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2 Tyna’s Tattoos

It’s been almost 100 years since I begun my humble travels across Ghelspad. In that time I’ve 
encountered many different magical tattoos, far different from those in Virduk, but unfortunately 

they are not cataloged or registered anywhere. Some on purpose, others because they’re so common in 
their respective regions that the locals think word of mouth is enough. But I know it isn’t.

So here lies a compilation of tattoos I found on my travels across Ghelspad. From common fighter’s 
marks to the signs of secret cults, I will reveal all.

Nothing should ever be forgotten.

Tyna, the halfling writer

Tyna’s Tattoos
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TATTOOS BY RARITY
Common Body Part

 Aegis tattoo Head
Sign of the Speaker Head

Uncommon Body Part
Sign of the Eagle Back
Spear Tail tattoo Tail
Symbol of Dusk Arms
Symbol of the 

Ghost
Hands and Arms

Tattoo of Water 
Walking

Feet

Thief’s Shackles
(cursed)

Hands

Mark of Protection Chest
Sign of the Shark Head
Sign of the Spider Legs

Rare Body Part
Mark of 

Jarnblorrur
Hand

Mark of the Titan 
Hunters

Arm

Frost Armor Chest and Back
Sign of divine Fury Hands

Sign of the Tiger Hands
Sign of the Wind Head
Sign of the Wolf Head

Legendaryy Body Part
Mark of the 

followers of Mesos
Chest

Sign of the 
Forgotten 

(cursed)

Neck

 

Very Rare Body Part
Blind follower

(cursed)
Head

Heart of the beast Chest 
Mark of flames Neck

Sign of the 
Overflow

Chest and Arms

Bound power 
(cursed)

Chest
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The Tattoos

Aegis tattoo 
Common, Head

Aspect. A shield is drawn on your forehead
You can spend your reaction to activate this tattoo, granting 
you the effect of the Aegis spell until the end of the turn.
You can use it again after a short or long rest.

Blind follower 
CURSED, Very rare, Head

Aspect. A stylized blindfold around the eyes.
As soon as this tattoo is completed and as longs as the one 
who made it is alive the wearer of the tattoo is considered 
to be under the Dominate spell, following the instructions 
of the one who put the tattoo on them.

Bound power
CURSED, Very Rare, Chest

Aspect. A diagonal line, colored like an open wound 
covers your chest
This tattoo makes it so all the wearer’s attacks deal half 
their damage and their maximum hit-points are also halved.

Frost armor
Rare, Chest and back

Aspect. Your torso is covered in a stylized Ice pattern
You can use an action to activate this tattoo. Activating this 
tattoo grants the effects of the Frostform spell for 30 mins.
You must make a long rest before activating the tattoo again.

Heart of the beast
 Very rare, Chest 

Aspect. A wooden heart is drawn in the middle of your 
chest

As an action you can activate this tattoo, gaining the ability 
to perform one wild-shape as if you were a druid. (The 
type of beast is limited to the wearer’s level as if they 
were a druid, but has no bonus from any druid circles)

The first time I saw someone with a bound power tattoo was in 

a fighting arena. The wearer was deemed to strong to fight and so 

was cursed with that tattoo, in order to give everyone else a chance. 

And wheter that was a choice they made or not, I don’t know.

It can only be activated again after 3 dawns have passed.

Mark of Jarnblorrur 
Rare, Hand

Aspect. Red watery swirls cover one of your hands
As a bonus action you can activate this tattoo, by doing 
so the ink will glow with a fiery red color. And for 1 hour, 
with the hand the tattoo is placed on, you will be able 
to shape iron like clay. The tattoo can only be activated 
again after a long rest.

Mark of protection
Uncommon, Chest

Aspect. Your chest is tattooed to look like you’re wearing 
plate armor.
Activated by action, summons a plate armor unto the 
user (if user is already wearing armor this will replace it 
momentarily) it lasts for 1 hour
The tattoo can only be used again after a long rest.
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Mark of flames
Very Rare, Neck

Aspect. This tattoo is a drawing of flames all around the 
neck.
As a bonus action you can activate this tattoo surrounding 
yourself with flames that cause 2d12 of fire damage to 
everything in a 5ft. radius. Lasts for 10min.
This tattoo can only be activated again after a long rest

Mark of the Titan hunters
Rare, Arm

Aspect. The symbol of the Titan hunters is drawn upon 
your left upper arm.
As a bonus action you can activate the tattoo gaining 
advantage on all attacks made against titanspawn for 
30min.

implode violently, instantly killing you and leaving no 
corpse behind.

Sign of divine fury
Rare, Hands

Restriction: Class (Paladin, Monk, Cleric)

Aspect. A glowing sun is tattooed on each of your palms
As a bonus action the wearer you activate this tattoo, 
granting yourself a bonus of 1d8 radiant damage on all 
attacks made with weapons you are proficient with and 
unarmed attacks.
The tattoo can be activated again after a long rest.

Sign of the eagle
Uncommon, Back

Aspect. 2 feathery wings are drawn on your back
You can use your action to activate this tattoo and gain 
flight speed equal to your walking speed for 30 mins.
You must finish a long rest before using this tattoo again.

Sign of the forgotten
CURSED, Legendary, Neck

Aspect. A black circle drawn around your neck
One day after this tattoo is drawn it will make the wearer 

The Titan Hunters are a, mostly unknown, order that 
prides itself in hunting all titanspawn. Though I disagree with 
the idea of lumping all titanspawn together I can’t disagree 
that these hunters are both effective and usefull.

The tattoo can only be activated again after a long rest.

Mark of the followers of 
Mesos
Legendary, Chest

Aspect. The symbol of Mesos, the linked arms, is drawn 
on your chest.
As an action you can activate this tattoo gaining the power 
to cast any 9th level spell, after casting it your body will 

This was the most wicked punishment I have ever 

seen. Losing all connections to our world but still able 

to walk it. Death would have been kinder
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unable to talk and erase their presence from everyone they 
have met. Becoming effectively, forgotten.

Sign of the Overflow
Very rare, Chest and Arms

Restriction: Class (Monk) 

Aspect. This tattoo consists of 3 circles drawn on the 
uppers arms and chest. The circles are filled until the 
tattoo is activated. They’ll become empty until the tattoo 
can be used again.
As an action you can activate this tattoo, doing so will 
replenish all your Ki points. The tattoo can only be activated 
again after 3 dawns have passed.

Sign of the shark
Uncommon, Neck

Aspect. Your neck is tattooed with stylized gills on each 
side
As an action grants you water-breathing and 40ft. 
Swimming speed for 1h.
Can only be used again after a long rest.

Sign of the speaker
Common, Head

Aspect. Your tongue is tattooed with stars
As an action you can activate this tattoo and gain the 
effects of the comprehend languages spell for 30mins.
This tattoo can only be used again after a long rest.

Sign of the spider
Uncommon, Legs

Aspect. Your legs are painted with stylized spider webs.
As an action this tattoo can be activated granting you 
climbing speed of 30ft. for 1hour.
The tattoo can only be activated again after a long rest.

Sign of the Tiger
Rare, Hands

Aspect. Stripes similar to those of a tiger cover the back 
of your hands and fingers.
As an action you can activate the tattoo making a ranged 
attack using either DEX or STR (range 30 ft.) that deals 
2d6 slashing damage.
You can use it again after a short or long rest.

Sign of the wind
Rare, Head

Aspect. This tattoo is a drawing of 3 stylized gusts of 
wind covering your forehead.
As a bonus actionyou can spend a charge to teleport to a 
vacant spot you can see, within 30 ft. The wearer can also 
spend extra charges to increase the maximum distance by 
10ft. for every extra charge spent.
It has a maximum of 3 charges. Everyday at midnight you 
can roll a d4, if the result is 1, 2, or 3 the tattoo will regain 
that amount of charges (never exceeding the maximum 
capacity) if the result is a 4 the tattoo will not regain any 
charges.

I’ve never seen such speed from anyone. It seemed like she 
wasn’t even running. It was like she was in one place first, 
and then the other. The bandits didn’t even see her
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More from the Author
Drop-In Dungeons Tier 1

The Gold Knife Bandits
The Lost Weapons

Sign of the Wolf
Rare, Head

Aspect. Four triangles similar to teeth are draw on your 
forehead and chin.
You can use your action to activate this tattoo and give 
yourself and allies within 15 ft. of you advantage on attack 
rolls for 10 mins.
You must make a long rest before using the tattoo again.

Spear Tail Tattoo
Uncommon, Tail

Restriction: Race (Asaatthi, Slitherin)

Aspect. The tip of your tail is tattooed to look like the 
tip of a spear
As an action you can activate the tattoo and make a ranged 
attack (range 20/60) that deals 2d6 piercing damage.
The tattoo can be used again after a short or long rest.

Symbol of dusk
Uncommon, Arms

Aspect. A blacked out Sun drawn on the wrists with smoke 
clouds running up the forearms.
You can use your action to activate this tattoo and cast the 
Minor Illusion cantrip. In addition, you can use your action 
to cast Darkness. If you use the tattoo to cast darkness, 
you must finish a long rest before using this tattoo again. 

Symbol of the ghost
Uncommon, Hands and Arms

Aspect. A smoke like pattern covers your arms and hands.
As an action you can activate this tattoo and be able to pass 
trough any non-magical wall you can touch for 10 min.
The tattoo can only be activated again after a long rest.

Tattoo of Water walking
Uncommon, Feet

Aspect. Stylized wings of a flying fish cover the sides of 
your feet and ankles.
You can use your action to activate this tattoo granting 
yourself the ability to walk over any liquid surface for 
1 hour.
You must finish a long rest before using the tattoo again.

Thief’s shackles
CURSED, Uncommon, Wrists

Aspect. Stylized shackles are etched in your wrists.
This tattoo grants disadvantage on all stealth and sleight 
of hand checks made by it’s wearer.

He was trapped, there was no 
escape from inside the castles walls, 
yet somehow he vanished in one of the 
dead ends. That diapearence was on my 
mind for months. That is, untill I found 
someone else from that thief ’s guild, with 
the same tattoo on his arms.

http://www.dmsguild.com/product/238785/Dropin-Dungeons-Tier-1
http://www.dmsguild.com/product/212865/The-Gold-Knife-Bandits
https://www.drivethrurpg.com/product/247971/The-Lost-Weapons?term=the+lost+wea&test_epoch=0
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OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. 

and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All 
Rights Reserved. 

1. Definitions: (a)”Contributors” means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)”Derivative Material” means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; (d)”Open Game 
Content” means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over the 
prior art and any additional content clearly identified as Open Game 
Content by the Contributor, and means any work covered by this 
License, including translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) “Product Identity” 
means product and product line names, logos and identifying 
marks including trade dress; artifacts; creatures characters; stories, 
storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or 
audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, symbols, or 
graphic designs; and any other trademark or registered trademark 
clearly identified as Product identity by the owner of the Product 
Identity, and which specifically excludes the Open Game Content; 
(f) “Trademark” means the logos, names, mark, sign, motto, designs 
that are used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License by the 
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, 
copy, edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content may 
only be Used under and in terms of this License. You must affix such 
a notice to any Open Game Content that you Use. No terms may be 
added to or subtracted from this License except as described by the 
License itself. No other terms or conditions may be applied to any 
Open Game Content distributed using this License. 

3. Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
royalty-free, non-exclusive license with the exact terms of this 
License to Use, the Open Game Content. 

5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License. 

6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright 
date, and the copyright holder’s name to the COPYRIGHT NOTICE 

of any original Open Game Content you Distribute. 
7. Use of Product Identity: You agree not to Use any Product 

Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the owner 
of each element of that Product Identity. You agree not to indicate 
compatibility or co-adaptability with any Trademark or Registered 
Trademark in conjunction with a work containing Open Game Content 
except as expressly licensed in another, independent Agreement with 
the owner of such Trademark or Registered Trademark. The use of 
any Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. The owner of 
any Product Identity used in Open Game Content shall retain all 
rights, title and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distributing 
are Open Game Content. 

9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any authorized 
version of this License to copy, modify and distribute any Open Game 
Content originally distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise 
the Open Game Content using the name of any Contributor unless 
You have written permission from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with 
any of the terms of this License with respect to some or all of the 
Open Game Content due to statute, judicial order, or governmental 
regulation then You may not Use any Open Game Material so affected. 

13. Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License. 

14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable. 

15. Copyright Notice
Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.
System Reference Document 5.1 © 2016, Wizards of the Coast, 

Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney 
Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. 
Cordell, Chris Sims, and Steve Townshend, based on original material 
by E. Gary Gygax and Dave Arneson.

Blood Bayou. © 2003, White Wolf Publishing, Inc.
Scarred Lands Campaign Setting: Ghelspad. © 2002, White 

Wolf Publishing, Inc.
Scarred Lands Gazetteer: Ghelspad. © 2001, White Wolf 

Publishing, Inc.
Gauntlet of Spiragos. © 2014, Onyx Path and Nocturnal Media. 
Scarred Lands Player’s Guide. © 2016, Onyx Path and Nocturnal 

Media. 
Ghelspad Companion - Volume 2. © 2018, Alain Giorla


