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INTRODUCTION DENIZENS & DELVERS  

The Basic Graft 
An alternative class trading body modification and life for power.  

The graft are descendants of an ancient order who sacrificed a portion of themselves for arcane power and immortality. Individual 

members of this class may be come from any other race, sacrificing what they were previously for what they gain as a graft. Using 

dark magic, graft cover or replace portions of themselves with other materials (appearing as wood, mineral or stone), extending the 

longevity and durability of their physical forms. They also have the ability to draw arcane or extra-planar energy and shape it to their 

needs, usually in the form of a spell effect or a magically enhanced attack. The price for this ability is often one of pain as the graft 

must lose some of their life force in trade. 

Roles: 

The graft are Faustian in concept: characters literally bargain their life for power. The ultimate source of this power is left intention-

ally vague, allowing the player and their game master to develop the nature, and expression, of the sacrifice to fit the campaign. 

Though it may seem so, not every graft is power hungry. As written, the sacrifice is not mandatory, it can be ignored. Graft are the 

embodiment of the struggle within. One character could seek greater power while another struggles to deny it. Some graft might ap-

pear like golems, constructed from spare parts, others may have only subtle physical alterations. Like any class, the graft provides a 

seed for your character’s story. 

Rules: 

Mechanically speaking, the graft is light on rules and heavy with story possibilities. The basic lifepaths provide for fighting or magic-

using varieties but others could be conceived. The graft could be used in other game systems with a little creative ruling by the game 

master. 

Other races may be used with the graft class, forsaking their traditional racial heritage and abilities and retaining only the former 

race’s general outward form 
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 Exp. Hit Spells per level    

Level Points Dice 1 2 3 4 5 6    

1 0 1d8 0 - - - - -    

2 2,200 2d8 0 - - - - -    

3 4,400 3d8 0 0 - - - -    

4 8,800 4d8 1 0 - - - -    

5 17,500 5d8 2 0 0 - - -    

6 35,000 6d8 2 2 0 - - -    

7 70,000 7d8 2 2 0 0 - -    

8 140,000 8d8 2 2 1 0 - -    

9 280,000 9d8 2 2 2 0 0 -    

10 420,000 9d8+2 3 2 2 1 0 -    

11 560,000 9d8+4 3 3 2 2 0 0    

12 700,000 9d8+6 3 3 3 2 1 0    

13 840,000 9d8+8 3 3 3 3 2 0    

14 980,000 9d8+10 4 3 3 3 2 0    

Graft are individuals who have forsaken ordinary mortal ex-

istence for power, manipulation and longevity. A graft choos-
es either a martial or arcane life-path, enhancing physical 

traits and abilities through dark, eldritch rites. Arcane-graft 

have the ability to manifest power, while Martial-graft be-

come living tools of battle, all for a price. 

Through unspeakable methods, graft literally transplant or 

enhance areas of their bodies. They may look as if made of 

“stone,” “wood,” or any other naturally occurring substance 

(no processed metal or compound,) but this is only for ap-
pearance. These enhanced body modifications are physical 

manifestations of arcane energy. 

The prime requisites for graft are intelligence and constitu-

tion; to be a member of this class the character must have 
scores of 9 or greater in both. A graft gains a bonus on earned 

experience points for high ability scores. 

Graft use eight-sided dice (d8) to determine their hit 

points. Weapon skills and armor use vary by lifepath and 

are explained in more detail below. 

Eldritch Form: The act of enhancing their flesh with magic 

grants a natural AC value. Graft may reduce their constitution 
score by 1 point in order to raise base AC 1 point. (Note: this 

change is permanent and the minimum 9 constitution still 

applies.) Wearing armor of any kind negates this natural AC. 

Magic protections other than armor (rings, bracers, etc.) are 

occasionally used, but rare. 

Lifepath: Graft apprentices choose between the martial 

and the arcane for their life’s focus. The player should decide 

at creation which path the character will follow and it may 

not be changed. 

Arcane-graft: Arcane-graft use the same rules as a standard 

magic-user or wizard, with the exceptions listed here. The 

discipline and rituals of power for spells leave minimal time 
for training with weaponry, so arcane-graft are limited to 

simple weaponry: club, dagger, dart, staff. Armor and shields 

are disdained, relying instead on their eldritch enhancements. 

This lifepath casts spells as a magic-user of the same level. 

The number of “free” spells per day, and maximum spell level 
(shown as “0”), an arcane-graft may cast is shown in the ex-

perience chart. However, the arcane graft can cast a number 

of extra spells per day (equal to their current level) by sacri-

ficing 2 hp/spell level at the time of casting.  

Example: As a 1st level arcane-graft, Andromeda can only cast 

one first level spell if she sacrifices 2 hp. Upon reaching 5th 

level, she could cast  two 1st level spells at no cost, and up to 5 

extra spells (1st thru 3rd level power) for 2hp/spell level cast 

(level 1 = 2hp, level 2 = 4hp, level 3 = 6hp sacrificed.)  

Martial-graft: Martial-graft use the same rules as a standard 

fighter or warrior, with the exceptions listed here. In addi-

tion, a martial-graft may expend life energy to enhance their 

combat prowess. Sacrificing 2 hp grantss a +1 to hit and dam-
age on a single attack. The maximum that may be spent this 

way on a single attack is equal to the graft’s level. 

Example: Bishop, a 3rd level martial-graft with 18 hp, faces off 

against a heavily armored opponent. He could choose to use 6 
hp (leaving him with 12) to make an attack at +3 to hit and +3 

to damage. Or he could choose to make his next 3 attacks at a 

+1 to hit, +1 to damage by paying 2hp per round. 

 

Graft can literally destroy themselves if they are not judicious 

with their abilities, but they can be serious contenders in a 

fight. They are able to heal by normal methods (rest, clerical 

magic, potions, etc.) There are tales told of graft with healing 

powers, but they are thus far unsubstantiated. 

9th Level:  When a graft reaches 9th level they may build a 

laboratory or a training yard, often within a fortified struc-

ture. They can recruit 1-6 apprentices, ranging from level 1-3, 

to learn the rites and practices necessary for their own 

lifepath. 

Appearance varies greatly between individuals. Coloration 

and texture can range from earthy red tones (like tree bark) 

to a washed out slate gray (as shale) . While the physical du-
rability they have received is not true immortality, individual 

graft have been known to live for 1000 years. 
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Requirement(s):  INT 9+, CON 9+ 

Prime Requisites:  Intelligence, Constitution 

Alignment:  Any 

Hit Dice:  d8, +2 after 9th 

Weapon Skills:  By lifepath; see below 

Armor Allowed:  By lifepath; see below 

Special Abilities:  Eldritch Form, Lifepath sacrifice 
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DESIGNATION OF PRODUCT IDENTITY 

Denizens and Delvers™,  House-ruled Fantasy Adventure Role-playing in Deep Moldy Dungeons ™, and Baba Yaga Games™ when used in any context, are product identity. All 

artwork and logos are product identity. 

DESIGNATION OF OPEN GAME CONTENT 

All text and tables in this document, with the exception of material specifically excluded in the declaration of product identity, is open game content. 

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 dis-

play, 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 Agree-

ment 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 1.0 Copyright 2000, Wizards of the Coast, Inc. System Reference Document Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathon Tweet, Monte 

Cook, Skip Williams, based on original material by E. Gary Gygax and Dave Arneson. 

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich 

Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and Dave Arneson. 

Modern System Reference Document Copyright 2002-2004, Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, Eric Cagle, David Noonan, 

Stan!, Christopher Perkins, Rodney Thompson, and JD Wiker, based on material by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, 

John Tynes, Andy Collins, and JD Wiker. 

Castles & Crusades: Players Handbook, Copyright 2004, Troll Lord Games; Authors Davis Chenault and Mac Golden.  

Labyrinth Lord™ Copyright 2007-2014, Daniel Proctor. Author Daniel Proctor. 

The Graft, Copyright 2014. Author David Lynch.  
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