train them for the
long term.

Rank 1 - Foor SoLDIER

Many Foot Soldiers are conscripts. Others fight
for the honour of their king and country, and
still others for the steady paycheck. Regardless
of your reason for joining the military, the food
was usually warm and the tents kept you dry
during the long nights. Your time in the military
has taught you the value of the regimented early
mornings and working yourself to exhaustion.

Holdings:

A tent to sleep in and free food when in an
encampment of your military.

A letter from a fallen enemy messenger that you
either killed or found.

Progression:

Distinguish yourself. Bring vital information
about an enemy encampment or movement that
will help win a battle or prevent a defeat. Or
perform exceptionally well in battle, turning the
tide or capturing an enemy banner.

RANK 2 - SERGEANT

Your superiors have promoted you to the rank of
Sergeant. This brings new challenges in training
and commanding the new conscripts who have
been assigned to you. How do you train them - on
training grounds or in the wilds of Etharis? Or do
you let them fend for themselves?



Holdings:
Command over a small unit of Foot Soldiers.
A valet who attends to your personal needs in

the field and relays important messages when
required.

Progression:

Maintain your troops’ discipline through multiple
skirmishes.

RaANK 3 - LIEUTENANT

Several Sergeants have been placed under your
command so that you can coordinate their
movements in and out of battle. You maintain an
air of command about you, and instill confidence
in those you command. You have also proven
adept with battle tactics, knowing how to read an
encounter and when to deploy reserves.

Holdings:

Command over a brigade of soldiers.

A command tent that serves as your headquarters
for battlefield operations.

Militirist

Progression:

Decisively win an even battle or win a battle
against the odds.

RaNk 4 - FIELD MARSHAL

Your recent promotion to Field Marshal has

been foreseen by many and scorned by few. You
command whole armies at a time. Whether you
are an artist with your masterful maneuvering of
battlelines, or utterly brutal in your encounters,
none can deny your efficiency in war.

Holdings:
Command over the region’s military.

A seat at any council meetings relevant to military
matters of the kingdom.

Residence in a manor close to the training
grounds in the capital city.







Outlander

Outlanders are people who live their lives away
from civilization. Some have chosen a life of
isolation, while others have been exiled from
society. Outlanders are renowned for hardiness
and self-sufficiency, but distrusted by most
civilized people.

Skill Proficiencies: Choose one from Animal
Handling, Athletics, Medicine, Nature, Perception,
Stealth, Survival.

Tool Proficiencies: Herbalism Kit

Languages: Choose one standard.

Equipment: Common clothes, tinder box, several
torches, waterskin, a hatchet, a herbalism

kit, and 5 gp.

BeasT HUNTER

Hunters make their living by trapping, hunting,
and killing vicious beasts. Some provide meat and
furs for settlements, or for trade. The strongest
may become a community’s best defense against
wandering monsters.. They are often as brutish
as the creatures they hunt, heavily scarred

from close encounters with their prey. They are
proficient in setting many different traps, from
simple snares to spring-loaded traps and cages.
The beast hunter typically favors ranged weapons
when taking down larger prey, avoiding close
range where possible. Some favor stealth, lying
patiently in ambush, while others revel in the
thrill of the chase. Beast hunters have a natural
aptitude for tracking all manner of beasts, quickly
noticing signs that an animal has passed by, down
to an exact time and direction of travel.

Skill Proficiency: Survival.

Additional Equipment: a net, a hunting trap,
30 feet of rope, one vial of pheromones or a
pouch of bait.

TrRACK QUARRY

Upon spending an hour examining your
surroundings, and succeeding on a medium-

DC Wisdom (Survival) check, you can track the
movements of creatures that have passed through
the area. You can ascertain the exact time and
direction a creature went, if you are familiar with
the type of creature.

RaANK 1 - TRACKER

You have shadowed an accomplished hunter to
learn their methods of setting traps, stalking

Outlander

prey, and following tracks. When you aren’t out
hunting with your mentor, you busy yourself
setting snares, practicing with a bow and arrow,
and learning about the creatures you hunt.

Holdings:

You know where to find a Beast Hunters’ Lodge
that you can use in the wilderness to rest and
escape danger.

You have a lead as to the location of the lair of a
powerful and dangerous creature.

Progression:

Prove to your mentor that you are competent
to hunt on your own and teach the new and
inexperienced.

RaNk 2 - TRAPPER

You have developed your hunting skills to the
point where you can make a living from them,
beyond just feeding yourself day to day. You are
adept in setting traps, and have an eye for where
to ready your snares to maximise your chances of
an easy Kkill. You seek out game trails where there
is evidence of recent activity, and almost always
return to find a creature snared in your trap.

Holdings:
Up to a handful of apprentices who wish to learn
the trade.

Use of equipment from a Beast Hunters’ Lodge to
hunt any beast you accept a contract to kill. You
must have access to a Beast Hunters' Lodge.

Progression:

Complete a contract to kill a particularly rare and
dangerous beast for a community or an influential
individual. You must determine the creature’s
species, track it, and slay it.

Rank 3 - VENATOR

You are the one to call in the surrounding area
if farmers are being slain by beasts, or if mages
require a specific magical component.

Holdings:

A team of experienced hunters who assist you
in large hunts and handle smaller jobs you
assign to them.

Access to the Beast Hunters’ Lodge’s library,
which contains all known weaknesses of beasts
and monsters.
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Progression:

Slay a legendary beast. The event must draw the
awe of influential individuals across the land.

RaNk 4 - MytHIcAL BEAST HUNTER

Your skills as a hunter are known to be
unparalleled in the lands. Monarchs and nobles
request your aid to remove the most difficult of
monsters from their lands. Merchants contract
you to capture the most vicious of mythical
creatures, and druids ask for your assistance to
relocate dangerous but endangered fantastical
creatures.

Holdings:

Control of the guild of Beast Hunters, including
the resources and personnel the guild controls.

Fame and high repute across the land as a figure
of legend.

A mighty weapon or artifact handed down to you
by the guild, a satisfied customer, or an admirer.

An audience with any ruler at their convenience to
discuss matters of beast hunting in their domain.

PI1ONEER

There is still land in Etharis where no humanoid
has lived before, and Pioneers are the hardy folk
who set out to tame that land for the first time.
You’ve learned to hunt the forest game, cultivate
crops of wild flora and collect water from natural
streams where fish swim abundant. You have
weathered punishing storms, migrations, and
harsh winters. You and yours have adapted to
the environment. Everything you own is built
with your own two hands, and your aptitude in
working with natural materials has provided you
with shelter, tools, and clothing.

Skill Proficiency: Nature.
Additional Equipment: A shovel, a hammer and
nails, a saw, spare leather, a needle and thread.

HanpymaN By NECESSITY

Upon spending an hour in the outdoors, and
succeeding on a medium-DC Intelligence (Nature)
check, find the necessary materials (provided
there are any nearby) to mend any mundane item.

Rank 1 - HERMIT

You have had to rely on your aptitude for working
with natural resources to fend for yourself in the
wilds of Etharis. You have a crude shelter and a

basic knowledge of foraging wild flora, but you
have yet to truly make your way on the frontier.

Holdings:

Knowledge of a rare animal or plant that, if
domesticated, could be farmed for great gain.
Progression:

Build a house, or similar building, and the
beginnings of a farm .

RaNk 2 - SEcLubED CULTIVATOR

You have constructed a sturdy dwelling and
started to make the land support you. While your
fences are rudimentary and your tools crude,

you have begun to produce more than you need
to survive. Others may follow you, seeing the
opportunity this land offers.

Holdings:
A small herd or a field of crops.

A small family or group of farmhands who help
tend your homestead.

Progression:

Gather a small community around your
homestead.

Rank 3 - HoMESTEAD PROPRIETOR

You have established your own homestead, and
maintain a year-round reserve of crops, salted
meat and animal pelts to sustain you and your
people through the winter months. People have
gathered around you with specialized skills, such
as carpenters, blacksmiths, and doctors. The
beginning of a village has grown up around you.

Holdings:

Small self-sufficient, village-sized community
that takes care of the daily requirements of your
ranch or plantation.

A track/road that leads to the nearest town for
traveling merchants to buy and sell wares.

A sizable plantation or ranch of your chosen
commodity, bringing in a significant profit
each harvest.

Progression:

Acquire a rare or magical animal or plant to
be farmed.

RANK 4 - GOVERNOR

Your steading is renowned for production of
its unique commodity. You are held in high



regard in the surrounding provinces, and known
throughout the lands as a foremost producer of
your chosen commodity. As the first and most
influential settler in the area, it was natural to
make your authority official. In your frontier
town, you are the head of the local government,
with all the powers and responsibilities

that entails.

Holdings:

Your position as a local authority is your entry
into the society of notable merchants, nobles,
and royalty. Powerful people approach you to buy
what you offer and deal with your town.

A caravansary that houses incoming and outgoing
merchant caravans from across the land.

A large house for you and your family, suitable for
receiving important visitors.

A small but disciplined militia to protect your
homestead and its surroundings.

A political alliance with a neighbouring state that
supports your independence.

Outlander

EXPLORER

Explorers pursue an isolated lifestyle traversing
the wilds, driven by wonderlust or the orders

of a distant patron. For an Explorer, there is

no greater pursuit than to discover the lost,
forgotten, and unseen reaches of the world. They
may travel unaccompanied or with companions,
establishing large encampments in remote areas
that others would deem uninhabitable. Explorers
are often employed by rulers who wish to know
more about the world.

Skill Proficiency: Survival.

Additional Equipment: a compass, mapmaking
tools including a quill, ink, parchment, calipers,
and a ruler.

KNOwWN SHELTERS

Upon spending an hour searching, and succeeding
on a medium-DC Wisdom (Survival) check, you
can determine the direction and approximate
location of the nearest humanoid settlement.
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This includes people who might not be
accommodating such as bandits, druids, and
hostile cultures. The inhabitants of the location
are initially friendly to you and your allies,

and they will let you seek shelter and trade
among them.

RaNk 1 - WANDERER

As a child, you were gripped by an insatiable
wanderlust that caused you to range further from
home in pursuit of new adventures, exploring
the wilds of neighboring forests and setting
rudimentary traps to catch small game. Now

you know more about the region than perhaps
anyone else.

Holdings:

A hidden stash within the wilds of your choice,
containing rations, medical supplies, fresh water,
and weapons.

A letter from an old friend describing an anomaly
within the wilds of your choice.

Progression:

Discover an anomaly and document its location.

RaANK 2 - PATHFINDER

Merchants and travellers, learning of you by
reputation, hire you as a guide through dangerous
and remote terrain. You may also be recruited by
military entities to advise on which remote routes
will enable them to travel quickly and undetected
in enemy territory.

Holdings:
Detailed knowledge of your chosen wilderness,
including locations of interest and danger.

A contract with a local guild or faction to guide
members through the area.

Progression:

Establish a new road or trade route between
known settlements or landmarks that is safe
to travel.

Rank 3 - RoyaL SURVEYOR

You are commissioned by the office of a ruler or
provincial leader to chart regions unknown to
them. Your expertise in navigating the wilds and
uncovering their secrets has made you highly
sought-after.

Holdings:

Resources provided to you by your clients, to
assist in your exploration.

An assistant cartographer, scribe, or other related
profession.

Maps and charts that have been procured by your
assistant, detailing hidden routes.

Progression:

Complete an exploration mission of great
notoriety, commissioned by a Monarch or other
regional leader.

RaANKR 4 - MASTER OF THE HORIZON

Whether under the banner of a nation or for your
own glory, you lead an exploration company into
the unknown. You understand the hidden secrets
of the natural world, and have discovered ways
to venture into parallel planes of existence. With
an entire company of explorers behind you, your
adventure will be awe-inspiring.

Holdings:

If your campaign permits it, you know of
gateways to other planes of existence.

An ancient map leading to a lost landmark of
great importance. It may contain wealth, power,
or knowledge.

An exploration company of skilled and
unskilled hirelings, including labourers,
soldiers, academics, carpenters, and many other
professions.

A port or encampment at a strategic location that
acts as a frontier post from which you launch
exploration missions.

Seafarer

Seafarers make their living by sailing or gathering
from the sea. Seafarers often start as poor and
disrespected members of society. However, at
higher ranks, they gain considerable holdings.
The sea has much to give, but it can quickly take
everything away as well.

Skill Proficiencies: Choose one from Athletics,
Perception, Persuasion, Sleight of Hand, Survival.
Tool Proficiencies: Navigator’s tools,

vehicles (water)

Languages: Choose one standard and one exotic.
Equipment: Common clothes, a belaying pin,
thread and a blunt needle, a bucket of tar,

and 10 gp.



SAILOR

Free from the gruelling class structures of the
mainland, Sailors learn not to fear the laws of
society, only the harsh temper of a storm and
the stern discipline of a Boatswain. Sailors find
talking to other seafarers second-nature, and
are often able to secure passage for themselves
and their companions in exchange for their
skills. For all sailors know, a man of the sea is a
friend indeed.

Skill Proficiency: Perception.
Additional Equipment: Sturdy clothes, a large
sack, dice, a liquor flask.

Sea PassacGE

Upon spending an hour in a port, and succeeding
on a medium-DC Wisdom (Perception) check, you
can find a ship that you believe will provide free
passage to a location of your choice, provided any
ships are traveling to that location.

Rang 1 - DECK Hanp

You work on a sailing ship, performing menial
labor such as tending the lines and tarring the
deck. While your responsibilities are small, you
may display a knack for a particular specialisation
onboard the ship. You are at home on the waves,
among your fellow sailors, regardless of the
nature and business of the ship.

Holdings:

Free lodging on your boat.
Knowledge of a potential mutiny.
Progression:

Be promoted to Boatswain by a Captain.

RaNK 2 - BoATSwAIN

A Captain has chosen you as the Boatswain,
responsible for the organisation and wellbeing
of the crew, as well as ensuring their loyalty to
the captain. You have also become a capable
seafarer, knowing the ins and outs of running
a ship with clockwork precision.

Holdings:

Command over the deckhands on the
ship when not under the orders of a
higher rank.

An officer’s quarters which doubles as
your cabin and living space.

Seafarer

Progression:

Be promoted to Ship Captain or become Captain of
your own ship by other means.

Rank 3 - Suip CaPTAIN

You are the undisputed master aboard your own
ship. Your crew follow your every command (or
suffer the consequences), and look to you for a
vision of the future.

You now face such challenges as potential
mutinies, provisions and payments for the sailors,
and the delicate art of navigating dangerous seas.
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Holdings:

Your own ship, or else have been entrusted with
command of one, as in the case of a military ship
provided by a nation.

Command of a loyal crew that see to the operation
and maintenance of your ship.

If there is nobody above you in the chain of
command, you have complete control of your
ship, but you also have to pay for the upkeep.
Even if the ship belongs to an admiralty or
business interest, on board the ship you are the
one in charge.

Progression:

Be promoted to Admiral by a higher authority, or
by obtaining a fleet of your own.

RANK 4 - FLEET ADMIRAL

You command a fleet of ships, whose captains

are your subordinates and carry out your orders.
The sailors sing shanties of your glory and you
are known from port to harbour across the world.
Your fleet contains an array of ships built for
many different purposes, which you can assign as
you see fit. You personally command the flagship
of your fleet. What the future holds for you and
the men sailing with you, is shaped by you and
your command.

Holdings:

A fleet of ships that follow your every command.

Command of multiple loyal crews that see to the
operation and maintenance of your fleet.

You are known in other lands for the tales of your
victories and expertise.

Free lodging on any ship you are in command of,
and any port or shipyard you are docked at.

Dock WORKER

Docks represent the hubs that drive commerce,
travel, and exchange of culture. In every one
are teams of hardy workers who load goods
and supplies onto and off of the ships. From
lowly Clerks, who check off goods to and from
warehouses, to the mighty Sealord bureaucrats,
they keep the machinery of the docks moving.

Skill Proficiency: Investigation

Additional Equipment: A leather strap, 30 feet
of rope, a pulley, a box of snuff, a clipboard
and quill.

LiBERATE LEDGERS

Upon spending an hour asking around, and
succeeding on a medium-DC Intelligence
(Investigation) check, you know the comings and
goings of ships, wagons and merchandise at the
trade hub you are exploring. You can similarly
discern where different types of goods are stored
in any warehouse, including the contraband.

RANK 1 - STock CLERK

Long days of tedious work await you as you

check off goods as they are loaded and unloaded
from ships to and from warehouses. Many Stock
Clerks don’t last long as they are often blamed
for broken or missing inventory. In your time you
have learned a lot about the comings and goings
throughout a dock, what types of ships and
barrels typically come from where, and what their
purpose is. You have learned who to ask the right
questions, who holds the real power, and where to
find a good time.

Holdings:

Lodging near the port or trade station
you work at.

You know where the contraband is hidden and
how to get in.

Progression:

Be promoted to Customs Inspector by a dock
worker of a higher station.

Rank 2 - Customs INSPECTOR

Your days of hard labour are behind you, as

you are now charged with inspecting cargo for
contraband, collecting tariffs, and filling ledgers
of incoming and outgoing vessels. Corruption is
rife at any port, and you are exposed to the shady
deals, illegal goods, and criminal activities that
take place there. It’s up to you whether you use
your authority to enforce the law or just make
sure you get a cut of the action.

Holdings:

A list of your fellow Customs Inspectors known
for accepting bribes and forging ledger entries,
and who bribed them.

A letter or clue revealing the smuggling
operations of a criminal organisation.

Authority over low ranking dockworkers and
port guards.



Progression:

Expose a large quantity of contraband or a
criminal organisation.

Rangk 3 - HARBouR MASTER

Your keen eye and efficient work in customs
has earned you the rank of Harbour Master. You
now preside over the dock of a harbour town

or city. You set the local laws and regulations,
governing the flow of trade and passage within
your jurisdiction. All who wish to conduct
business without hassle make sure they are on
good terms with you, as nothing moves without
your approval.

Holdings:
Comfortable accommodation within the port town
or city of your station.

Authority of all resources, funding, and personnel
of the harbour you manage.

The authority to grant commodity licences,
allowing the import or harvesting of the
commodity in the local area.

Progression:
Be promoted by a Monarch or state leader.

RANK 4 - SEALORD

Residing in the capital city of your region, you
dictate the laws, taxes, and flow of sea commerce
across the region.

As a Sealord, you are the undisputed authority in
your region when it comes to all subjects related
to the harbour.

Holdings:

Luxurious lodging near the mercantile district of
the capital city where you oversee the operations
of the region.

Control over docking fees and other charges
associated with trading posts and ports across
the region.

A seat at any council meetings pertaining to trade
or the sea in the kingdom.

Seafarer

SEA GATHERER

The seas of Etharis are dangerous and forbidding.
From mighty sea monsters to treacherous
weather, most avoid the oceans at all costs.
However, those that are skilled enough, or
desperate enough, find a living harvesting what
they can from the sea. Most Sea Gatherers
represent the poorest of the poor. However, they
make up for this lack of wealth with a savvy sense
for survival, and Sea Gatherers who survive often
become renowned heroes, known for fighting
monsters of the deep and exploring sunken ruins
of old. All know that an elderly Sea Gatherer must
be a mighty figure indeed.

Skill Proficiency: Survival.

Additional Equipment: A bag filled with water
weeds, a shellfish trap, a shucking knife, a pouch
of bait, a straw sunhat.

KNOWLEDGE OF THE SEAS

Upon spending an hour walking the shore, and
succeeding on a medium-DC Wisdom (Survival)
check, you can find the best locations to hunt and
catch sea treasures in the nearby region. This can
range from simple fishing to dangerous monster
hunting or diving for wrecks and ruins.

RaNK 1 - DREDGE

You spend your days scavenging the ocean

with nets and shellfish traps, hoping to make a
living. You may be struggling with poverty, and
scrounging by the coast is the only way you can
survive. Perhaps you were born into a tradition
of fishing, and have begun with humble origins.
Regardless of your background, you hope to hone
your skills and make something of yourself.

Holdings:

A small coracle fishing boat.
Knowledge of the best fishing spots in the area.
Progression:

Acquire a trawling boat and a commodity licence
from a Harbour Master.

RaNk 2 - TRAWLER

Your life begins as a master of waves, as you
battle the ocean to attain its most prized
treasures. A sturdier ship allows you to venture
further and recover more (and more valuable)
treasures from the sea. From whale oil to black
pearls, you descend upon the seas with a fierce
determination and a steely resolve.
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Holdings: Rank 4 - NauTticaL LEGEND

Bards sing of the sea monsters you face and

the storms you tame. It is said that even the
Primordials of the tempest cannot deter you from
your prize. All know that if there is a sunken ruin
that needs plundering or an ancient sea creature
Progression: that needs slaying, there is no one better suited
for the task than you.

A single-masted trawling boat with a few
assistants to crew it.

A rumour of a great sunken treasure and the
identity of who currently holds the map to it.

Complete a contract to kill a particularly rare

and dangerous nautical monster or find a sunken
treasure. The contract must be completed for a
wizard, merchant prince, or similarly influential
individual.

Holdings:

Control of a coastal island awarded to you by a
Monarch in recognition of your feats. The island
houses a fortress, guild house, or similar structure

Rank 3 - TRawL MASTER where nautical legends gather.

With a crew at your back, you have become
renowned as one of the fiercest Trawlers alive. No
catch is too dangerous, or prize too well-guarded
beneath the waves. You are hired by powerful
mages, wealthy merchants, and kings to retrieve
exotic treasures from the ocean - a task you
perform with great prowess.

Holdings:

A deep-sea trawling boat, equipped to spend
months at sea.

A team of expert trawlers and divers to assist you
in adventures and maintain your boat.

The audience of wizards and merchant princes
who wish to hire you.

Progression:

Slay a major sea monster or find a sunken
treasure that becomes legend. The event
must draw the awe of influential individuals
across the land.
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Repute across the land as a figure of legend.

A mighty weapon or artifact provided by a client
or retrieved from sunken treasure.

An audience with any Monarch or head of state,
at their convenience, to discuss matters of salvage
and treasure hunting within the realm.

Seafarer
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TALENTS

Talent List

AcApEMIC
Biologist

Botanist

Copycat

Diligent Researcher
Disciplinarian
Drunkard
Forecaster
Gambler

Local Historian
Mystical Scholar
Passionate Orator
Pathologist
Problem Solver
Runekeeper
Sawbones

Translator

ARISTOCRAT
Born In the Saddle
Copycat

Court Schemer
Disciplinarian
Drunkard

Elusive

Figure of Authority
Gambler
Impressionist
Local Historian
Problem Solver
Quick Fingers
Translator
CLERGY

Astute Intuition
Cabal Lorekeeper
Confessor

Copycat

Diligent Researcher
Disciplinarian
Drunkard

Figure of Authority
Idolist
Interrogator

Local Historian
Menacing Presence
Mystical Scholar
Passionate Orator
Pathologist
Sawbones

Shrewd Deduction

Common ForLk
Beast Whisperer
Biologist

Botanist
Calloused Hands
Disciplinarian
Drunkard

Elusive

Flamboyant Presentation

Forecaster
Gambler

Gut Feeling
Hard-Working
Navigator
Wayfarer
CRIMINAL
Bounty Hunter
Quick Fingers
Contortionist
Copycat
Disciplinarian
Drunkard

Elusive

Gambler
Grifter

Heister
Impressionist
Interrogator
Menacing Presence
Nimble Fingers
Renowned
Ropesman
Sentry

Urban Sprinter

MILITARIST
Astute Intuition
Beast Whisperer
Born in the Saddle
Bounty Hunter
Calloused Hands
Copycat
Disciplinarian
Drunkard

Figure of Authority
Forecaster
Gambler
Hard-Working
Interrogator
Menacing Presence
Navigator
Passionate Orator
Recruiter
Renowned

Sentry

Shrewd Deduction
Urban Sprinter
Wayfarer

OUuTLANDER
Beast Whisperer
Biologist

Born in the Saddle
Botanist
Calloused Hands
Disciplinarian
Drunkard
Forecaster
Gambler

Gut Feeling
Hard-Working
Local Historian
Navigator
Renowned

Translator

SEAFARER
Calloused Hands
Copycat
Disciplinarian
Drunkard
Forecaster
Gambler

Gut Feeling
Hard-Worker
Menacing Presence
Navigator
Recruiter
Renowned
Ropesman

Sea Dog

Sentry

Wayfarer



Astute Intuition

Whenever you make a Wisdom (Insight) check
while trying to detect a lie from Aristocrats,
Criminals, or Common Folk, you can add your
Profession Die to the roll.

Beast Whisperer

Whenever you make a Wisdom (Animal Handling)
check to train or direct orders to a beast, you can
add your Profession Die to the roll.

Biologist
Whenever you make an Intelligence (Nature)

check to determine the properties of animals, you
can add your Profession Die to the roll.

Born In the Saddle

Whenever you make a Wisdom (Animal Handling)
check while riding an animal or interacting with
your mount, you can add your Profession Die

to the roll.

Botanist

Whenever you make an Intelligence (Nature)
check to determine the properties of plants, you
can add your Profession Die to the roll.

Bounty Hunter

Whenever you make a Wisdom (Survival) to track
Criminals, you can add your Profession Die.

Cabal Lorekeeper

Whenever you make an Intelligence (Religion)
check to recall information about Celestials,
Fiends, Fey, or Undead, you can add your
Profession Die to the roll.

Calloused Hands

Whenever you make a Strength (Athletics) check
to lift, drag, or shove a heavy object, you can add
your Profession Die to the roll.

Confessor

Whenever you make a Charisma (Persuasion)
check to reveal a secret or ask a favor of anyone
who follows the same religion or deity as you, you
can add your Profession Die to the roll.

Contortionist

Whenever you make a Dexterity or Dexterity
(Acrobatics) check to squeeze through a small
space or escape bonds, you can add your
Profession Die to the roll.

Talents

Copycat

Whenever you make an Intelligence or
Intelligence (Forgery Kit) check to forge or create
a document, you can add your Profession Die

to the roll.

Court Schemer

Whenever you make a Charisma (Deception) check
when conversing with Aristocrats, you can add
your Profession Die.

Diligent Researcher

Whenever you make an Intelligence check to
research a subject, you can add your Profession
Die to the roll.

Disciplinarian

Whenever you make a Charisma (Intimidation)
check while issuing a command to an individual
of lower rank within your background, you can
add your Profession Die to the roll.

Drunkard

Whenever you make a Constitution check to
determine if you will throw up, pass out, or how
severe a hangover is, you can add your Profession
Die to the roll.

Elusive

Whenever you make a Dexterity (Stealth) check
to hide or blend into a crowd of humanoids
that share your background, you can add your
Profession Die to the roll.

Figure of Authority

Whenever you make a Charisma (Persuasion)
check while interacting with Common Folk, you
may add your Profession Die to the roll.

Flamboyant Presentation

Whenever you make a Charisma (Performance)
check to entertain Aristocrats, Common Folk,
or Seafarers, you can add your Profession Die
to the roll.

Forecaster

Whenever you make a Wisdom (Survival) check to
determine the weather for the next 48 hours, you
can add your Profession Die to the roll.

Gambler

Whenever you make a Dexterity (Sleight of Hand)
or Wisdom (Perception) check to cheat at a game
or catch someone else cheating, you can add your
Profession Die to the roll.
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Grifter

Whenever you make a Charisma (Deception)
check, and are attempting to pass off a fake object
as authentic, you can add your Profession Die

to the roll.

Gut Feeling

Whenever you make a Wisdom (Insight) check to
detect if an Aristocrat or Criminal is lying, you
can add your Profession Die to the roll.

Hard-Working

Whenever you make a Constitution check for a
repetitive task such as marching or labouring for
hours without rest, you can add your Profession
Die to the roll.

Heister

Whenever you make a Wisdom (Perception)
check to spot traps, sentries, and other security
measures, you can add your Profession Die

to the roll.

Idolist

Whenever you make an Intelligence (Religion)
check to recall information on religious or cult-
related symbols, you can add your Profession Die
to the roll.

Impressionist

Whenever you make a Charisma (Performance)
or Charisma (Deception) check to mimic the
mannerisms, voice, or appearance of another
humanoid, you can add your Profession Die

to the roll.

Interrogator

Whenever you make a Charisma (Intimidation)
check to extract information from an enemy who
is restrained, you can add your Profession Die

to the roll.

Local Historian

Whenever you make an Intelligence (History)
check to determine the history of an item,
location, or cultural phenomenon from the same
region as you, you can add your Profession Die
to the roll.

Menacing Presence

Whenever you make a Charisma (Intimidation)
check, and are interacting with Academics,
Common Folk, or Seafarers, you can add your
Profession Die to the roll.

Mystical Scholar

Whenever you make an Intelligence (Arcana)
check to recall information on Aberrations,
Constructs, or Elementals, you can add your
Profession Die to the result.

Navigator

Whenever you make a vehicle check, you can add
your Profession Die to the roll.

Nimble Fingers

Whenever you make a Dexterity (Thieves’ Tools)
check to pick a lock, you can add your Profession
Die to the roll.

Passionate Orator

Whenever you make a Charisma (Performance)
check to influence an Academic, Military, or
Clergy member, you can add your Profession Die
to the roll.

Pathologist

Whenever you make a Wisdom (Medicine) check
to diagnose or treat a disease, add your Profession
Die to the roll.

Problem Solver

Whenever you make an Intelligence
(Investigation) check to decipher a coded message
or puzzle, you can add your Profession Die

to the roll.

Quick Fingers

Whenever you make a Dexterity (Sleight of Hand)
check to place a small object on a humanoid or
sneak something into their food or beverage, you
can add your Profession Die to the roll.

Recruiter

Whenever you make a Charisma (Persuasion)
check to recruit people into a role, you can add
your Profession Die to the roll.

Renowned

Whenever you make a Charisma (Persuasion)
check, and are interacting with Military,
Outlanders, or Criminals, you may add your
Profession Die.

Ropesman

Whenever you make a Strength (Athletics) or
Dexterity (Acrobatics) check to climb, move
along, or jump onto ropes, you can add your
Profession Die.



Runekeeper

Whenever you make an Intelligence (Arcana)
check to uncover the properties and uses of
magical runes, glyphs, or other symbols, you can
add your Profession Die to the roll.

Sawbones

Whenever you make a Wisdom (Medicine) check
dealing with Grievous Wounds, you can add your
Profession Die to the roll.

Sea Dog

Whenever you make a Strength (Athletics) check
to swim in water, you can add your Profession Die
to the roll.

Sentry

Whenever you make a Wisdom (Perception) check
while on watch duty or defending a fortification,
you can add your Profession Die to the roll.

Talents

Shrewd Deduction

Whenever you make an Intelligence
(Investigation) check to investigate a crime scene,
you can add your Profession Die to the roll.

Translator

Whenever you make an Intelligence check to
communicate with a creature who doesn’t share
a language with you, you can add your Profession
Die to the result.

Urban Sprinter

Whenever you make a Strength (Athletics) or
Dexterity (Acrobatics) check while running away
from a pursuer, or pursuing someone else, you
can add your Profession Die to the roll.

Wayfarer

Whenever you make a Wisdom (Survival) check to
find a path or avoid getting lost, you can add your
Profession Die to the roll.
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THE

BURACH EMPIRE

ESTLED IN THE NORTHERN REGION OF
NEtharis, the Biirach Empire presides over its

domain like an old lion ravaged by illness.
Once a beacon for grand civilisations everywhere,
it is now a shattered nation, a nest of corrupt
nobility seeking to revive old glories, lurking
monsters that prey on the unwary, and desperate
common folk trying to survive both.

Though it is still viewed by most of its neighbours
as the political, military, and economic
superpower of Etharis, those within the Biirach
Empire live each day with the sense that the end
is near. Whether that end comes by war, cults of
strange gods, rebellion, economic collapse, or the
otherworldly threat of the Beast, the Empire is
seeing its last days.

LANDSCAPE

The Biirach Empire once covered the largest
expanse of land of any nation in Etharis.
Temperate forests abound at the northern edge,
but dwindle the further one travels south as
logging camps struggle to keep up with the
Empire’s demand for lumber. The foothills of
the Grey Spine mountain range provide a source
of iron and precious gems. A major volcano, Mt.
Vengeance, lies to the east of the Empire.

-, o

HisTory
OF THE BURACH

The Biirach People

The Biirach began as a group of
neighbouring tribes that settled
in the north eastern part of Etharis.
Over the years, some of these tribes
grew in size and stature, and either
conquered or absorbed other tribes. Thus, they
became the Biirach, which in the olden tongue
means “One Above All”.

The people of the Biirach are creatures of tradition,
living their lives in lock-step with religious beliefs,
family ties, fealty to their Empire, and laws so
ancient that few historians even remember why
they were made.

The Empire follows a caste system, with the royalty
at the top, followed by the nobility, the knights,

the merchants, the craftsmen, and then finally,

the serfs. Their society is structured around fealty
to a particular noble family. Each province must
abide by the rules of their lords and common born
serfs may not leave the land of their birth without
permission.
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Those caught abandoning their lords, either by
running away or breaking their laws, are dealt
with severely.

Though a single empire, the Biirach is not
homogeneous. Four distinct groups of people
gathered into provinces, with each devoted to
their own particular god, and those divisions have
survived even if the gods have not.

The Abendfolk are devotees of Aurelia, goddess of
healing and protection. Their city of Altenheim
forms the cultural and economic heart of the
Biirach Empire.

The wise Norden settled in the north, where they
worship Ulmyr, the embodiment of magic and
chaos. Nordenland is culturally divided, with the
west populated by a mix of various races, with the
east primarily peopled by outlanders.

To the east, closest to the Grey Spine Mountains,
lies Unterland. The Unterfolk follow the ways of
Maligant, god of war and conquest.

Finally, to the south lies Rauland, whose people
carry on their worship of Galt the Builder, god of
order and construction.

Dawn of an Empire

As these provinces grew in power, foreign
kingdoms soon challenged them, coveting their
lands. The people turned to the gods for aid. The
Four Divines agreed that the burgeoning Empire
needed a central figure around which they could
rally. Appearing to each of their priests, the Four
advised the Biirach to form an empire.

The priests, known as the Hearthkeepers of
Aurelia, searched far and wide for signs of one
who would be the emperor.

Though they met many a knight, noble, and
mage, none was deemed fit for the title.

Then their visions led them to the western
marches. Here they found a 12-year-old boy
named Thancred, who had single-handedly slain
a giant that guarded a fjord so that he could
build a bridge between two towns. When the
Hearthkeepers came before him, they watched as
he returned a dead lamb back to life with just his
hands. As one, the priests fell to their knees and
named him Emperor Indorius, first of his line.

As a gift to the new emperor, the four gods
poured their divinity into four sacred artifacts:

a crown that radiated authority (Galt), a sword
that increased his might (Maligant), an orb that
gave him far sight (Ulmyr), and a breastplate that
protected him from harm (Aurelia).

With these treasures and the support of his
people, the emperor launched a campaign against
his nation’s rivals. With sword and banner, he

led the combined army of the four provinces into
war. Victory after victory followed him until the
surrounding nations were conquered and folded
into Biirach. This created an empire that stretched
from one end of the continent to the other, the
largest nation in all of Etharis.



With his empire secured, Emperor Indorius
implemented ambitious changes throughout the
land. He standardised trade and created guilds for
building infrastructure. By establishing coastal
settlements, he freed the Biirach from centuries
as a land-locked people. A patron of the arts, he
encouraged bards and musicians to flourish in
his court. When Emperor Indorius finally entered
the afterlife, the Empire had become a nation of
wealth and enlightenment.

This greatness would not last. The gods who had
answered the Biirach’s prayers were themselves
the survivors of a disastrous war. Only time would
reveal the wounds they had suffered fighting
enemies beyond even divine comprehension.
Surely the gods’ minds were already tainted when
they chose Indorius, for the seeds of empire they
planted were the seeds of their own madness and
destruction.

Gods’ End

So great was the impact of Indorius’s rule that the
Biirach instituted what would be known as the
Edict of Eternal Blood. According to this law, only
one of the emperor’s direct descendants could be
raised to the throne.

The Hearthkeepers took great care to preserve
the purity of the imperial family. Cousins and
sometimes siblings were led to marry in order
to maintain the Edict. However, many voices
across the Biirach warned against such acts, but
their words fell on deaf ears. Encouraged by the
priesthood, the people’s faith in the Imperial
family kept the government in power, and for
centuries all was right in the world.

That changed with Emperor Leopold I.

From a young age, it was clear that Leopold

was truly, irrevocably mad. He often spoke to
things that weren’t there and treated people like
they were insects, having servants imprisoned
and flayed for the smallest infractions. Officials
whispered among themselves that they could not
in good conscience put him into power, but to
disobey the Edict was to invite disaster for the
government. Thus, one summer solstice, Leopold
was crowned Emperor of the Biirach.

Possessed by religious fervour, Leopold exhorted
the masses to believe that only one of the four
gods should rule supreme. Why should they each
follow four, when only one--the greatest, most
powerful of all--was deserving of their devotion?

The Biirach Empire

Each sect then began to argue that their god
should be the One True Deity.

Leopold’s madness seeped into the four artifacts
he wore. Worse, as these artifacts carried the
essences of the four gods, his madness fed back
into their minds, driving them insane.

The Four Divines turned on each other, each
believing they should be the One True God. The
gods warred in the heavens, causing calamities
such as storms, flash fires, and earthquakes. Their
hostility quickly spread to their worshippers.
Within a year, the Biirach Empire had descended
into civil war as the four provinces fought among
themselves.

To end the violence, individuals from the four
provinces conspired against the emperor. Their
assassins swept into the imperial palace and
killed Leopold. With his death, the sacred artifacts
disappeared. This caused the Divine Aurelia to
come out of her insanity long enough to see

that the gods’ battles would soon destroy all of
Etharis. She then used all her power to shield the
land from the gods’ war. In so doing, she gave up
her own life. In time the other three—Maligant,
Ulmyr, and Galt—slew each other.

The death of the Four Divines sent a shockwave
of magic throughout the Empire. Divine magic
still exists, but is now believed to radiate from the
remaining Arch Seraphs and Daemons, not from
the dead gods themselves.

The leaders of each province called for a ceasefire,
and each army retreated to their land to heal

and recover from their losses. A new emperor,
Aratron I, was installed and provided counterfeit
sacred artifacts to shore up the people’s faith.
This emperor served only as a figurehead; the
Hearthkeeper ministers of Aurelia were now the
real power behind the throne.

Shadows Rising

With the absence of the gods, something began to
stalk the lands of the Biirach Empire. Unknown
what it is, no one is certain how it came to be, but
this powerful and corrupting presence has made
itself felt throughout countless towns and cities.
Eyewitnesses describe it as a towering figure
wreathed in shadows, its head an enormous deer
skull, bearing a crown of antlers that seem to
pierce the sky. It walks where it wills. It corrupts
that which it touches. It whispers into the hearts
of men and turns them to wickedness.
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Soon, aberrations and abominations started
appearing throughout the provinces. Discord and
corruption seeped through every fibre of society.

The creature presents an existential threat to all
the imperial provinces, but each threat seems

to be unique in nature. In Abendland, mobs of
zombie-like creatures, their flesh fused together
into a cancerous, many-limbed blob, attack
wayfarers and peasants. In Rauland, puppet-like
creatures strangle and dismember innocent folk
with razor-sharp strings. Nordenland is plagued
by corrupted flora and fauna, including treants
with human heads and limbs instead of branches.
Finally, Unterland has reported sightings of
corrupted warriors, their armour melted into
their flesh, roaming the countryside and killing
indiscriminately.

The Biirach have named this entity the Beast.
The four provinces have each formed bands of
warriors, clerics, and mages to combat its threat,
but though they kill hordes of its monsters, none
have succeeded in facing the Beast and living to
tell the tale. And where it goes, monsters arise.

PROVINCES

Four ancient provinces make up the Biirach Empire,
each with their own distinct cultures and traditions.

ABENDLAND

Abendland is the region where
Aurelia, Goddess of Healing,
Hearth, and Home, perished.
A part of her celestial body
rests within the province,
where it still radiates a small
part of her sacred magic.

The capital city of Altenheim
is the largest city in the
Biirach Empire. As the
saying goes, “All roads lead
to Altenheim.” Trade routes

eventually find their way here,
some from as far away as Grarjord. It
is also the safest location in all of the Empire, as
Altenheim is known for its high walls and towers
that make a siege unlikely to succeed.

History

Since time immemorial, Abendland had been
ruled by the Holy Church of the Hearthkeepers,
clerics of the goddess Aurelia. According to
legend, Aurelia herself led the first of her priests,
Amara, to the western plains in order to escape
the tyrannical ruler of her former tribe. There, the
goddess ordered Amara to strike the arid ground
with her spear. From that spot emerged a spring
of crystal clear water. The spring became the
sacred lake, Osea, which fed the land and the city
of Altenheim, until it turned verdant and green.

Abendland’s open plains, situated in the clearings
between dense forest, facilitated farmlands and
plantations, feeding its growing population.

The Hearthkeepers encouraged and spread

the worship of Aurelia, promising peace and
prosperity to all who followed her. And many did.
Abendland consequently became known as the
land of clerics and paladins, and Altenheim gained
the title of “The City of Joy”.

When Emperor Indorious was crowned, the
Hearthkeepers welcomed him with open arms.
He was the only son of Aurelia, they said, the
promise of the goddess made flesh. They threw
all their power and resources into supporting
his rule, and taught the Abendfolk from youth to
revere the Emperor. Thus, the Imperial family
and the Hearthkeeper religion became tied
together forever as a political body. For centuries,
the clerics have legitimised the rule of each
Emperor, and used their influence to keep his
bloodline pure.

The coming of Leopold I brought an end to this
golden age. His madness seeped into Aurelia’s
holy artifact, the Hearthfire Breastplate, and
reached the mind of the goddess herself.

Aurelia became jealous of her people’s devotion.
She demanded adoration, prayers, tributes, a
lifetime of servitude from her followers, all

while fawning over Leopold. In the end, she even
demanded blood sacrifices. All of this was an
effort to show she was the one true god, the most
deserving of worship. As for her priests, they
willingly followed her whims and those of the
emperor. They had lived too long in the comfort
of authority to give it up.

Finally, Aurelia went to war with the other three
gods. Thus distracted, she did not see when one
of her priestesses, Talana, turned on her.



Conspiring with like-minded individuals from
the other three provinces, Talana opened the way
for the assassins to infiltrate the Imperial Palace.
It worked, and with Leopold dead, the assassins
seized control of the artifacts. Galt, Maligant,
and Ulmyr remained mad, but Aurelia—perhaps
because she was the goddess of protection—
managed to break out of her insanity.

Seeing the devastation caused by the war, she used
all her power to protect her people from the Gods’
End. The sacrifice consumed all that was left of her
power. Aurelia plunged to Etharis, lifeless.

After the Gods’ End, Altenheim did its best

to rebuild. The Church of the Hearthkeepers
installed a new emperor, replaced the missing
artifacts with fakes, and led the people to
continue their veneration. But to their horror,
the priests found that their clerical abilities were
slowly fading as the remnant of Aurelia’s power
waned from the world. Thus, they withdrew from
the public and spread myths among the people:
that Aurelia was not dead but merely sleeping,
that she would rise again to restore her people to
the glory of the Empire’s early days.

Soon the concept of “protection” took on a
different meaning in the City of Joy. The citizens
had to be protected from the corruption of the
outside world. They had to be brought closer to
the light of Aurelia’s hearth. They need to be
sheltered from the harsh realities of the Gods’
End. Dissent among the populace was dealt with
harshly. Any talk of a horned shadow monster
roaming the lands was silenced.

Economy

It can be said that Altenheim runs on hope, such
as it is, as the lands surrounding the province of
Abendland were greatly affected by the death of
the gods. While still fertile, they are slowly losing
potency due to the waning influence of Aurelia.

The city of Altenheim, however, has continued to
flourish. Like a tumour syphoning the nutrients
from a healthy body, it draws all the wealth and
produce from the surrounding province into its
coffers. Its vast tracts of farmland still produce
enough grain and fruit for trade outside of

the empire.
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While the peasants suffered, the city-dwellers
took to revelry and worldly pleasures to forget the
horrors of the past and present. Trade routes to
the Valikan clans brought in a supply of Dreams
Leave, an addictive substance that soon had many
citizens in its grip.

The walls of Altenheim grew taller and thicker
over the years, to guard its wealth and secrets
against would-be thieves--but more importantly,
to keep its citizens from looking to the

world outside.

Politics and Leadership

PopE RoLaND MURRICH — The leader of the
Hearthkeeper Church and the right hand of the
emperor himself, Pope Murrich is a shrewd,
ruthless leader whose aim is to keep the Church
in power. To this end, he oversees a system of
tithes from the populace, selling indulgences and
holy favours for money. The Hearthkeepers also
seek to keep the hearts of the people close to the
Holy Church and to the emperor. From childhood,
citizens are taught to venerate the Imperial
Family as the chosen leaders of Aurelia.

Murrich dotes on Aratron II like his own son,
though his detractors accuse him of simply using
the boy to prop up the Church’s authority. His
current obsession is to recapture the missing
artifacts of the Emperor in the hopes of accessing
the remaining power of the gods. His efforts have
yet to bear fruit.

o

I, Rogebough, do commit to writing the visions given
to me by the voices of the black stars and the lost
constellations. Let the priests do with me as they will.
Martyr or no, I will spit the truth in their faces.

a product of the incestuous bloodline, a line protected
and advocated by none other than the Hearthkeepers,

that seeped into the minds of the Four Divines. The
instant they placed the artifacts on him, they were lost
and so were we.

Second: Though he was pierced by assassin blades,
Emperor Leopold did not die. He returned as a revenant,
a corrupting influence, the likes of which we have never

s ¢
REVELATIONS OF THE GATEKEEPER SOMMERKIN

First, the obvious: The madness of Emperor Leopold was

who stood to benefit from their rule. It was this madness

GATEKEEPER CHANTAL SOMMERKIN — A
charismatic if rather unhinged woman,
Sommerkin is the leader of the Celestial
Gate, a doomsday cult that has grown to rival
the Hearthkeeper Church in the Abendland
countryside.

The Celestial Gate believes that the world is
irredeemably corrupt, and the only thing that
can be done is to start over in the next one.
With the growing threat of the Beast, the cult
offers people a way to prepare their souls for the
next life. Their current aim, aside from growing
their membership, is to depose the current
emperor and make Abendland a full theocracy in
preparation for the end of the world.

EMPEROR ARATRON II — Only 12 years old at the
time of his coronation, the young Aratron knows
little of the world outside of his palace. Kept

a virtual prisoner in his own home, the bored
Emperor spends his time reading the Church-
approved books sent to his quarters, or attending
one lavish ball after another. He is merely
counting the days until his inevitable marriage to
a cousin when he turns 16.

Anyone who is able to gain an audience with the
young emperor will find him as haughty, sullen,
and remote as any member of the royal family.
However, Aratron will light up if the visitor
mentions tales of other lands. Such a visitor will
find themselves questioned relentlessly for every
scrap of information, particularly about seafaring.
The emperor is innocent of the ways of the world
and constantly relies on the advice of his staff and
of Pope Murrich.

A -~

seen before. Instead of a golden circlet, he wears a crown
of antlers. Instead of armour, he wears the shadows

of the underworld. Where he walks, blood seeps from

the soil and milk curdles in the breasts of mothers.

His whispers corrupt the mind, his touch engenders
monsters. His dominion is no longer the Biirach Empire
but life and death entire.

He walks the world as the Great Beast, Harbinger of
the End. Let all tremble before his majesty! Prepare
yourselves for the last days!

Note: This heretical text has been banned from all the
Biirach provinces, and even its mere possession is a
crime under Imperial Law.
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NORDENLAND

The mysterious forest
dwellers of Nordenland
are an ancient race with
a strong kinship to magic
and faerie folk. The Norden
inhabit a region of lush
woods, hills, narrow
rivers, and sheer cliffs,

all of which hide their
own kind of secrets. The
capital of the province is
Erlefurt, a city in West
Nordenland that houses
various colleges devoted to
each branch of magic.

Nordenland is a province divided. Those that
hew to the Biirach Empire reside in the western
region, where they have raised a city much

like those in other provinces. Those who reside
in the east have abandoned their oaths to the
emperor and reverted to the Old Ways, living
closer to nature. The forests and bogs of eastern
Nordenland contain the roots, berries, and fruits
that they use in their magic rituals.

History

The ancient province of Nordenland sits on

the threshold of a variety of other dimensions,
including that of the faerie realm. The presence
of otherworldly beings constantly exposes the
Norden to magical events and creatures. As such,
they have the largest number of mages and druids
in the Empire.

The god Ulmyr emerged from one of these
interdimensional rifts. When he beheld the
Norden, he saw a people he could call his own. He
gathered the scattered tribes into one mighty clan
and helped them to hone their arcane potential.

When Emperor Indorious was crowned, Ulmyr
joined with the other gods into a united pantheon.
The Norden followed their god and Nordenland
became a province of the fledgling Biirach Empire.

Many Norden had misgivings over this move,

as they had preferred their ways to those of a
foreign power. This simmering anger did not
wane with time. As the towns and cities of the
other provinces sprang up at their borders, the
Norden found their territory shrinking and their
influence diminishing. The neighboring province

The Biirach Empire

of Rauland’s need for timber lured loggers to

the Norden forests, which in turn weakened the
magic of the realm. Infuriated, the Norden fought
a war to reclaim their lost territory but were
outnumbered. Eventually, they were forced to
accept an armistice and agree to new boundaries.

With the Gods’ End occurring, everything fell to
chaos. Conflict broke out amongst the provinces
as the gods ordered their followers to fight for
their glory. Despite their love for Ulmyr, the
wisest of the Norden knew that if they continued
the war there would be nothing left of their once-
proud realm. Thus, they conspired with like-
minded individuals from the other provinces to
assassinate the emperor.

With Leopold I dead, the assassins absconded
with the four holy artifacts. They were supposed
to bring these artifacts to Nordenland in the hope
that the wizards could find a way to reverse the
gods’ madness. But before the artifacts could
reach Nordenland, old wounds reopened among
the Norden. While the loyalists wanted to restore
the Empire, some of the Norden remembered
their past humiliations and wanted Nordenland
free from imperial rule for good. Those who held
the artifacts would have the power to steer the
province’s future.

Fighting broke out over the treasures. Then, to
everyone’s shock, the artifacts blazed with light,
levitated into the air, and vanished. Without a
chance to cure their insanity, the gods were left to
fight to the death.

The strife split the Norden into two factions, each
blaming the other for their downfall. Those who
believed in the Old Ways gathered in the east.
Those who wanted to remain in the Empire kept
to the west. The people of East Norden view their
Western brethren as blood traitors who abandoned
their true family. The Westerners consider those
of the East weak and behind the times.

Skirmishes have frequently erupted between the
two factions, and it seems a new civil war is in
the offing. Both sides continue to search for the
missing artifacts in hopes of restoring their god
and gaining the upper hand in the conflict.

A decade after the Gods’ End, woodland life

in Nordenland began to change into hideous,
deformed versions of themselves that attacked
other life indiscriminately. Both sides accused the
other of dark magic.
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Sighting of the towering antlered figure settled
the matter. To this day, mages from both sides
are struggling to stop the Beast from corrupting
their land any further

Economy

The Eastern Norden are mostly composed of
outlanders of various races. They reside in

the woods and swamps, forsaking complex
technology and relying on their connection to
nature to thrive. Most live in the forests, in
treetop villages to keep away from the magical
beasts that wander their domain. Tribes are led by
chieftains, who themselves answer to their leader,
the Patriarch.

Their xenophobic tendencies have kept foreigners
and trade away, though it is not unknown for
their mages to take in foreign apprentices who
swear fealty to East Norden.

The Westerners, on the other hand, insist that
modernisation is the way forward. They have
adopted windmills, waterwheels, and farming
tools. They use boats to ply the waterways and
trade lumber and dry goods with the other
provinces. The large number of coastal villages in
their province provide access to saltwater fish that
help support their food supply.

The Norden’s greatest talent, however, lies in
magic. Any mage who aspires to a name in the
Biirach Empire goes to Erlefurt in order to gain
mastery at one of the famed Great Colleges there.
Norden mages are renowned for their skill and
intellect, and remain in demand throughout

the Empire.

Politics and Leadership

West Nordenland is ruled by an Arch-Duchess
that has been loyal for centuries to the Imperial
Family. They maintain order in Erlefurt and its
surrounding country while declaring Easterners to
be traitors to the crown.

East Nordenland is ruled by the Patriarch and
his Oaken Court. They keep the borders of
their forest ensorcelled so that none may enter
without their knowing. They do not recognise
imperial authority and are willing to fight for
their independence. The Empire has little to no
influence on East Nordenland, as most of their
forces are out fighting wars elsewhere.

The Norden armies are largely lightly armoured,
armed with wooden shields and broadswords.
They deploy powerful druids and mages among
their ranks. The Eastern Norden are known for
employing giant war bears to aid them on the
battlefield.

Notable Individuals

PATRIARCH ALFRIC — Known as the Patriarch,
Alfric leads the East Norden Kingdom. His
primary concern is keeping the influence of
outsiders--especially the imperial government-
-from his land. King Alfric has survived

many attempts on his life, which have only
strengthened his resolve. Like his imperial
opponents, he seeks to find the legendary artifacts
in order to protect his homeland and further the
cause of his faction.

ARCcH DucHEsS MAELFA — The leader of the
West Norden Kingdom. After a long line of
hardcore loyalists, she strikes a more assertive
tone, declaring her government as co-equal in
rule even as it remains part of the Empire. She
furthers her autonomy through diplomacy and
appeasement rather than outright resistance.

Rauranp

Found in the southernmost
part of the Empire, Rauland
is ruled by an authoritarian
government that believes in
order and structure above
all things. The Raulfolk

are masters at crafting
great stone buildings and
unmatched weaponry. Yet
despite a government that
prides itself in complete
control, Raulish society is
fraying under the threat of
the Beast.

History

Rauland began as a thanedom of dwarves and
gnomes living within the mountain range called
the Rock Teeth mountains, or Hermansdatt

in their native tongue. For millennia, these
underground dwellers lived in contentment,
forging their jewelry and weapons.



In time Galt, the god of order, found them and
called them out of the mountains. “You will be
my people,” he decreed. “You will show all the
world what it means to live in perfect harmony
and enlightenment, that all may walk the path of
the righteous.”

So hearing, the dwarves and gnomes built a great
city on the mountainside. Named Stehlenwald,
the city resembles a celestial stairway carved from
granite and marble and adorned with statues—a
feat of architecture and engineering unrivalled
throughout the land. The Quartz Palace at the
topmost level of Stehlenwald remains one of the
wonders of the Biirach Empire.

The Biirach came to rely on the craftsmanship
of the Raulfolk. Thousands came to the Raulish
guilds to learn carpentry, smithing, architecture,
and construction. The forge fires of Stehlenwald
burned for centuries as the Raufolk created great
buildings and fashioned weapons for trade with
the other provinces.

When madness fell upon Galt, he demanded
nothing less than complete order. In taskmaster
fashion, he commanded that everything run

on time, for products to be made and sold like
clockwork. Buildings continued to rise, weapons
were forged by the thousands and shipped across
the land, and the people worked like slaves. No
one was allowed to rise above their station or to
leave the province.

As Galt’s paranoia worsened, he began to
police the minds of his followers.

The Biirach Empire

The watchmen patrolled the streets and
monitored the city from watchtowers. Those
that ever voiced a whisper of dissent were
imprisoned—sometimes put to death.

Unable to stand this madness any longer, a
handful of Raulish sages made a pact with the
other provinces. The Raulfolk secretly forged
daggers that would be undetectable to the seers
of the Imperial Palace. Thus, assassins were
able to steal into the imperial palace and kill
Emperor Leopold.

Though they were freed from their mad god, life
only marginally improved for the Raulfolk. Their
wares remain popular throughout the Empire,
but without Galt’s guidance their craft began to
decline in potency over the years. Border disputes
with Unterland arose, and their need for timber
led to conflict with nearby Nordenland.

Worst of all, something now stalks the Raulish
countryside and the smog-ridden streets of
the capital--something that turns citizens into
monstrosities that prey on the innocent.

Though the guards keep watch all night, the
threat has not abated. The Beast haunts the
Raulfolk, and thus far none have been able

to stop it.
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Economy

Stehlenwald’s main trade is in metalworks
including jewelry, tools, and above all, weaponry.
The excellence of their products comes from more
than their choice of raw materials and system

for folded steel; the Raulfolk have honed their
craft into an art form, something that can only
be replicated by magic. Raulish weapons hold an
edge better and endure longer than others made
by lesser smiths.

Nowadays, their economy is on a downturn due
to the decline in their weapon quality, from what
it once was. Worse, the thick, acrid smoke from
the forges has harmed the health and quality

of life in the city. Yet, though Raulish weapons
no longer live up to their legendary status,
armies still require them for the wars along the
eastern border. The Raulfolk take what business
they can get.

Notable Individuals

ArcH Duke ULRICH EISENHERZ — The dwarven
thane of Rauland. A fair-minded and well-loved
ruler of the province, he is nevertheless hounded
by rumours that he holds one of the imperial
artifacts, the Hearthfire Breastplate, in his vault.
He has continued to deny this, though an inquiry
has been launched by the Hearthkeepers. Most
speculate that the duke does not want to raise the
ire of the Holy Church, or that he is biding his
time to use the artifact. With the ongoing attacks
of the Beast, that time may be nigh.

ArToM DRAGO — Faced with a mind-bending
horror such as the Beast, some Raulfolk have
chosen to fight monsters with monsters. Drago,
a former agent of Rauland, was disavowed by
his own government so that he could undertake
a secret mission. Infecting himself and his men
with lycanthropy, Drago and his pack roam the
countryside at night, hunting down the Beast’s
creations and tearing them to shreds.

While they have been initially successful, the
Norden government fears that Drago and his

men are starting to lose themselves to their
wolfish natures. If true, they would have to be put
down as well.

UNTERLAND

The easternmost region

of the Biirach Empire,
Unterland is a warrior society
that seeks to broaden the
Empire’s reach and renew
its flagging momentum. Of
all the provinces, Unterland
holds a particular bitter
rivalry with their neighbour
across the Grey Spine, the
Ostoyan Empire.

History

Unterland began as its own city-
state long before the other provinces
had united under one banner.

Once a weak tribe of hunters living among the
marshlands, the Unter people had the misfortune
of being surrounded by hostile tribes. With their
best soldiers lost to countless skirmishes, the
Unterfolk raised their prayers and offerings the
heavens and begged for salvation. It was the god
Maligant who answered them.

Maligant proved to be a god of strategy and
intelligent warfare. Under his tutelage, the Unters
selected adapt generals to lead their troops. They
learned to forge strong alliances and dissolve
them when they were no longer useful. They also
learned to win with surgical precision instead of
relying on brute force, and to break the enemy’s
spirit as well as their armies.

Their greatest conflict was undoubtedly the
Etienne War, when the Vorkan tribe marched
across the border to try and take their lands.
However, the Vorkan made the mistake of invading
during the wet season. While the Vorkans camped
beside a river, the Unterfolk released the water
from their dam to flood the banks. More than half
the invaders drowned, and the rest were forced to
retreat. Thus, the Unterfolk won the Etienne war
without losing a single soldier.

Soon after, the allied Unter tribes consolidated
under one territory: Unterland. They founded
their capital of Olstenburg, where rose their most
important institution: The Academy of Swords,
where the citizenry could learn the military
sciences. Every able-bodied youth was sent

to the Academy for two years of training and
military service.



Thus, Unterland managed to grow a trained citizen
army that they could field at a moment’s notice.

Like the other provinces, Unterland joined under
one empire when Indorious I came into power.
They served a critical function: to defend the
nation and expand its borders. In battle, the
Unterfolk fielded their heavy cavalry, and infantry
composed of pikemen, swordsmen, crossbowmen.
When needed, they also employed their hunters to
wage guerrilla warfare in forested regions. Theirs
was a fighting force without compare.

However, there were some in Unterland who
refused to follow the Empire, seeing it as a form
of imprisonment. They left Unterland, crossing
the Grey Spine into a new land that they called
Ostoya. Their secession would plant the seeds of
bitter conflict.

The Unterfolk sage who joined in the assassination
of Emperor Leopold was named Dmitri Speir, a
retired general who formulated the plan and led
its execution. Once the deed was done, he wrote a
signed confession before committing suicide with
his own sword. The Hearthkeepers named him a
traitor, but defying their edict, Speir’s countrymen
buried him with full honours.

The Biirach Empire

Of all the provinces, it was Unterland that suffered
most after the Gods’ End. With the chaos that
came from the death of the Four Divines, soldiers
were needed more than ever to protect the Empire
from both internal and external threats. This led
to a diaspora that saw thousands of men leaving to
fight wars or keep the peace elsewhere.

First and paramount among the Unters attention
was the new nation across the Grey Spine. Under
the Empire’s orders and with the pretext of
disciplining erring citizens, they invaded Ostoya
and set up outposts there. Unfortunately, their
initial momentum did not last; eventually, Ostoya
counter-attacked with armies of the living dead,
pushing the Empire back behind the Grey Spine.
Knowing that to lose here would mean losing face
throughout Etharis, the Biirach did not relent. The
years would see a long war of attrition that would
weaken both sides.

Today, Unterland’s reputation for military power is
significant but tarnished, as it is pulled into more
and more battles it has no choice but to fight.
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Economy

The Unterfolk are skilled hunters and trackers,
capable of living off of the wilds--a necessity
given the limited arable land in the province.
Their tracking skills have been sought for
mercenary work, even by foreign nations.

Raised by Maligant to be the most powerful of
warriors, the Unterfolk have made soldiering their
main profession. Such is their ability that even
common foot soldiers from Unterland make good
combat instructors in other provinces.

Notable Individuals

Lorp GENERAL VassiLy ROEMER — The current
leader of Unterland, Lord General Roemer is a
staunch follower of the imperial government.
Selected for his loyalty, military record, and
bravery in battle, the wiser of the Unterfolk note
that he is not as capable as his predecessors at
recognising the threats within his own province—
specifically, the Cult of Tormach.

Instead, Lord General Roemer’s greatest concern
is winning the war against the Ostoyans, who
have long defied imperial rule, but he is distracted
by demands to hunt down and destroy the Beast
that has been plaguing the provinces.

SPEAKER CORAN ScHLEI, LEADER OF THE CurLr
OF TORMACH — In Maligant’s absence, a new
deity of war, Tormach, has taken on the fallen
god’s followers. But Tormach is a daemon of
wrath and brutal force, a blunt weapon compared
to Maligant’s keen blade. His perpetual demand
for sacrificial bloodshed has kept Unterland at
war for years. Speaker Schiel dreams of putting
the entire province under his rule, but must

bide his time and curry favour with the imperial
government first. Many fear he will try to
undermine General Roemer’s command.

OTHER LOCATIONS OF INTEREST

Lake OSEA — According to legend, this body of
water first formed on the spot where Aurelia’s
first disciple struck the ground with her spear to
create a spring. The miraculous water gave life to
what once was barren land. Today, the sprawling
city of Altenheim sits at the edge of this lake.

When the goddess Aurelia fell to Earth, most of
her body was burned away by her descent. What
remained was her head, which fell into Lake Osea.

Today, her gigantic stone face rests at the bottom
of the sacred Lake, where it can barely be seen
through the murky waters.

According to legend, the water of Lake Osea was
once capable of healing diseases and injuries, but

no one would attempt to consume it now. The
Hearthkeepers have declared it holy ground and have
forbidden anyone from approaching the lake itself.

GRAFFENDAM — Nestled within a plunging valley
sits a vast man-made dam. Spanning the breadth
of the valley, Graffendam exists today as one of the
most impressive feats of engineering Etharis has
ever seen. The majority of the dam appears to be
carved from obsidian-black granite, yet how the
dam was initially constructed remains a mystery.

Prior to maintenance undertaken by the current
Biirach Empire, it is believed that Graffendam was
built by the Grebenstein dwarves. However, only
a select few among the aristocracy know that the
dam predates even them.

In addition to the mystery of Graffendam’s
origins, there is the mystery of the water
contained in its glacial reservoir. Called Aquanos,
the water has a variety of useful properties. In its
pure state, it remains at a temperature just above
freezing, and can only be heated or frozen using
magic. When used in place of other water it also
greatly increases the yield of farm crops and the
potency of potions. These properties have made
the aristocrats and landowners of Graffendam
some of the wealthiest in the Empire. The upper
classes take their social status literally, residing
on the domed roof of the dam. Called Gildreath,
the aristocracy have constructed a perpetual
winter wonderland. Gildreath teems with villas
and evergreen gardens draped in magical lights.
The privileged few who dwell atop Graffendam
spend their lives indulging in excess and frivolity.
The same cannot be said for the desperate masses
that live at the base of the dam.

The base of Grdffendam is a hive of crime and
poverty. When the rumours of plague came, the
aristocracy prevented entry to the upper dam by
all but the wealthiest. With nowhere else to turn,
the growing population of refugees established a
vast ghetto of rickety high-rises sloping up the
outer wall of the dam. Below these favelas lies

the river port of Unterdam, which has fallen into
disrepair since the plague and reduced trade to a
near standstill. Due to the limited hours of daylight
from the shadow of the dam, the area of Unterdam
and the favela are collectively called “The Shade”.



Shortly after Graffendam was closed to the public,
the upper class struck a deal with the Ebon
Syndicate. The Syndicate would get a cut of the
shipping revenue and control over The Shade, so
long as they prevented intruders breaching the dam
walls and quashed civil unrest. With unchecked
authority over the base of the dam, the Syndicate
are free to conduct whatever business they wish.

MT. VENGEANCE — The only active volcano in
the Biirach Empire, Mt. Vengeance was thought to
have been extinct for centuries before the Gods’
End. The energies caused by the war between the
gods seem to have ignited its fires once more.

That said, something else seems to be happening
deep in the bowels of the volcano. Powerful
magical energies ripple from the crater, and some
scholars of magic speculate that this is due to the
presence of an imperial artifact.

Since these rumours started, many adventurers
have tried to investigate the volcano. The few that
returned bore horrific burn wounds and tales of
creatures made of flame and shadow. As for the
artifact, if it is there, none have seen it yet.

CasTLE MARTORIUS — Decades after the Gods’
End, an enormous palace of shining, opalescent
towers and silken banners appeared atop a
mountain overlooking Abendland.

S o
RippLes At DINNER

From the journals of Nadja Morten, Imperial consul:

Of the wizard Martorius, I can only say that he is at once
brilliant, capricious, and cruel.

Six moons ago, [ was invited to a dinner party at his
palace high in the Rock Teeth mountains. With me at the
time was a group of visiting dignitaries from Fiergaard
and Hearthkeeper Bishop Villman Schild. Carriages
pulled by a team of albino griffins took us there. We
were provided a resplendent meal fit for a king’s entire
court, served by scandalously-dressed female djinn and
a fire elemental chef.

At the dinner’s end, over wine from an
extradimensional vineyard, Martorius decided to play a
game with us. Each would test the others’ wits by asking
the most difficult riddle we could think of.

We all did our best to impress our host. I told the one
about the map, which the good bishop himself answered
easily enough. The man was as clever as they say.

Then it was Martorius’s turn. He promised a reward
to the one who could answer his riddle. “I have no end
nor have I a beginning. Even as you enter me, you are
already leaving.”

N WSS
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The castle’s owner is the archmage Martorius. He
claimed that he had lived on this land before the
Biirach Empire even existed, but had spent the
intervening years traveling between dimensions in
pursuit of his magical research. Now, he assured
the Unterfolk, he had no interest but to observe
developments in the Empire as they unfold.

Indeed, the archmage’s castle is a wonder to
behold. Dignitaries that have visited it report that
there is no way to determine its true dimensions,
as it expands and adds rooms to itself as necessary.
Aerial servants cater to the guests, and a wide
variety of illusionary people and animals wander
through the halls as if they had a life of their own.

Given Martorius’ stature, the imperial
government decided to accommodate him.

In return, Martorius offered his counsel and
even aided the Hearthkeepers in keeping the
peace among the provinces. Yet for all this, no
one in the imperial court believes Martorius is
truly benevolent. The Hearthkeepers know his
servants have been making inquiries throughout
the provinces, searching high and low for the
emperor’s artifacts.

They have sent spies to infiltrate his palace, but
none have returned. What Martorius is really after
remains to be seen.

Again, it was Bishop Schild who had the answer. “A
ring.” Martorius smiled at Schild as if he’d expected the
holy man would answer. “Very good.”

He then slid a silken pouch across the table to the
Bishop. The Hearthkeeper looked inside, turned the
colour of milk, then spoke no more for the rest of the
night.

On our way back to Altenheim, a shaking Bishop Schild
rode with me in my carriage. “A few hours before,”

he said, “I sent Varian Lore to steal into Martorius’s
castle.”

I gaped at him. “The adventurer Varian Lore? The one
who broke into the Rauland Vault?”

“The same. His mission was to find evidence that
Martorius was hunting the Imperial Artifacts. Our
dinner was to be his distraction. To help, I even gave
Lore a ring of invisibility.”

He opened up the pouch to show me that very same ring.
It still had Lore’s finger in it.
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OSTOYAN EMPIRE

shrouded in mist and shadow. The hearts

of the Ostoyan people are as cold and
forbidding as the land they dwell in. Here the
mages of the Ravencourt Sanctuary spin their
nebulous plots, the Vampire Lords of the Crimson
Court devise plans to engulf Etharis in a tide
of undead, and the hidden denizens of the City
Below wait in the dark, hungry for the living.

B EYOND THE GREY SPINE PEAKS LIES A LAND

LANDSCAPE

The lands east of the Grey Spine are a temperate,
heavily-forested region filled with hills and
valleys. The further one travels east, the more
the land flattens into rolling plains, dotted here
and there by treacherous heaths and bogs. At the
easternmost edge of Ostoya, the terrain breaks
into jagged cliffs that border a restless, ice-filled
sea. Further eastward across the water, a magical
fog surrounds an island that few have ever

laid eyes on.

The terrain is not suited for heavy farming. The
Ostoyans supplement what meagre crops they
grow by hunting and herding. Coastal cities also
employ fishing and whaling fleets to feed their
burgeoning populations. The Ostoyan weather
is typified by Nov Ostoya's skies, heavy rains,
sudden snowfall, and endless mists. The sun is
a rare sight, and most welcome when it breaks
through the mantle of grey clouds.

What Ostoya lacks in hospitable environment, it
makes up in tremendous amounts of ore, stone,
and coal from the Grey Spine. Lumber is also
plentiful, enabling the Ostoyans to build robust
structures. These resources lend themselves

to frequent trade with other nations, but also
lead to violent border disputes with neighbours,
particularly the Biirach.

History oF OsToya

A Land of Our Own

Ostoya was founded centuries ago by Biirach
secessionists—migrants who fled the fledgling



Biirach Empire’s tumultuous early days to find a
more peaceful country. A nobleman named Elias
Beralt led his family and followers through the
treacherous passes of the Grey Spine, emerging
on the other side to find a country lush with pine
woods and rolling hills. He named it Ostoya,
which in the ancient tongue means “Our Own.”

Over the years, a loose confederation formed
among the communities trying to carve a living
out of the wild lands. The most successful of
these became the provinces of Soma to the south
and Raevo to the north. Other settlements of note
include Malkovia, Fallowheart, Riven, and Voyd.

The Ostoyans worked hard to tame the land,
clearing forests for livestock and lumber. With

the discovery of coal and precious minerals in the
foothills of the Grey Spine, mining towns soon
opened, followed by roads and byways. Further

to the east, explorers discovered a break in the
seaside cliffs that led to a natural harbour. Here
they founded the coastal city of Nov Ostoya, which
became the seat of the Ostoyan Aristocracy.

While Ostoya was not known to have large
populations of natural predators such as wolves
and bears, every now and then people were
known to disappear for good, often with signs of
a struggle.

The Ostoyan Empire

War Against the Biirach Empire

After spending two hundred years taming its
borders, the Biirach Empire turned its attention
towards expansion. Since the Ostoyans were
descended from the Biirach, the Empire deemed
them its citizens, ordering them to pay taxes
and turn over control of their mines. When the
Ostoyans refused, the Biirach attacked.

The Ostoyans hastily forged their arms and
mustered their men. The wealth drawn from their
mines allowed them to bolster their army with
mercenaries such as the Free Swords. Despite
this, the Ostoyans were not adept at war, having
lived too many years in peace. Were it not for

the natural borders of their forests and the Grey
Spine, Ostoya would have been overrun long

ago. Still, the Biirach gained a firm foothold in
the region.

The Darkfall

Two decades into the Ostoya-Biirach war, a
terrible earthquake shook the Soma region.
Something sinister underneath the ground was
making itself known. The skies darkened over
Ostoya as necrotic energy poured out of cracks in
the earth.
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To the shock of the local populace, the fissures
that opened revealed long-buried ruins. The city
of Nov Ostoya had apparently been built over the
bones of an ancient metropolis that had sunk
beneath the earth ages ago.

The Soman nobility sent expeditions to
investigate these underground structures in the
hopes of uncovering treasure or magical secrets
that would help the war effort. Most of these
groups did not return; the few that did had been
reduced to stragglers, babbling hysterical tales
of maze-like ruins, ravenous undead, and a dark
shrine that spoke to their minds.

Eventually, the missing explorers returned,
though as many would soon find out, they had
been changed forever. They marched with an
undead horde that rose in full force into Soma.
The desperate Ostoyans then found themselves
caught in a war on two fronts.

Stretched to breaking, the Ostoyans fell to
drastic measures. A specialised company of
soldiers descended into the abyss and held off
the horde. Then, mages from Raevo collapsed the
largest of the fissures, sealing the undead back
underground. With that, the Ostoyans hoped to
turn their efforts back to repelling the Biirach.

But the undead, it seemed, were not finished.

One year later, a strange malady began to spread
among the nobility. They died only to rise again—
as vampires.

The undead quickly overran the government

and suppressed all opposition. Then they moved
against Biirach. In the winter of the war’s 25th
year, the Biirach abandoned their forts in Ostoyan
territory and retreated to their homeland.

To this day, Ostoya and Biirach remain at war,
but now as rivals of equal strength. For every
step one side takes into the other’s territory, they
are driven back. The two great powers stand at

a deadlock.

Even now the supernatural darkening of Ostoya’s
sky persists. The youngest generation of the

city of Nov Ostoya have never seen the sun.

A perpetual night covers the whole land, only
weakening to a dismal twilight near Ostoya’s
borders. Indeed, the people of the neighboring
Charneault Kingdom consider Ostoya to begin
where the light ends—though some fear that the
border is encroaching year by year.

The Raevan Secession
and Civil War

The knowledge that vampires had taken over the
nobility created a deep schism among the Ostoyan
populace. Despite efforts to suppress them,

the entire province of Raevo seceded from the
Aristocracy.

The Ostoyans began an unusual civil war. While
Raevo and Soma exchange violent skirmishes, the
two sides still have a symbiotic relationship—for
while Somans and Raevans hated each other, they
hated the Biirach even more. Both sides took care
not to annihilate a potential ally in the event the
Empire should attempt a second invasion.

THE OSTOYANS

Ostoyans are a hardy folk, having long accepted
the likelihood of a short life thanks to the ever-
present threats of war, sickness, the cold, and
the roaming undead. They value the simple
life—a hot meal at the end of a long day’s work
and a mug of mead is reward enough for the
lower classes.

Most Ostoyans are clannish, putting familial
honour and bonds above life itself. The people
suffered much under the Biirach Empire, now
many of them consider the Soman nobility
heroes for driving out the invaders. They follow
the nobility without question, with only the
secessionist Raevans as an exception.

A plethora of Seraphs have retained a foothold
across the Etharis, but in truth, Ostoyans have
faith in only one idol: Solyma, the Lady of
Vengeance. Revenge is the only true religion

in Ostoya. No Ostoyan believes in turning the
other cheek. Indeed, forswearing vengeance is
considered a weakness of character, bringing
shame and a loss of face before society. An overly
forgiving Ostoyan would surely be driven out of
town by their own family.

Visitors from other lands would do well to
acquaint themselves with local customs, and

to keep wandering eyes and hands far from the
peasants’ daughters, lest they make an enemy for
life. Even the vampiric nobility, who hold absolute
sway over the lives of the peasants, take pains not
to make their cruelty personal. For once wronged,
Ostoyans pursue retribution single-mindedly.



Folk tales and sagas abound of entire families
wiped out by disputes over land and grazing
rights. To this day, long-standing family feuds
occasionally require intercession from the
nobles themselves, to prevent further loss of
warm bodies.

PROVINCES
SomMa

The province of Soma is the seat of the Ostoyan
government, or so the Somans like to believe.
Here lies the capital city, Nov Ostoya, and its
central keep, Blackharbour.

History

When the first immigrants arrived in Ostoya, they
immediately staked out certain areas for their
own. The Volker family chose a place where the
jagged seaside cliffs gave way to a beach and a
natural harbour. It was a windblown area with
strange red earth which they assumed to be clay.
They founded the town of Nov Ostoya and raised a
keep by the restless sea.

In time, Nov Ostoya became a hub for sea trading,
fishing, and whaling. Lumberyards were erected
at the nearby forests. As the roads lengthened and
grew more developed, wealth began to flow into

The Ostoyan Empire

the town, which soon turned into a dense city
filled with ornate towers and brooding sculptures.
Nov Ostoya came to be known as the City of
Gargoyles.

When the Biirach Empire invaded Ostoya, Soma
was at the front lines of the war. While wealthy,
their army was not as experienced as the Empire’s
seasoned soldiers, and they lost more battles than
they won. The Biirach’s encroachment into the
province grew with each passing season, before
retreating for the winter.

Matters worsened when the Darkfall led to
widespread destruction. The inciting earthquake
unearthed an ancient metropolis that the Somans
had unwittingly built over. The City Below gave
up its dead: hordes of zombies, wights, ghouls,
and vampires emerged from the abyss to ravage
the countryside.

Without drastic measures, it was clear that Ostoya
would fall to this new threat. The nobility came
up with a plan: they ordered a young Soman
captain named Morgen Hund and his company to
fight their way into the largest chasm and hold
back the tide of undead.
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Hund’s company dutifully descended the crevice,
destroying scores of undead along the way. When
they had carried the battle deep into the abyss,
the Raevo wizards used their most powerful spells
to collapse the sides of the crevice, sealing both
the undead and the soldiers within.

With the horde dealt with, the nobility took one
day to honour their soldiers’ sacrifice before
turning their attention back to the Biirach.

But this was not the last they saw of
Morgen Hund.

The Ostoyan captain had survived the collapse.
He wandered deep in the underground city to
escape the undead horde. During his travels, he
found himself in a strange shrine dedicated to a
forgotten god. The shrine spoke to him, offering
him his fondest desire in exchange for his
servitude. Hund replied, “I wish for the power to
destroy my oppressors.”

The shrine glowed in the dark like a votive candle,
then struck Hund down with a blast of sinister
magic. “Granted.”

When he awoke days later, Hund had been
changed into a vampire lord. He spent the better
part of the year gathering an army of undead
before returning to the surface.

Upon emerging Hund sought the Soman nobility,
turning each one into vampires. He killed the
Grand Duke and took his place, renaming himself
Klaus Vorgen, Lord of Soma.

Once the gentry and nobility were all turned, they
formed a united front against the Biirach. Biirach
soldiers were shocked to see their dead comrades
rising from the frozen battlefield and shambling
towards them. After a single bitter season of war,
the undead forced the Biirach to abandon their
forts in Soma and return to their homeland.

After this victory, Grand Duke Vorgen continued
to consolidate his power. He established the
Crimson Court, the highest ruling body of Ostoya,
and placed his closest allies in the highest circle
of power. They ruled the land unchallenged for
years until the Raevan Secession.

To date, some small fissures to the City Below
remain open, and none really know what passes
through. Come nightfall, the citizens lock
themselves in their homes and taverns and wait
for dawn. All travellers are warned: above all, do
not wander Soma at night.



Politics and Leadership

Soma’s is a closed aristocracy, and most of its
citizens live in grinding poverty.

The Crimson Court rules every aspect of Soma.
Even the local branch of the criminal Ebon
Syndicate does not operate without the Court’s
tacit approval, and take great care not to bite the
hand that feeds.

The Crimson Court is composed of the seven leading
nobles of Soma. While they are allies, no true
loyalty exists among the vampiric ruling class. Each
noble vies to sit at the head of the table, employing
schemes that can take decades to bear fruit.

Currently, the Court is ruled by Grand Duke Drago
Koshevek.

Economy

Soma is a feudal society. The vampire nobility
who hold Soma’s wealth have divided control

of the mines, the lumber, the craftsmen, and
the fisheries amongst themselves. Meanwhile
the human peasantry makes their living as best
they can by fishing, mining, or farming. Trade
typically flows through shipping lanes to distant
lands, though of late there has been trouble with
Biirach naval blockades.

Notable Individuals

GraND Dukre DrRaAGO KOSHEVEK — Grand Duke
Drago is a harsh, humourless, and often cruel
Vampire Lord, even by the standards of the Soman
vampire nobility. Five years ago he seized control

-
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of the court by deposing the previous Duke Olkov,
whom he had painted as more of a bureaucrat
than a nobleman.

A soldier by nature, he dreams of launching a
grand campaign against the Biirach to finally

end the Empire’s enduring threat against his
land. To that end, he has been amassing wealth
to fund a massive army. His obsession with
defeating Biirach has made him unpopular with
the Crimson Court, though each noble is careful to
keep their opinion to themselves.

Countess KaraLina VUuLPEScu — Shrewd,
confident, and flamboyant, the Countess is the
exact opposite of the Grand Duke. She is an
infamous member among the Crimson Court,
known for hosting lavish and debauched parties
at her estate. Any newcomer to the land is almost
certain to be invited. These balls serve a purpose:
they allow Vulpescu to spy on newcomers, gather
information, make new allies, and dispose

of would-be enemies. Anyone who meets
Countess Vulpescu will remember her affable,
charming personality, her sharp sword, and even
sharper tongue.

Despite her lavish spending and appetites, the
Countess is a consummate businesswoman

who runs trade and crafts in Soma. She has
earned Grand Duke Koshevek’s grudging

respect by funding his efforts to raise an army.
Unbeknownst to the Grand Duke, however, the
Countess has been undermining his campaign
from the beginning, sometimes leaking
information to their enemies in order to sabotage
his endeavours.

Seven votes for one petition. Mayor Zardov stood quietly  Two hours later, the door opened and a minister

in the empty meeting chamber, facing the table where
seven empty seats looked back at him. Today was an
important day, perhaps the most important in his
career. His petition to build a main road that would run
through his town of Crow’s Bend would finally be heard
and voted upon.

He could scarcely believe he had made it this far.
Normally, it would require payment of a pint of his own
blood just to be heard. And to get approval, the measure
would need a majority, four votes. The price he would
have to pay for those votes—well, that he had yet to
hear.

And so he waited for seven figures to fill those seven
seats. And waited. And waited.

entered. By his pale skin and red eyes, he was a vampire
just like most nobles. He approached the mayor and
wordlessly handed him a note before turning to leave.
The mayor opened it, read it twice, and fell to his knees
weeping.

Approved.

This victory would make his town a trade centre for

the entire province. His family would live in luxury for
years to come. “Praise be to the heavens,” he whispered.
“Praise be!”

It was only three months later, when his only daughter
received an invitation to a ball in Castle Blackharbour,
that he realised the price of his success.

133



The Realms of Etharis

THE CHIROPTERAN BEHEMOTH — The Grand
Duke’s secret weapon, this bat-like humanoid
monstrosity is the size of an adult dragon. During
the day, it sleeps in the dome of the desecrated
Vonsantra Cathedral. It possesses a limited
intelligence and a fanatical loyalty to its creator,
Koshevek—when called for, it will fly unerringly
to Koshevek’s location. It is capable of unleashing
an ear-splitting scream that can paralyse victims

and can create a sphere of darkness to blind them.

Even without these powers, its mighty jaws and
sharp claws are a match for many a foe.

Rakgvo

Far to the north lies Soma’s rival for control

of all of Ostoya. Raevo is a province ruled by
wizards, a magocracy that fights to abolish the
Soman nobility and find a way to end the undead
supremacy.

A delicate balance of power exists between the
two provinces. While the Raevans are technically
at war with the Somans, they are sometimes
forced to work together to repel the Biirach
Empire. Thus, both are incapable of destroying
the other while their common enemy exists.

Raevans built their city of Castalore with
incredible foresight—they knew that they would
one day be besieged, whether by an invading
Biirach force or by their own countrymen, so they
built their city as a fortress from its inception.
Castalore sits atop a cliff and is shaped like a
snake coiling upwards. High stone walls and

a ten-ton steel portcullis protect the lower

city. The higher one goes up the spiral, the
more affluent the neighbourhood; at the very
top sits Nightingale Tower, the magocracy’s
seat of power.

Raevo openly supports the Order of Dawn in
their bid to fight the Crimson Court. Whether
this support is entirely benevolent or merely
pragmatic remains to be seen.

History

Raevo was founded by a young diviner, Lissandra,
who dreamt she would one day raise a force

that could defend Ostoya from those who would
despoil it.

She followed her visions from her hometown

of Voyd to the high cliffs to the north. Here she
raised the settlement known as Castalore with her
family, which grew into a fortified whaling town.




Though the town thrived, Lissandra herself
grew withdrawn, spending her time looking into
the mists across the sea. Eventually, she took a
rowboat and vanished into the east.

Several years later, the townsfolk were surprised
to see a lone, unmanned rowboat emerge from
the mists and dock at the pier. In the boat was

a wax-sealed envelope containing a note, which
said that all who had the talent for magic should
travel to the Ravencourt Sanctuary, if they wished
to learn the craft. Most of the townsfolk thought
it was just a hoax, but ten young men and women
boarded the boat against their elders’ wishes. The
boat bore them away into the mist.

When they returned seven years later, they came
home as wizards. But not all of them returned—
one was missing, and the mages could not be
made to tell what happened to their lost member.

The wizards improved the conditions of the

town and eventually turned it into a city. They
established themselves as leaders of the republic
and fostered its economy. Every seven years,
another boat would come from the mists bearing
the same invitation. Those who had potential
would go into the mists and return as mages—but
always, the Sanctuary kept one student as its due.

When news spread that the Soman nobility had
become vampires, not all citizens fell in with the
new regime. The few who rebelled took advantage
of the aristocracy’s war with the Biirach and
settled in the northern province of Raevo.

There they established ties with the existing
government, forming a republic. By the time the
Crimson Court could turn their full attention to
the dissidents, Raevo was ready for them.

In the Ostoyan civil war, Soma possesses the
larger army, composed of battle-hardened
veterans from the war against Biirach and
supplemented with strike teams of undead. On
the other hand, Raevo has its wizards. Their
magic enables them to match the greater numbers
of the Somans and beguile soldiers into fighting
each other. To deal with the undead horde, the
Raevan mages turn to their strategic allies, the
Order of Dawn.

Politics and Leadership

Raevo is currently ruled by the Lady of Masks,
Mina Taliesin, and her Council of Mages.

The Masked Lady is a turbulent figure bent
on overthrowing the Soman government and

The Ostoyan Empire

dominating Ostoya. Each minister of the court is
guarded by their own golem bodyguards.

While the Raevans enjoy a higher standard of life
than other provinces, they are essentially a police
state under the watchful eye of the magocracy.
Any act of disloyalty or dissent is dealt with
quickly and unequivocally.

Economy

While Raevo does not have mining resources as
extensive as Soma, it does possess more arable
land. Supplementing this by fishing and hunting,
Raevans generally have a more stable food supply
and thus a higher standard of living than their
counterparts in Soma.

Where the Raevans possess their real edge is the
burgeoning industry of crafting magical items.
The Raevans greatly admire magic and have the
highest concentration of wizards and alchemists
in Ostoya. The skill of their artisans has generated
fame for Raevo and their wares are highly sought
after in other nations. In particular, golems are
considered the pinnacle of craftsmanship in
Raevo, though the prohibitive cost of making one
makes their production rare. Still, any visitor to
Castalore will doubtlessly marvel at the city’s
roving bands of golem honour guards.

Soma has enacted strict edicts against magical
items and has blocked trade routes going to Raevo
to weaken their economy, yet the mages have

still found ways to smuggle goods in and out

of the province. Finding out their trade secrets
would certainly put one in the good graces of the
Soman nobility.

Notable Persons

THE ORDER OF DAWN — When the Crimson
Court was established, a number of Somans

fled their vampire overlords and settled in the
sympathetic fledgling republic of Raevo. These
dissidents settled in a fort outside of Castalore,
where they formed a militia fully committed to
the destruction of the undead and the liberation of
Soma. Thus, was the Order of Dawn formed.

To call the Order fanatics would not be out of
line. From childhood, each member is taught to
hate the undead. Every such monster has been
studied and dissected; their weaknesses carefully
catalogued.
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While few in number, each member of the Order
is trained and battle-ready. They are prepared to
give their lives for their cause, and no vampire
can expect mercy from them.

Currently, the Order is led by General Artemios
Dulka, a Soman noble who abdicated his title

to escape the vampire curse. In retaliation, the
vampires massacred the entirety of his family
that remained in Soma. A good man at heart,
Dulka is driven by hatred towards the Soman
Aristocracy and will stop at nothing to destroy the
undead. He will attack any vampire on sight.

Mina TaLiesiN, THE Lapy oF MASKS — First
Minister of the Raevo Republic, Lady Taliesin is
an enigma even to her own people. An archmage
of immense power, she controls by proxy every
industry and social organisation in Raevo. She
also serves as the primary liaison between Raevo
and the Ravencourt Sanctuary.

Taliesin gained her moniker from the metal

face mask she wears at all times since the
assassination attempt (suspected to be by the
Soman nobility) that took her husband’s life and
left her partially blind
and disfigured.

-

The mask, one of her own design, allows her to
see, breathe, and speak normally while protecting
her from any attempt to breach her mind.

A grand strategist, Taliesin has ruled for

decades, successfully defending her rule against
challengers from within and without the province.
Her expansive spy network keeps her abreast of
all potential dangers to the government. Rumours
have it that she has a highly-placed contact
within Soma itself, allowing her to sabotage the
vampires’ endeavours.

Lady Taliesin seeks to destroy the vampire
aristocracy and control all of Soma. In her
mind, this is the only way to be truly free of
their corruption and the influence of the City
Below. Only the common threat of the Biirach
stays her hand.

THE KEEPER — Even more mysterious than
Taliesin is the figure known as the Keeper of
the Ravencourt Sanctuary. Some rumours state
that he is Taliesin’s resurrected husband. Others
maintain he is an ancient, unaging wizard who
aims to bring more mages into the world. A few
even attribute a more sinister origin to him, that
he is an extra-dimensional being who always
keeps one soul as payment for every group

he trains.

Only the Keeper knows the

truth behind these things,
[y and he holds his
: secrets close.



BESIEGING THE ORDER

Such was the ferocity of the Order of Dawn that even
the vampire nobility was wary of them. One story of
their mettle comes from recent years, when the Grand
Duke ordered the massacre of a village for failing to pay
the correct taxes. Before it could reach the village, the

sent a Soman brigade led by vampires to attack the
Order’s stronghold. The vampires surrounded the
fortress and laid a punishing assault for three days and
three nights. Though the battle was desperate, the Order
prevailed, slaying every single one of the soldiers and

Soman platoon was ambushed by a contingent of the the undead.
Olrder of Dawn, who had somehow gotten wind of their A few days later, the Grand Duke received a 