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FACE

When I saw an ad for a new RPG titled Monsters & Macic on Facebook early in 2013, I was interested by the
cover art and by the description of “cutting edge rules” that would be usable with classic DD modules. The
previews on the Mindjammer Press web site looked good, and a little research showed that Sarah Newton, the
author, had previously written a few well-received games based on the Fate system—a system that I quite liked
(and still do!).

What I had no inkling of at the time was how Monsters & Magic would inspire me. Within days of the PDF
release, [ was delving into the rules, seeing wonderful possibilities in them and peppering Sarah with questions on
the game’s G+ community. I wrote my first class for it that week (the Blademage, which you will find within these
pages), and suggested a few alternative rules in answers to the questions of others.

My friend Julian joined me in making new classes, and we began work on a monster book. I toyed with the
idea of launching a Kickstarter for it... and then I was laid off from my job at the time.

That was the spur that led me to take our monster book idea to Kickstarter as Correctanea CreaTurat. There, we
promised a book of classes and races as a stretch goal. At the time, we had a half-dozen or so classes and a couple
of race ideas. As additional stretch goals, we promised spells and magic items... and we hit all those goals!

I joked a few times on our Kickstarter that Julian and I didn’t know when to quit... and because of that, Aperita
Arcana now boasts 26 classes, 15 races, over 200 spells and over 100 magic items, and a host of new rules options,
variants, and GM advice—a far cry from the ‘few new classes and races’ we’d originally envisioned and promised!

It’s been a long road to get here, with some odd bumps along the way, but overall, it’s been a good trip... and
made more so by the fans we’ve picked up along the way! As with CorLectanea CreaTurak, there will be a Fate Core
version of this book as well, coming in early 2015. After that, look for Vinpicis er Vexatoris, coming in 2015 for M&M
and Fate Core!

Alea data est, nunc iace! (The die has been passed, now you roll it!)

Travis S. Casey
Tallahassee, January 2015
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NTRODUCTION

Welcome to Aperita Arcana for Monsters & Macic! We've packed a lot
into this book, so here’s a quick overview, and some helpful notes
about why some things are the way they are.

Chapter 1: New Classes ¢ Sub-Classes gives a variety of new sub-
classes for the existing Me&M classes, followed by new base classes,
and sub-classes for some of those. We've provided each with a variety
of advancements, extending to epic scale at the very least. If you're
looking to enhance the existing Mé&M classes, you can also ‘borrow’
appropriate advancements from these new classes and incorporate
them.

Chapter 2: Races, New & Old introduces a variety of new races for
use in your games, and adds ‘racial advancements’ for the existing
MéM races, fleshing them out a bit further. There’s also an option
for creating mixed-blood characters, who have ‘just a little’ ancestry
from a different race.

Chapter 3: Wicked Barbs, Withering Glances, ¢ the Cut Direct
expands on the use of Mé>M’s Mental Hit Points and Mental Defence
to run social combat. It introduces the idea of utilizing ‘social space’
in M&*M to add complexity to social combat and socially-focused
scenarios, covers how to build socially important NPCs without
necessarily having to make them be of a high level, and offers
some suggestions on how to run specific types of social situations,
including trials and gambling.

Chapter 4: Equipment has the expected equipment lists, but also
provides some ideas about taxes and adventurers, living expenses,
selling goods that the PCs have acquired, and using improvised
equipment. Since we’ve introduced several aquatic races, there’s also
a section focusing on equipment appropriate for adventures taking
place in an underwater environment.

Chapter 5: New Rules & Variants is a bit of a grab-bag. You'll find
help and ideas for running aquatic and aerial adventures, importing
the concept of success with consequences from other RPGs, a section
on languages and scripts, and a number of small sections on ways to
twist the rules to adjudicate some of the more complex situations

that often come up during gameplay. Also located within this chapter
are generalized advancements useful for many sorts of characters,
including a section on alignment-based advancements.

Chapter 6: Clerics, Religion, & Other Things Divine talks a bit about
designing deities for your campaign, with several examples for GMs
who want something ready to go. In addition, this chapter provides
an overview of the various sorts of divine classes in the Me&M core
book and introduced in this book, suggestions for how they might
relate to each other, and concludes with thoughts on using churches
and religious organizations in play.

Chapter 7: Magic, the Basis of Fantasy is a bit of a toolbox,
discussing how to tweak the magic system for your campaign,
introducing cantrips to M&M, and expanding on ceremonial and
ritual magic. We've also introduced a spell creation system, which
can be used either to determine an appropriate level for a spell, or
to add improvised magic to the game. Finally, there’s an overview
of each of the different magical classes, in addition to a selection of
magic-focused advancements.

Chapter 8: Magic Items introduces the idea of drawbacks on magic
items, and then provides over a hundred examples of magic items for
GMs and players to use as is or find inspiration in, each with its cost
in treasure points worked out using the rules from Mé&M (and a few
rules tweaks we’ve added).

Chapter 9: Spells, New & 0ld gives over 200 spells, all with their
levels worked out via the spell creation system outlined in Chapter
7. Many of these are ‘classics’ from DeD adapted to Meé>M’s Effect
Engine, others are original creations, and even more are re-
imaginings of classic D&D spells.

Lastly, we’ve created some Appendices, giving ideas on how
the various races presented here, in the core M&M book, and in
CoLLecTANEA CREATURAE might relate to each other, and what their
heights, weights, and lifespans might be. We’ve also broken down the
spells from Chapter 9 by school/sphere, for your convenience.

Philosophy (or How to Use This Stuff)

That’s what’s in this book. But while there’s a ton of stuff, and you can
easily just take it all and use it, our major goal in writing this book
has been teaching how to fish: that is, showing how the Effect Engine
can be used to handle various situations, and how the trait system of
MeéM makes it easy to expand on the game.

Everything in this book is meant for you to take apart, put back
together, tinker with, hack, and kit-bash to your heart’s content.
We've specifically chosen to ‘show our work’ on how we created the
magic items and spells, so you can easily modify them if they don’t
fit your vision for magic in your world. In the same way, you should
feel free to add or remove advancements from the classes, change
classes around, use some of them but not others, and so forth. The

same applies to our races: use some of them, take things you like
about them and apply them to the races from Me>M and CovLecTanea
CreaTurag, and use them as examples of how to build your own.

None of what’s in this book is ‘official'—and honestly, part of the
0ld School of RPG play is that ‘official’ basically means ‘what you can
assume will be in use at conventions’. House rules are a grand part of
the 0ld School tradition, and this book follows in that vein. It’s not
holy writ. Just because it’s been printed on paper and bound in a book
doesn’t mean you shouldn’t treat it just as you would postings on an
Internet board: take what you like and use it, change or ignore the
stuff you don’t like, and, above all else, remember that if you're having
fun, you’re not doing it wrong!

APERITA ARCANA
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CHAPTER 1:

EW CLASSES

The core Monsters & Macic book provides the traditional selection

of De&D classes—but there are many possible roles for adventurers
that lay outsid of or combine a few of those. The mechanics of M&M
support a range of activities much greater than those of traditional
De&D as well, and we wished to create classes that would take
advantage of those expanded areas of play. In particular, we wished
to introduce classes with stronger socially-oriented abilities (the

¢» SuB-CLASSES

Cultist, Duelist, Minstrel, and the Arbiter and its sub-classes), classes
that take advantage of the Effect Engine’s effect system to do magic
(the Blademage, Blood Mage, Elementalist, Enchanter, and others),
and classes centered around knowledge skills (the Wandering Scholar
and its sub-classes, along with the Religious Scholar).

Below, we present a variety of new sub-classes for Me&M’s existing
classes, and include our new classes and their sub-classes.

_Cleric Sub-Classes:

CuLTIST
Prime Attribute: Charisma
Secondary Attribute: Wisdom So I’'ve Got a Cult—Now What?
Physical Hit Points: deé . . . . .
Mental Hit Points: ds As a Cultist, your primary means of getting .thlngs done is your
Starting Money: 1d6 x 10 gp followers. Most of your advancements are likely to be about

A consummate manipulator, you use the trappings of known religions
to recruit, seduce and coerce others to your cause. Others flock to you
with a zealous need for your brand of salvation. You care little for
their souls, but more about what they can do for you. Should you ever
lose your flock, there are always more downtrodden souls out there
in search of spiritual salvation. After all, the most fervent believers
make the best soldiers.

Restrictions: You may not be of a Good alignment. Shifting to
a Good alignment causes a cultist to reject their cult and instead
become a Religious Scholar (p 10).

Cultist Traits

* My Followers Are My Weapons: you have no weapon or armour
proficiencies. Instead, you use My Many Zealous Followers—see
below.

* Charismatic Personality: for some reason, people listen to what
you have to say, even when you don’t really have that much to
say. You may use CHA instead of INT when arguing, even about
intellectual topics.

« Incite Fervour: you may use your WIS to create helping bonuses in
combat and other activities.

¢ Read and Write.

* Manipulative: you count as having a weapon in social combat when
accompanied by your followers. See My Many Zealous Followers.

+ Others Were Meant to Serve: you have mental armour in social
combat. See My Many Zealous Followers below.

Choose one of the following:

+ Political: your movement believes that kingdoms should follow its
doctrine if the world is ever to become the paradise it was meant
to be. Use this as a trait bonus for political actions, knowing who
the power players are, and so forth.

» Doomsday: your movement is based around preparing for the soon-
to-come world-ending disaster or the cataclysm heralding the
end of all things. Use this as a trait bonus for knowledge about
prophecies about the end and things related to it.

your followers and what they can do, rather than what you
personally can do, but this is not a requirement—if you wish,
you can take normal personal advancements.

Don’t forget that acting through your followers allows you
to split effect points among multiple targets! This essentially
gives you an area of effect attack, following the rules on M&M
p 59—but one where you can pick and choose your targets
individually.

The same applies when performing helping actions—you can
make multiple helping actions at once, splitting your followers
up to help different PCs. If you’ve taken Skilled Follower multiple
times, the GM should allow you to ‘provide’ skills to PCs in
different locations, by sending the appropriate followers with
them.

* Destructive: your movement believes that certain people, aspects of
society, or entire cultures must be destroyed in order to make the
world a better place. Choose what it is your cult believes must be
destroyed. You may treat that thing and representatives of it as a
favoured enemy.

Cultist Advancements

+ Tenets of Power: you have a basic understanding of magic and have
incorporated it into your religious doctrine. Choose one type of
magic: cleric, druid, magic user, or specialist magic user. You
are considered knowledgeable in the practices and trappings of
your chosen magic, and you use such knowledge in your doctrine
to convince converts of the ‘truth’ of your teachings. You gain
cantrip-level magic in your chosen type, allowing you to create
brief, non-combat effects. Your spellcasting attribute is WIS.

+ Cult Knowledge: you gain knowledge of religions, specializing in the
practices and beliefs of small cults such as your own.

« Extort the Faithful: when you need a piece of equipment or a
service, you may make a CHA check, including your manipulative
weapon bonus. If your total is equal to or greater than the gold
piece cost of what you need, one of your followers provides you it
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for free. You retain the use of
the item or service for the rest
of the session, or longer if the
GM decides it makes sense.

+ Skilled Follower: you have a
follower who is trained in a
practical skill. Choose the skill
(e.g., blacksmithing, carpentry,
lockpicking, breaking and
entering....) when you take this
trait. Via your follower, you
may take actions using that
skill with a trait bonus. Since
this is the follower’s skill and
not yours, you do not have
access to it if you are separated
from your followers—however,
it’s also possible for you to use
it ‘remotely’ by sending your
follower to do something.

* Master Manipulator (heroic
scale): you may use your
followers’ social weapon bonus
even when your followers are not actually with you.

+ Second-in-Command (heroic scale): you gain a follower who is more
useful than your other followers, and helps you to manage them.
If you have Skilled Follower(s), you may convert one of them into
your second-in-command once you have reached heroic scale,
replacing the Skilled Follower. This is a sidekick (Me&*M p 70).

+ Ascension (epic scale): You have gained abilities due to a
combination of the belief of your followers and magic or a pact
with a powerful being. You become a Champion, gaining the
Champion of the People trait (p 57). You may now take Champion
advancements when you advance. This does not count as multi-
classing.

* Acquisition of Power (epic scale, requires Tenets of Power): between
your own researches and the belief of your followers in you,
you have begun to acquire actual magical power. You gain the
spellcasting powers of a 5th level cleric, druid, magic user, or
specialist magic user—the same type of caster that you chose
for Tenets of Power. Regardless of which type you have, your
spellcasting attribute is WIS. If you have cleric powers, you must
define your god(s)—who may be new ones that have been created
by the belief of your cult! Regardless of type, you advance a level
of spellcasting power with each new level you gain. You may
not take this trait more than once, and cannot take both it and
Ascension.

Other Advancements
* Air of Mystique (p 125).
* Everyone’s friend (p 125).
* Faithful (p 125).

+ Leave me out of this! (p 124).

« Skirting the law (must be Neutral with respect to Law and Chaos; p
124).

My Many Zealous Followers

As mentioned above, your followers are your weapon and armour.
In game terms, they’re treated as such. The Zealous Followers table
should be used for weapon and armour ratings, based on your scale
(determined by level) and the quality of your followers.

If you have a Political cult, then you are rated as having a Good social
weapon, Middling social armour, Poor physical weapon, and Middling
physical armour when accompanied by your followers.
With a Doomsday cult, you have a Poor social weapon, Middling
social armour, Middling physical weapon, and Good physical armour.
With a Destruction cult, you have a Middling social weapon, Poor
social armour, Good physical weapon, and Middling physical armour.

Example: Xylia, a 6th level cultist with a Political cult gains a
+2d6 weapon bonus with social attacks where the cult can
be helpful, and +3 social armour. Physically, the cultists’
immediate followers are worth a +1d6 weapon, and +3
armour.

Your followers are treated as normal followers (M&M p 70). For
mechanics purposes, you have a number equal to your level, but

the actual number is higher (essentially, your followers are lower
quality than normal). Should you be deprived of all of them, then you
lose the benefits granted by My Many Zealous Followers until you can
replace followers.

Table 1: Zealous Followers

Adventure Heroic Epic Legendary Mythic

Good 1d8/+2 2d6/+5 2d8/+7 2d10/+9 3d8/+12
Middling 1d6/+1 1d10/+3 2d6/+5 2d8/+7 2d10/+9
Poor 1d4/+0 1d6/+1 1d8/+2 1d10/+3 1d12/+4
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RELIGIOUS SCHOIAR

Prime Attribute: Wisdom
Secondary Attribute: Intelligence
Physical Hit Points: da

Mental Hit Points: d1o
Starting Money: 1d6+2 x 10gp

Some clerics choose to serve their gods through the gathering and
spreading of knowledge—about the beliefs and practices of their
religion, the wants of the gods, and knowledge that can help their

fellow believers. Some choose to cloister themselves away with others

of similar bent, but there are others who venture out into the world

to help their fellow men and women. You are one of the latter, set on

using your knowledge to do good works.
Restrictions: You may not be of an Evil alignment. In addition,
your order requires vows. Take three of the following vows:

* Charity: you are required to render what aid you can to the poor
and others in need.

Chastity: you may not become married, nor have sexual relations.

Mercy: you may not kill, unless absolutely required to for
self-defense. In any case, before killing, you must offer the
opportunity to surrender if at all possible.

Obedience: to your religious superiors, even when you disagree
with them.

gp at a time, and may not acquire accoutrements beyond a staff,
robes, and necessities of travel. You may have a riding horse,
donkey, or other such mount, but not a war mount. If holy relics
or other magic items come into your hands, you may keep them,
but must use them for the common good.

Purity: you may not use arcane (non-clerical) magic, nor allow it
to be used upon yourself. You may use this as a trait bonus when
resisting magic being cast upon you.

Silence: you may not speak. You may communicate via sign
language or in writing. Give yourself Sign Language as a bonus
language in which you are fluent.

Temperance: you may not drink alcohol, nor use any sort of mind-
altering drug. This includes potions with mental effects.

-

Truthfulness: you may not tell a direct lie, nor give deliberately
misleading answers to direct questions.

Religious Scholar Traits
« Use Quarterstaffs and Daggers.
¢ Use no armour.
¢ Read and Write.

* Religious Knowledge: you are well-versed in the theology, dogma,
and ceremonies of religion, even the more esoteric or obscure
ones. Gain a trait bonus when dealing with or knowing about
such matters.

+ Secular Knowledge: choose an area your character is knowledgeable

in. This should be something relevant to helping others—law,

agriculture, psychology, etc. It may not be a field of magic or war.

Religious Scholar Advancements

* Wisdom in All Things: when making a persuasive argument, the
religious scholar may use WIS instead of CHA. This applies only
if the argument is in keeping with one of the religious scholar’s

Poverty: you may not accumulate more wealth than you need, and
must live simply. In game terms, you may not keep more than 20

.

vows—for example, persuading a crowd to spare someone for a
scholar with a vow of mercy, or persuading people to help those in
need with a vow of charity.

Decipher Languages: this counts as a trait for deciphering any
writings.

Skilled Researcher: in any situation where characters are
performing research as an incremental check, a religious scholar
can make two checks in each period.

The Gods Are Watching: when attempting to intimidate or resist
intimidation, the religious scholar may use WIS and gain a trait
bonus.

Holy Sermon (heroic scale): you can inspire people to great efforts
by telling the stories of your faith. By this means, you may
grant helping bonuses at scale, helping scaled entities or all
those nearby with a single action. These helping bonuses apply
only when the goal being helped with is in line with one of the
scholar’s vows. Said sermons may also be used to perform mental
healing, working via the first aid rules (Me*M p 38).

Armour of Faith (heroic scale): you may use WIS to determine your
physical defence rather than DEX. You may choose to roll defence
against a physical attack after seeing the result of the attack
roll, but if you do so, you must take what you roll. If you were
required to roll defence already, this allows you to roll again, but
you must still take the second roll’s result even if it is worse.

Divine Inspiration (heroic scale): once per session, you may make
a knowledge roll that would normally require research without
having to take time to do research.

Integrity of Mind (heroic scale): you gain +5 armour against mental
attacks. You also gain a trait bonus to resist all mental attacks.

To Live by the Sword is to Die by the Sword (heroic scale, requires
Armour of Faith or Integrity of Mind): when you successfully defend
against an attack with your Armour of Faith or Integrity of Mind,
you may riposte against the attacker (Me&>M p 47) as a minor
consequence to them, causing the same sort of damage that the
attacker was attempting to inflict.

Holy Proclamation (epic scale, requires Holy Sermon): you may use
the effects of Holy Sermon at epic scale and above (when you
achieve a level appropriate to higher scales), through the means
of writing proclamations about the faith to be read throughout
an area.

Faith of the Masses (epic scale, requires Holy Proclamation): by means
of a Holy Proclamation, you may create a scaled effect representing
the aid of the faithful on a scaled task. This effect is applied to
appropriate construct(s).

Quiet Example (epic scale): you may help others, as per Holy Sermon,
without actually doing anything—simply by the example of your
own actions, or even lack thereof. This does not require you to
have the Holy Sermon advancement. If you have To Live by the
Sword is to Die by the Sword, you may chose to use consequence
points from a failed attack against you to help others instead of
for a riposte.

By My Blood Be Sanctified (epic scale, requires Quiet Example and To
Live by the Sword is to Die by the Sword): once per session, when you
are attacked, you may waive your defence, defending with an
effective defence roll of 3. When you choose to do so, you receive
effect points equivalent to those that your attacker generates,
which you may then spend via Quiet Example and/or To Live by the
Sword is to Die by the Sword. Regardless of how you spend these,
you take the full damage and effects from the attack. However,
even if the attack kills you, you still may spend the effect points
you gained.

10
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When using this ability, Quiet Example may be used to heal
not only mental damage, but also physical damage on those it is
being used to assist.

Other Advancements
+ Well-traveled.
* Faithful (p 125).
+ Patient restraint (must be Lawful; p 124).
+ Shining example (must be Good; p 124).
+ Followers (heroic scale): you gain followers (Me&M p 70).
+ Sidekick (heroic scale): you gain a sidekick (Me&*M p 70).

+ Build Monastery (epic scale): you build a monastery as a stronghold;
this is an epic scale construct (Me&M p 62).

Vows

Your vows count as traits. You may gain a hero point when a vow

significantly complicates things for you, and you may use a vow for
a trait bonus when appropriate (e.g., against seduction attempts for
Chastity, or against a magical compulsion to kill someone for Mercy).

You are bound to the spirit of your vows, not merely the letter: no
lawyerly wrangling about what constitutes ‘being poor’, or ‘sexual
relations’, or how much wealth you ‘need’. Any attempt to wiggle out
from under a vow is considered a violation of the vow.

The GM judges the severity of violations of your vows. When you
violate a vow, you acquire censure. A censure is a consequence placed
on you by your god(s), of a degree equivalent to the degree that you
violated your vows.

The GM should be creative with censure, and make the punishment
‘fit the crime’. The GM is not required to tell the player when the
character acquires censure, but must let them know the first time
the censure is actually activated (i.e., actually gives a penalty). A
censure can be removed by the character performing a penance of
appropriate degree, which should also match the ‘crime’.

For example, a violation of truthfulness by telling a ‘white lie’
would be considered minor at worst, giving a minor censure—this
might be something like the character feeling an urge to blurt out
uncomfortable truths. A major lie—e.g., lying for personal gain—
would give a major censure. Perhaps the character’s voice becomes
barely audible, or they are beset by pangs of conscience that give
them a penalty whenever interacting with the person they lied to (or
to similar persons, if they’re not likely to interact with the same one
again). An appropriate major penance might be to give up whatever
they gained from the lie—possibly by going and confessing to the
person they lied to.

An extreme violation would be one that harms someone else
significantly. Extreme censures can be outright magical in effect—
such things as the character’s voice becoming the braying of an ass,
all money they pick up slipping out of their hand, or any weapon
they pick up turning on them and inflicting an injury. Extreme
penance will usually require a pilgrimage, major sacrifice, seeking the
intercession of an important person, performing a quest for the god,
or so forth.

So What's Scholarly Here?

Our intent with the Religious Scholar class is to model a
Western-style monk... or a more authentic Eastern-style monk,
for that matter, rather than a martial-arts focused one. Making
that an adventuring class requires some sort of extraordinary
abilities, so we decided to focus on the ability to inspire others
and on the non-violence aspect of things, giving our religious
scholar characteristics somewhat like the Arduin Trilogy’s Saint
class.

In some ways, this class is probably better suited for NPCs,
but it can make a unique challenge for a player who’s willing
to give it a try! It could make an interesting leader for a
religiously-based party, and at higher scales, can be quite
effective in a politically-oriented campaign.

APERITA ARCANA
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SHAMAN
Prime Attribute: Wisdom
Secondary Attribute: Intelligence
Physical Hit Points: 1d6
Mental Hit Points: 1ds
Starting Money: 2d4x5gp

You are an initiate of the ways of the spirits. Your task is to deal
with spirits of all sorts, preventing them from doing unnecessary
harm and guiding people in how to interact with them. This includes
gods as well as lesser spirits, but you are not devoted to one god or
goddess. Rather, you assist in dealing with them all.

Restrictions: you must be of an alignment with a Neutral
component—since you must deal with many spirits, extremes in
your point of view are unhelpful. Either or both components may be
Neutral, allowing you to be Neutral Good, Lawful Neutral, Neutral,
Chaotic Neutral, or Neutral Evil. A Shaman who drifts to a non-
Neutral alignment must become another clerical class. Most often
this will be Cleric or Religious Scholar, but Cultist is also a possibility.

Shaman Traits

* Weapons of Defence: you are proficient in the dagger, club, and
quarterstaff.

* Religious Lore: as cleric; you are focused more on the day-to-day
requirements of the gods and their interactions, however.

« Spirit Lore: you have knowledge of ghosts and other ‘general
spirits’—especially those who are capable of possessing and
controlling people—and of their hierarchies.

« Spirit Perception: by inspecting an area or person for a turn, you
can determine whether or not a spirit is inhabiting that area or
person. This does not automatically give you knowledge of the
type of spirit; for that, use an appropriate Lore.

« Armoured Spirit: you have resistance to mental attacks of magical
or otherwise supernatural nature. This includes, but is not
limited to, possession attempts, fear and charm spells, the
charming effects of nymphs and sirens, vampiric charm, and
so forth. It does not aid against magical attacks that use mental
defence, but do not affect your mind or behaviour, such as
paralysis or polymorph attacks.

Choose one of the following:

* Exorcist: you can repulse and command away ghosts and corporeal
undead. You may Turn Undead as a cleric, but are also capable
of more advanced uses. This allows you to use the ability
repetitively, to focus it on particular target(s) instead of using it
as an area effect, and to use your Armoured Spirit trait to reduce
consequence points resulting from unsuccessful use.

* Medium: you can communicate with the spirits of the dead, even
when they might not be able to do so otherwise. Gain a trait
bonus when dealing with any spirit that is trying to communicate
with the living, since it can inherently sense your ability to do so.
Gain a hero point when this creates complications for you.

You may take the other trait as an advancement.

Shaman Advancements

+ Animal Companion: attract a normal animal as a sidekick (Me&M p
70). You may take this at any level.

« Armour Binding: by binding a spirit into armour, you temporarily
give the armour a resistance trait appropriate to the type
of spirit. Thus, a fire spirit could grant resistance to fire or

resistance to cold; a demonic spirit could give resistance to
possession or to darkness-based attacks; and so forth. This lasts a
turn. You may bind a spirit to one set of armour at a time.

This is much like signature armour, and can be used to give a
simple +1. It differs in being temporary, requiring a spellcasting
check, and allowing you to change the effect granted and the
armour to which is is granted.

.

Demon Lore: as Spirit Lore, but for demons. Extends Exorcism and/or
Medium to affect demons and demonic spirits.

.

Disease Lore: you are skilled in the treatment of diseases via herbs
and other medicinal methods—and in the lore and handling
of disease spirits. You may use this as a trait to cure diseases,
including magical ‘disease curses’ such as lycanthropy.

Empyreal Lore: as Spirit Lore, but for empyreals. Extends Exorcism
and/or Medium to affect empyreals.

Escort the Dreadful: you can help, or force, the spirits of the dead
to reach the afterlife. Treat as Exorcism; however, if you reduce
the spirit to zero MHP, you can send it on to the afterlife. For an
extreme effect, you can force or persuade it to tell you what it
needs in order to ‘move on’ on its own, if that is a possibility.

Fey Lore: as Spirit Lore, but for fey and related creatures (including
nymphs, fauns, and other “optionally fey” creatures). Extends
Exorcism and/or Medium to affect fey and nature spirits.

Speak to Animals: choose a type of animal (e.g., wolf, squirrel,
lizard, snake). You may communicate with that type in basic
ways, and use your CHA and appropriate traits with them.

Spiritual Symbol: you have a weapon—one in which you are
proficient—which has been adorned with a special symbol. It
functions as a blessed weapon for striking demons and undead.
This advancement does not grant it an attack or damage bonus in
combat, but does give a +1d6 damage die bonus when wielding it
while performing an Exorcism.

Weapon Binding: This functions as Armour Binding, but for weapons.
Example traits include flaming for a fire spirit, slow-healing wounds
or painful wounds for a demonic spirit, weapon of the light for an
empyreal spirit, and so forth.

Awaken Spirits (heroic scale): you may awaken a group of spirits
to aid you. Mechanically, these function as followers (M&M p
70). You may determine the type of spirits you are awakening
when you use this, but may not change them during the same
scene. Further, the type of spirits you are awakening must be
appropriate to the area, subject to the GM’s discretion. (For
example, the GM may veto your awakening water or rain spirits
in a desert, or wind spirits deep underground.) If you take this
advancement, you may not also have normal followers.

* Channel For the Other Side (heroic scale, requires Medium): by
binding an appropriate spirit, you can grant yourself additional,
temporary traits. Once per in-game day, you may attempt this.
Choose the level and class of the spirit you are trying to bind. (Its
level may not be higher than yours.) Then, roll to bind the spirit,
at a difficulty of twice the spirit’s level, plus a base depending on
the prime attribute of the class of the spirit you are summoning:

Wisdom: 20
Intelligence or Charisma: 15
Other: 10

If you succeed, you acquire a trait a character of that class and
level could have, excluding spellcasting traits and class-specific
advancements for classes you do not have. Your trait bonus from
the trait is limited by the level of the spirit, and lasts for one
turn; you may buy another turn of duration as a minor effect. For
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example, if you were binding a 6th level magic user (difficulty 27),
and got a total roll of 38, the trait gained could last three turns.

If you fail, you take consequence points. These may be
expressed as headaches, temporary loss of the use of one of
your traits, nausea, confusion of your memories with some from
the spirit you attempted to bind, or anything else that fits the
circumstance.

The binding takes a full round to perform, during which you
may perform no other actions. The round following is the first
round of the binding’s duration.

Companion Spirit (heroic scale, requires Channel for the Other Side): you
have a companion spirit of a particular class. You may use Channel
for the Other Side to gain class-specific advancements of that class,
provided you otherwise qualify for them, but not spellcasting
advancements.

Empowered Familiar (heroic scale, requires Companion Animal):
you have bound a minor spirit into your companion animal,
making it a familiar. It now understands Common and your
native language, and can speak them if it has appropriate vocal
apparatus. You may take familiar advancements for it.

Greater Speak to Animals (heroic scale): choose a class and size
category of animals (e.g., small reptiles, large mammals, medium
fish). You may speak to animals of that categorization, as per
Speak to Animals. If you already have Speak to Animals, you can
switch it out for another advancement when you take this.

Spirit Bar (heroic scale, requires Exorcism): you may use Exorcism to
bar demons or spirits from entering an area. Make a WIS check
against difficulty 10, and spend effect points to create an effect of
exorcised ground which will give penalties to demons and undead
entering the area. With an extreme effect, you can keep demons

and undead of level 4 or less from entering. For higher level
ones, the effect needed is of the same degree level as the scale
corresponding to their level (e.g., heroic for level 5-9, epic for
10-14, and so forth).

* Bound to the Land (epic scale): you have bound yourself to the spirits
of the land you dwell in. This permits you to act at epic scale with
respect to the spirits of the land and things they can directly
influence (e.g., plant growth, the weather, etc.).

* Mastery of Self (epic scale): you are immune to possession and
attempts to capture or ‘bottle’ your spirit/soul. You are also
resistant to mental control, gaining the maximum trait bonus of
twice your level against it.

+ Spellcasting Channeler (epic scale, requires Channel for the Other Side):
gain a Companion Spirit of a spellcasting class, who can grant you
the spellcasting trait of that class. You cast spells as if your level
in that class were half your Shaman level, but using your WIS as
your spellcasting attribute.

Other Advancements

+ Alchemical Lore: can identify and knows the uses of herbs and
chemicals in making potions and other concoctions. Can also
identify the finished products, whether produced by alchemy or
magic.

* Magical Lore: you have studied the beliefs and practices of magic
users, and may use this trait to identify spells and magical items.

* Nature Lore: you know the ways of nature, particularly when
dealing with animals and plants, how to interact with them, and
their uses.

APERITA ARCANA
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Fighter Sub-Classes:

BARBARIAN
Prime Attribute: Constitution
Secondary Attribute: Strength
Physical Hit Points: ds
Mental Hit Points: ds
Starting Money: 2d4 x 10gp

Wild and free, you believe respect is something to be earned based on
one’s deeds, not because of fancy titles, wealth, or who one’s father
or mother was. Others see you as uncivilized and uncouth; you see
“civilization” as nothing more than a thin veneer of false politeness,
behind which predators much worse and less clean than any wolf or
bear hide their true intentions.

Restrictions: You may not be of a Lawful alignment.

Barbarian Traits

* Honest Tools of an Uncivilized Age: you are proficient in the use of
daggers, swords (single and two-handed), axes, bows, spears,
slings, clubs, and your fists. You are also proficient in grappling.

+ Plain and Simple Armour: you may use leather, hide, scale mail, or
chainmail armour. You may not use a shield. You may not gain
social combat bonuses from armour unless and until you take a
trait that allows you to.

* Unlearned is not Unknowing: you have a trait bonus when knowledge
of survival, animals and their habits and reactions, or the baser
motivations of people are involved. Note that this includes telling
someone’s true motivations when they are trying to conceal
them.

¢ Great Endurance: gain a trait bonus for any test of physical or
mental endurance.

+ Climbing and Stalking: you know how to move silently and unseen,
and how to climb sheer surfaces.

Choose one of the following:

* One of the Horde: you've grown up in the traditions of a nomadic
barbarian band. You have a working knowledge of riding, caring
for riding animals, selecting a good steed, and fighting from
horseback.

* Escaped From Slavery: from your years of enslavement and
subsequent escape, you have gained a working knowledge of
locks, bars, the habits of guards, pickpocketing, and means of
passing signals surreptitiously. You have also gained a hatred of
slavers and their enforcers, and a desire to see other slaves freed.
Gain a hero point when this causes you major complications.

Note that you may acquire the other as an advancement, if you wish.

Barbarian Advancements

¢ Acts of Savagery: based on your ‘reputation’, people expect you
to be quick to anger and violence. Gain a trait bonus when
attempting to intimidate others via savage means. Gain a hero
point when this causes you major complications.

+ Born to Do Battle: gain resistance to fear, intimidation, pain and
mental domination while in battle.

* Cat’s Reflexes: gain a trait bonus for contests of speed. When rolling
physical initiative, you may use this as a half-level secondary
trait bonus.

+ Survival Instinct: when surprised, instead of automatically losing
the round, you roll for initiative, but with 2d6é instead of 3d6.

+ Savage Superstition: you have a great dislike of magic. This could
be a fear that all magicians are dealing with demons or other
unclean spirits, or a simple hatred of arcane powers that seem
unfair compared to sweat, steel, and sinew. Either way, gain a
trait bonus when resisting magical compulsions, intimidation
by magicians, or the lure of magical weapons and other magical
rewards. You may also take a trait bonus to your attacks when
fighting against someone using such “unclean” or “unfair” means
of combat.

You may not take this advancement if you are capable of
casting spells.

¢ Unleashed Fury: in combat, you may go berserk, giving yourself
3d8 as your basic roll for attacks, while reducing your physical
defence to 2d6 and requiring that you roll rather than using
static physical defence. You must select a target for your fury: the
bonus to attack applies only to that target. Your fury ends when
that target is dead, or further pursuit of the target is impossible.
If the target attempts to flee, you must pursue to the best of your
ability. This is a stance.

+ A Leader to Die For (heroic scale): when commanding a scaled force,
you may use effect points on your own attacks to heal MHP
damage they have taken while in combat. Treat this as a first aid
check. As usual, you may not heal them again until they have
taken more damage. You must be participating in the battle in
visible fashion to use this.

+ Fear No Man Nor Beast (heroic scale): you are resistant to non-
magical fear and intimidation effects, gaining the maximum trait
bonus of twice your level against them. Against magical effects of
such nature, you gain a normal trait bonus.

+ Uncontrollable Fury (heroic scale, requires Unleashed Fury): when
in the Unleashed Fury stance, you may choose to roll 2d6+6 for
mental defence.

* Reserves of Strength (epic scale): once per game day, you may
remove an effect of extreme or less strength that is on you, if it
can be reasonably explained by you having physical toughness
beyond that of normal men. This requires no roll.

+ Unbreakable Will (epic scale, requires Fear of No Man Nor Beast): you
are now immune to non-magical fear and intimidation effects.
You are resistant to magical ones, gaining twice your level as a
trait bonus against them.

+ Unstoppable Fury (epic scale, requires Uncontrollable Fury): when in
the Unleashed Fury stance, you cannot die or be mentally taken
out. The GM tracks your PHP and MHP while in the stance, and
does not tell you how much damage you are taking; no matter
how much you have taken, you continue to function as if you
were at full PHP and MHP while your fury continues. When
your fury ends, you immediately drop to the true value of your
PHP and MHP, suffering the full effects thereof. Unstoppable
Fury is optional: you may choose not to use it when entering the
Unleashed Fury stance, but if you do so, you cannot activate it
during that fury. You must state to the GM whether or not this is
activated when you enter the Unleashed Fury stance.

Other Advancements
+ All-Out Attack stance (M&M p 42).
* Animal Handler (p 125).
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Cleave special effect (Me&M p 47).

Damage Focus stance (Me&M p 42).

Dirty Fighting: through many years of fighting, you have learned
many tricks—from practice and from having had them done to
you before. You are skilled in such tactics as throwing sand in
your opponent’s eyes, cutting the straps of their armour, sucker
punches, hamstringing, and so on.

Grappler (p 125).

.

Trapper (p 125).

.

Followers (heroic scale): you gain followers (Me&M p 70).

Sidekick (heroic scale): you gain a sidekick (Me&M p 70).

Warlord of the Clans (epic scale): you have an army under your
control. Most likely this is a force of barbarians, but if you prefer
a different sort of force, simply rename it. Mechanically, this
is simply an army construct under your control (Mé&M p 64, PC
Constructs).

The barbarian that we present here is based primarily on those
from classic sword & sorcery works: Conan, Kull, Throngor,
and so forth, and a bit of borrowing from classic space

fantasy as well, most especially Eric John Stark. Thus, we’ve
emphasized the barbarian’s quickness, reflexes, endurance,
and knowledge of survival.

Modern versions of De&xD tend to focus on the idea of the
barbarian as a savage, emphasizing berserk rages; however,
Me&M already has a Berserker class given as an example (p 61),
so we didn’t feel the need to duplicate that. We did create a
few rage-focused advancements for the barbarian, for those
who like their barbarians like that; these could also be used to
expand the Berserker class.

Centaur Barbarian
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GLADIATOR
Prime Attribute: Strength
Secondary Attribute: Charisma
Physical Hit Points: ds
Mental Hit Points: ds

Starting Money: special; see Starting Equipment Sets below

You learned your trade in the arena, battling for the amusement

of others. You either rose to the tops of the ranks and earned your
freedom, or managed to escape. Either way, you've developed as
much mental toughness as physical, through bearing up under the
scrutiny of the crowd, the lash of the trainers, and against the taunts
and insults of the other gladiators.

Gladiator Traits

+ Gladiator armour: you are proficient in the use of shields, bucklers,
light armour, and specialized gladiator armour (see list below).

» Gladiator weapons: you are proficient in the use of the dagger,
javelin, lance, short bow, shortsword, spear, and trident from
the Me&*M core rules, along with the cestus/myrmex, club, rete,
gladius, scimitar, lasso, and whip from this book.

» Dirty Fighting: you’ve learned many tricks—from practice and from
having had them done to you. You are skilled in such tactics as
throwing sand in your opponent’s eyes, cutting the straps of their
armour, sucker punches, hamstringing, and so on. In addition,
you may add this trait to defence against such tactics.

+ I Am Not an Animal!: gain a hero point when others treat you as
something less than a person in a way that creates significant
complications for you. You may also use this for a trait bonus
when attempting to make someone underestimate your
intelligence.

+ Play to the Crowd: you know how to work a crowd and get them
on your side. Use this as a trait when attempting to persuade a
large group of people. You may also do this as an extra action to
impress onlookers when in combat, without suffering any penalty
to your normal combat actions or to this one.

* Barefooted: you are used to fighting barefoot. As a result, your
feet have become very tough. You may take a trait bonus in any
situation where you are trying to keep your footing, and your feet
are treated as if you were wearing boots, even when barefoot.

Choose one of the following as your Favoured Foe:

+ A Class of Animals or Monsters (e.g., canids, felids, lizards,
arachnids...)

* A Particular Race
* Heavily Armoured
« Light or No Armour

When fighting against your favored foe, you gain a trait bonus. This
applies to attacks, defences, and to knowledge of how they attack and
what their weaknesses and attack characteristics are. You may use
this like a Fighter’s Fighting Lore, but restricted to your favoured foe

type.

Gladiator Advancements

* Are You Not Entertained?: this is a stance that enhances Play to
the Crowd. While in this stance, you must roll physical defence
instead of using your static AC; however, by making extremely
flashy moves, you may attempt to impress watchers, using 3d8
for your roll to do so rather than the normal 3de.

Battle Tempo: you are experienced with the give and take of
combat, especially where multiple fighters are involved. This
allows you to anticipate when others will act, and time your own
attacks to break their rhythm. To do so is a major effect, which
prevents your opponent from taking their next action. You may
not do this to the same opponent in two subsequent rounds (i.e.,
your opponent must be allowed to act at least every other round).

-

Pankration: you are proficient in unarmed combat, and gain a trait
bonus both to attack and defence when unarmed or wearing cesti
or a set of myrmex. Further, you are skilled in grappling, and
may use your effect points with pankration to inflict appropriate
consequences on opponents. You may use grappling even when
fighting with weapons.

Dimachaerus: you are able to wield two weapons with great
efficiency in battle. You may use a dagger, shortsword (including
gladius), or scimitar as an off-hand weapon, either adding its
damage dice to attacks, or using it to parry while attacking.

Surrounded by Cowardly Dogs: when outnumbered, you may use
aminor effect off of a successful physical attack to make an
intimidation attack (i.e., a mental attack) against your foes.

There’s No Peace in This World: through years of being surrounded
by violence and the violent, you have learned to constantly be on
your guard. Take this as a trait bonus to avoid surprise, to sense
danger, and to increase initiative.

.

From My Cold, Dead Hands (heroic scale): you are exceedingly
difficult to disarm. Use this as a trait bonus to resist attempts to
disarm you. Further, disarming you requires an extreme effect.

Hate Keeps a Man Alive (heroic scale): you may remain conscious
and active while at zero PHP or below; you still die at -10 PHP.
In addition, while at or below 0 PHP and fighting, you may
regenerate 3 PHP as a major effect. This may bring you to positive
PHP.

We Must Remain True to Ourselves (epic scale): you are a natural
leader, capable of inspiring great loyalty. Use this as a trait
bonus when leading others, provided that the goal you are
leading them toward is in line with either your alignment focus
or your personal goal. Further, you may inspire troops as per
the Fighter’s Leadership in Battle under the same conditions. This
extends to constructs of your scale or below.

With None to Stand Beside Me (epic scale): when fighting without
allies, or with all allies rendered incapable of fighting, you count
as resistant to normal physical attacks, getting a total trait bonus
equal to twice your level.

Other Advancements

+ Blind-fighter: you have been trained in fighting in the dark or while
blindfolded. You may treat blindness and darkness consequences
as if they were one step lower than they are. Thus, you may
ignore minor ones, take a -2 from major ones, and so forth.

Mounted Combat: you are competent to use a mount in combat, as
per the standard rules (Me&*M p 83).

-

All-Out Attack stance (M&M p 42).

Cleave (Me&*M p 47).

Damage Focus stance (MM P 42).

Helmet attack (p 125).

Intimidating style (p 125).

Pommel attack (p 125).

Stalwart Defence stance (Me&M p 42).
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Gladiator Armour
Helmet
Galerus (shoulder shield)
Greaves
Manica (arm armour)

For a gladiator, each of the above pieces of armour give a +1 to
Physical Defence, except for the Manica, which grants a +2. However,
this bonus cannot be combined with any regular sort of armour,
except a shield. See the Equipment chapter for prices (Melee Weapons
table, p 107).

Starting Equipment Sets

A beginning gladiator takes one of the equipment packages below;
some of these grant a bonus advancement as well. In addition, they
gain (1d4-1) x 10gp in starting money, which may not be spent on
armour or weapons.

Cestus: greaves, manica, loincloth, cestus. Gains the Pankration
advancement for free.

Dimachaerus: greaves, manica, loincloth, two gladii. Gains the
Dimachaerus advancement for free.

Hoplomachus: helmet, greaves, manica, loincloth, small shield,
spear, and gladius.

Laquerius: loincloth, manica, galerus, lasso, and dagger.

Murmillo: helmet, greaves, manica, loincloth, large shield, and
gladius.

Retiarius: loincloth, manica, galerus, trident, rete, and dagger.

Samnite: helmet, large shield, and gladius. Choose one bonus
gladiator advancement.

Thraex: helmet, greaves, manica, loincloth, small shield, scimitar.

Gladiator References

We’ve drawn heavily from the historical Roman gladiators
here; if you'd prefer a bit less of a Roman feel, you may wish
to get rid of the equipment sets and special gladiator armour
in favour of starting money and more normal armour. Several
of the traits and advancements are references to the movies,
Ben-Hur, Spartacus, and Gladiator.

It’s not uncommon in fantasy for characters to have a
background as a gladiator—if the GM and players like that, but
don’t want a bunch of full gladiators running about, multi-
classing (M&M p 59) can make a good option, or the GM may

be taken by other fighter classes.

Yisisir Gladiator

(s -

wish to allow some of our gladiator traits and advancements to
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KNIGHT-ERRANT
Prime Attribute: Strength
Secondary Attribute: Charisma
Physical Hit Points: d1o
Mental Hit Points: dé
Starting Money: 2d6+6 x 10gp (Note: must buy the

best armour possible, consistent with
also buying a sword or other primary
weapon.)

The most honourable of all warriors, the knight-errant maintains
the law and ensures peace by following the Code of Chivalry. Coming
almost exclusively from the upper classes, knights-errant focus
on mounted combat, using gear appropriate to horseback. They
normally eschew ranged combat as dishonourable, preferring to close
with opponents and fight directly.

Restrictions: You must be of a Lawful alignment. See Defender of
Chivalry below.

Knight-errant Traits

* Weapons of a More Civilized Age: proficient in all melee weapons
except the garrotte.

* Armour Training: you are proficient in the use of all armour and
shields.

* Defender of Chivalry: see below.

* Trusted Steed: a knight-errant begins play with a horse; see below
for statistics. This trait also includes training in mounted combat,
as per “Mounted Actions” (M&M p 83).

* Heraldry: know about the nobles of your realm and neighboring
areas, their coats of arms, famous deeds, etc.

+ Gallantry: you are as brave as the stories say you should be, gaining
a resistance to intimidation and fear effects.

Knight—errant Advancements
+ Leadership in Battle: as fighter (Me&M p 18).

* Master of Arms: a recognized master of weapons, you have taught
many others. As such, you are familiar with many styles of
combat. Use this to create effects based on knowledge of an
opponent’s combat style.

* Master of Horse: other knights ride their horse competently; you
are an expert, not only with your own horse, but with horses in
general. You may use your training in mounted combat with any
horse, even those that are not war horses.

* My Liege Lord/Lady’s Token: you have a token of your lord or lady,
which reminds you of your obligations to them, and theirs to
you. You may use this for a trait bonus for reactions from those
friendly or obligated to your lord/lady.

+ Knight-Commander (heroic scale, requires Leadership in Battle): may
use Leadership in Battle with scale, inspiring entire units as a single
action.

+ Mounted Combat Mastery (heroic scale, requires training in
mounted combat): when fighting in melee from horseback,
you may take actions against multiple targets. You may select
individual targets and treat them as if you were making an
area-effect attack against them all, provided you can reach them
all with a movement action of your mount. You may also take
combat actions against heroic and/or adventurer scale constructs
while mounted.

¢ Protector of the Realm (heroic scale): you have been recognized as
one of the foremost knights of the realm. Use this to gain a trait
bonus on reactions from nobles of the realm, or to gain a hero
point by having this complicate your life because of enemies of
the realm.

+ True Courage (epic scale): you are now immune to all intimidation
and fear effects.

+ Unusual Mount (epic scale): you have acquired a mount beyond
the normal—a unicorn, griffon, pegasus, giant cat, or something
else of such stature. You may replace your horse with your new
mount, designing it as a new sidekick of the same level that your
horse was.

These four advancements are mutually exclusive. You may have only
one of them at any given time:

+ Templar: you work closely alongside the church of your chosen
faith, aiding them in battle and accepting any missions they give
you. Whenever you face the enemies of your deity, whether in
battle or in less violent confrontations, you may use this as a trait
bonus.

The Black Knight: you've chosen to roam anonymously, challenging
other knights and those with power. Gain a trait bonus when
challenging another warrior of rank, and gain a hero point when
your life is complicated by your reputation for stirring things up.

The White Knight: you have dedicated yourself to being an
anonymous savior of the people. Gain a reputation bonus with
the common folk, and gain a hero point when this complicates
your life significantly.

Well-Known Coat of Arms: every knight-errant has a coat of arms,
but yours has become associated with your deeds of valor.
Use this as a trait when negotiating with anyone who would
reasonably know your coat of arms and associated reputation,
whether you are trying to persuade them or intimidate them.

Other Advancements
+ All-Out Attack stance (M&M p 42).
* Damage Focus stance (MeM P 42).
¢ Helmet attack (p 125).
+ Pommel attack (p 125).
+ Wrestling at the Sword (requires Pommel attack; p 125).
+ Squire (heroic scale): attract a squire as a sidekick (Me&M p 70).
* Followers (heroic scale): attract a number of followers (Me&*M p 70).

+ Stronghold (epic scale): build and rule a stronghold like a castle
(M&M p 64).

Trusted Steed

The knight-errant’s trusted steed is a horse that has been trained for
war. It is built as a sidekick, but with 1d8 hit points instead of 1d4,
and the Independent advancement cannot be added to it until the
knight-errant is at heroic scale. Instead of having a class, it has the
following traits:

Str 20 (+10), Dex 14 (+2), Con 15 (+2), Int 3 (-4), Wis 14 (+2), Cha 6 (-3)

(these stats may be modified with GM permission)

Movement: 24 (+7)

AC: level + 12 (level)

Attacks: Hooves +level+10 (+1d4), Rear and Kick +level+10 (+2d4, -4
to AC), Bite +level+10 (+1d10)
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Ranges: Close (Hooves, Rear and Kick), Hand (Bite)
¢ War-trained: is used to combat, and will bear being ridden in it.

+ Loyal steed: will not permit another to ride it or lead it away, unless
the person has been introduced by its master.

+ Load-bearer: can carry twice the normal load for its strength (up to
133 pounds unencumbered, 266 lightly encumbered, 400 heavily
encumbered).

+ Large size: has the normal large size AC modifiers.
Steed Advancements:

« Distinctive Mount: your horse is of unusual appearance, and very
recognizable.

+ Knows the way: pick a location. The horse knows how to get
there, and can be commanded to go there. When so commanded,
it will go there at best reasonable speed, considering the distance
to the location. This advancement may be taken multiple times,
adding a new location each time.

* Noble steed: your warhorse grants you a +1d4 weapon bonus for
social combat when it is with you.

* Smarter than Your Average Horse: your horse is brilliant—for a
horse. While it’s not going to be reading and writing or doing
complex math, it’s very good at recognizing people, sensing
danger, and so forth. It gets a trait bonus when sensing, and may
help you in such situations.

Defender of Chivalry

The chivalric code guides everything a knight-errant does. This
counts as a resisting trait for any mental attack that attempts to
make the knight do something that would go against the code. When
dealing with another knight, or anyone who likewise follows the
code, this counts as an assisting trait.

The knight-errant gains a new Focus and Drift: Chivalry. They
gain focus points for notable deeds of chivalry, and drift points for
violations of the chivalric code. As normal, points gained in each
cancel at the end of each session, leaving the knight-errant only with
the remaining points in whichever was higher.

If Chivalry Focus increases to ten, the knight-errant gains the trait
Champion of Chivalry and the ability to use points of Chivalry Focus
as hero points when performing chivalric acts.

If Chivalry Drift increases to ten, the knight-errant loses their
status as a knight-errant, and becomes a fighter of the same level.
This will cause them to lose their trusted steed, who will abandon
them.

The Code of Chivalry
* A Knight’s Word is His Bond
* A Knight Is Brave and Bold
+ A Challenge to My Honour Shall Not Go Unanswered
* My Lord’s Honour is My Honour, And Mine His
+ Inferiors Must Show Respect
+ A Lady Must Be Given Every Courtesy
*+ My Lady’s Honour Is My Honour
+ One Without Honour Is Neither a Lord Nor a Lady
* Protect Those Under Your Authority, Even From Themselves
+ What I Do, I Do For Glory

+ Honour Is More Important Than Life Itself

+ Companions-at-Arms Are Your Brothers And Sisters

Note that an evil knight-errant will twist and bend the code to

their own ends, taking it as literally as possible, and using parts

of it as excuses for their own evil deeds. A good knight-errant will
understand that the spirit is as important as the letter, and that the
code should be tempered with mercy, kindness, and mutual respect.

Human Knight-Errant
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MARTIAL PRACTITIONER

Prime Attribute: Wisdom
Secondary Attribute: Dexterity
Physical Hit Points: ds

Mental Hit Points: dé

Starting Money: 1d4+2 x 10gp

As a martial practitioner, you constantly seek to hone your physical
and mental abilities to perfection. Martial practitioners are usually
found wandering the world in search of better techniques, improving
those they have, or fighting in tournaments to test their skills. Monks
who experience a shift away from a Lawful alignment often become
martial practitioners instead.

Restrictions: You may not wear armour or use conventional
weapons (excluding a quarterstaff).

Martial Practitioner Traits

+ Unarmed Specialist: you believe your body is the perfect weapon
and forego conventional weapons. You make unarmed attacks
whose damage increases with each level (Unarmed Damage Table
below). In addition, add your rolled unarmed damage to your
armour class or rolled defence when fighting unarmed.

* Free Running: you see the world differently than others, especially
when moving through it. Obstacles do not impede your
movement, instead they enhance it as you vault, dive and climb
them with finesse. You may add your WIS modifier when making
checks regarding movement. You may also use free running to
entertain and distract people, earning your food and board.

The Unarmed Combat Trait
Anyone can, in theory, take an unarmed combat proficiency trait.
Does that give them the same abilities as a monk or martial
practitioner?

Simple answer: no. Keep reading for the more complicated
version.

Proficiency in unarmed combat allows the character to
have a trait bonus when making unarmed attacks. It does not,
however, allow them to effectively defend without armour, get
improved damage dice, nor let them treat their fists as magical
weapons for striking creatures.

Each of these could be taken as a trait; by that time, though,
you’d spend four traits on unarmed combat, and might as well
make a monk or martial practitioner in the first place.

The GM may wish to further restrict things, declaring that
some or all of those traits are only available as class traits
or advancements—thus, one would need to multi-class into
a class that gets them in order to be able to take them. We
recommend this for the improved damage dice that monks
and martial practitioners get. This will further mean that
the level of damage dice one gets will be based only on one’s
levels in that class—thus, a 10th level fighter/3rd level martial
practitioner will only get +1d4+2, rather than the +5d4 of a 13th
level martial practitioner.

Note, however, that fighters do get the Fighting Lore trait.
This could be used to gain advantages even in unarmed
combat. A fighter’s knowledge of strategy and tactics still
applies, after all! Further, Feats of Strength can be very useful in
creating impromptu weapons. Arm yourself with a table leg, or
chair leg... or your opponent’s ripped-off arm, if necessary.

.

Disciplined Mind: you are resistant to intimidation, charm, and fear
effects.

Focused Strikes: you use your WIS modifier when making unarmed
attacks, as you have trained diligently to perceive exactly where
and how to strike an opponent.

Dodge Missiles: as monk (Me&M p 17).

Staff Mastery: the only conventional weapon you see fit to use is
the quarterstaff, as it can be used in creative ways to interact
with your environment. You may use your DEX modifier when
wielding a staff.

Martial Practitioner Advancements

-

Detect and Disarm Traps.

Everything is a Weapon: objects in your surrounding environment
may be thrown or used to distract, ensnare, etc., an opponent.
You count as proficient when using an improvised weapon, using
your WIS modifier when wielding it. However, such weapons are
only good for 1d4 uses before breaking.

Fighting Lore: you have learned of the use of weapons, even though
you eschew them personally, and can identify the weaknesses in
opponent’s fighting styles by observing them.

Fall Distance: as monk (M&M p 17).

Frightening Power stance: you may roll dés instead of d4s for your
unarmed weapon damage. However, you may not add your rolled
unarmed damage to your armour class or rolled defence when
fighting unarmed as long as you remain in this stance.

Oh, You Mean This Weapon?: you have learned how to more
effectively disarm your opponents during combat. You may
declare an attack as being to disarm before you make it. If you do
so, then you may ignore your opponent’s armour, and may ignore
the first five consequence points on an unsuccessful attempt. On
an extreme effect, you are now armed with the weapon they had
before, if you so choose. You may not, however, cause damage as
part of the effects generated.

Catch Missiles (heroic scale, requires Dodge Missiles): any missiles
that you successfully dodge may be caught on a minor effect, and
immediately hurled back at their owner if appropriate. This does
not apply to gun bullets if the campaign features guns, nor to
magical ‘missiles’ of any sort.

Disciple (heroic scale): attract a sidekick (M&M p 70).

Master of Footwork (heroic scale): on a successful attack or defense,
you may change your range from the opponent by one category
for free.

More Dangerous to Each Other (heroic scale): on a successful defense,
you may use consequence points to make your attacker strike
someone else and deal your level in damage, as with a riposte, but
against an opponent of your choice within range of the attacker.

Multiple Attacks (heroic scale): you must declare before rolling that
you are making Multiple Attacks. Make a single attack roll, with
all your normal bonuses, and figure out your total. You may then
divide that total as you wish between two opponents, but each
must get at least one point from the total.

Dojo (epic scale): you may establish a dojo to teach your style of
martial arts. This acts as a construct for epic scale actions.

Empty Mind (epic scale): you have honed your combat skill to
the point that your actions in combat are nearly instinctual,
operating on the level of reflexes. While in combat, you are
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+ Stalwart Defense stance (Me&*M p 42).
Table 2: Unarmed Damage
+ Well-traveled: in your wanderings, you have been to many places
Level Damage Average and met people of many cultures.
1 1d4 2.5 * Healer: you have trained in the ways of binding wounds, treating
injuries, and diagnosing and treating diseases.
2 1d4+1 3.5 Y & & &
+ Continuous Strikes: as Cleave (M&M p 47).
3 1d4+2 4.5
+ Two Ends, No Waiting: you are used to using a long object to attack
4 2d4 5 two opponents simultaneously; you may do this with a staff,
5 2d4+1 6 ladder, broom, or any other
suitable object.
6 2d4+2 7
7 3d4 7.5
8 3d4+1 8.5
9 3d4+2 9.5
10 4d4 10
11 4d4+1 11
12 4d4+2 12
13 5d4 12.5
14 5d4+1 13.5
15 5d4+2 14.5
16 6d4 15
17 6d4+1 16
18 6d4+2 17
19 7d4 17.5
20 7d4+1 18.5

We suggest using this damage table for monks as well, to correct
the problems with their damage going up and down across levels.
Top damage is essentially the same, but the damage progression
goes up smoothly.

immune to attempts to control your mind or to read
your mind in order to anticipate your actions.

+ Moving Heaven and Earth (epic scale): you may
make area effect attacks against opponents
of lesser scale, treating your melee attacks
as explosions centered on you. You make
a single attack roll, which is applied to all
opponents within Reach range of you,
attacking each one individually. This costs
a hero point to use.

Lannix Martial Practitioner

+ Students (epic scale, requires Dojo): attract a number of students
(M&M p 70)

Other Advancements =4
+ All-out Attack stance (Me&M p 42).
* Brutal attacks (requires Evil alignment; p 124).
+ Damage Focus stance (M&M p 42).
+ Disarming attacks (requires Good alignment; p 124).
+ Face Me! (p 124).

+ Grappler (p 124).
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WitcH HUNTER

Prime Attribute: Strength
Secondary Attribute: Wisdom
Physical Hit Points: d1o
Mental Hit Points: dé
Starting Money: 2d6 x 10 gp

There are those that fear the arcane and flee from any that wield its
power, and there are few who fear magic, yet go out of their way to
keep people from abusing it. You are one of these special few. For one
reason or another, you have taken it upon yourself to track down and
destroy witches, or anyone else you view as a wielder of dark, arcane
powers. Sometimes, you have the support of an organization who
keeps you well supplied in return for stamping out any magic users
they send you after. Other times, you work mostly alone, but with the
help of a few allies. Whatever the case may be, nothing will stop you
from wiping out the dark menace that is magic.

Restrictions: You may not take any levels as a magic user or any of
its sub-classes. Doing so will cause the witch hunter levels to convert
to those of a regular fighter. In addition, the sponsor you were
affiliated with or the network you built up will consider you to have
betrayed them, and will likely be hunting you down!

Witch Hunter Traits

* Weapon Proficiency: you are proficient in one-handed swords,
daggers, crossbows, and clubs.

+ Armour Proficiency: you are proficient with leather, studded
leather, and padded armour.

* Magic Shall Be Our Undoing: you have a strong fear of magic in the
wrong hands. Not of what the magic can do directly; this isn’t
a personal fear. Rather, it’s a fear of the possible consequences
of dealing with evil spirits, which you are convinced all arcane
spellcasters do. Use this as a trait bonus to resist any attempt
to dissuade you from going after an arcane spellcaster, or to
persuade you that a particular arcane spellcaster is ‘okay’. You
may also use it as a trait when attempting to persuade others of
the evils of magic.

¢ Magic Lore: you've learned a great deal about magic, particularly
about methods of recognizing spells and when they are in effect,
and of recognizing magicians for what they are. This also extends
to knowledge of demons, devils, etc., and of creatures that
commonly use magic.

+ Rabble Rousing: you've acquired skill in ‘working a crowd’—
particularly in getting one angered and riled up. Use this as a
trait bonus. When you achieve heroic scale, you may use these
as pseudo-followers: on an extreme effect, you gain a group of
followers (MeM p 70) for the scenario who will help you with
things, giving you a half-level bonus instead of the normal trait
bonus. As with normal traits, this becomes a +1 bonus when used
as a secondary trait.

Choose one of the following:

+ Sponsored: you are backed by someone or some group that has
influence—for example, a church, a minor noble, the local
constabulary, the town council, or a cult. Work with the GM to
establish the nature of this sponsor. You can use your sponsor
for support, gaining trait bonuses as appropriate, but may also be
ordered about by them. Gain a hero point when the latter causes
you a major complication.

+ Undffiliated: you work alone, following only your own conscience...
and possibly the siren call of money. On the plus side, you aren’t
answerable to anyone. You've developed your own support
network, which is loyal only to you—and possibly not even to

you. Take a trait bonus when looking for help; however, if you
fail to find the help you’re looking for in an area, you may not use
this trait there again during the same scenario. Gain a hero point
when a sponsored witch hunter causes you major complications,
or when one of your contacts turns against you, causing you
major complications.

Witch Hunter Advancements

* Magical Protection: you have some form of protection against the
magic you fear—be it an amulet, a potion, or some sort of weapon
that you wield. Define the source of your protection with the
GM'’s input and approval. Once per session, you may use it to
block an arcane magic spell or effect from affecting you; this does
not apply to the natural powers of creatures, but it can to spells
they can cast. (E.g., it won’t block a dragon’s breath weapon, even
if the campaign defines those as magical in nature. If the dragon
casts spells, however, it can block a spell from the dragon.) You
must have the item in your possession to do this.

Magic is Evil—and So Are Magicians: not only do you fear the possible
consequences of magic, but you have begun to hate it and
those who wield it. Use this as a trait against fear, charm, and
intimidation effects resulting from spells or actions of a magic
user. In addition, gain a hero point when this complicates matters
for you with your own party.

-

Religion is Just as Evil (requires Unaffiliated and Magic is Evil—and So
Are Magicians): you've come to believe that religion (or at least,
some specific religion(s)) is simply disguised magic. Treat as
Magic is Evil—and So Are Magicians, but expanding the range of
things you gain its benefits with.

Sense Magic: you are a witch-smeller, with the ability to sense both
the nearby use of arcane magic, and the ‘stench’ of lingering
enchantments. If no attempt is being made to conceal magic, then
the difficulty of noticing it is 20 minus the spell level (or half the
rank or spell dice). If magic is being concealed, the difficulty is
based on the effect points spent toward concealing it. See Subtle
Magic below.

Smite Witches stance: when in this stance, you gain a half-level
bonus to attack or defend against ‘witches’—you must choose
between attack or defence when entering the stance, and may
change with a minor effect. However, you defend against other
opponents with 2d6 instead of 3d6, and must roll your defences
against such opponents.

Tracking Spells (requires Sense Magic): You have been taught certain
ways of finding ‘witches’ that you maintain are not magical at all,
however they might seem to those ignorant of such things. Take
a trait bonus when attempting to find an arcane magic user of
any variety.

Those Who Fight Evil (heroic scale): you may call upon other witch
hunters for help. When you have identified a ‘witch’ who is
resisting (i.e., isn’t choosing to come along peacefully), you may
put out the call, getting a number of minor witch hunters equal
to your level to come to you. This takes at least a day of game
time. Treat these as followers (Me>M p 70).

Turn Undead (heroic scale): you have learned methods to repel the
undead, and may turn them as a cleric.

Witch Hunter’s Blessing (heroic scale): somehow, whether through
constant exposure or as the result of something else, you've
managed to gain a resistance against magic.

By Royal Decree (epic scale): in your quest against the evils of the
world, you've gained the support of a noble of high rank or actual
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royalty. Use this as a trait bonus when dealing with those it might
impress.

* Fighting Fire With Fire (epic scale): you have learned some of the
summoner’s art, in order to fight against demons, elementals,
and similar abominations. You may create magic circles and
inscribed commands, as per the summoner ability of Magic Circles
(p 36).

* Magic Reflection (epic scale, requires Magical Protection): your
Magical Protection can now reflect a spell back at its creator. This
works as before, except that instead of simply cancelling the
spell, it is still cast, but with the caster as its target! The caster
still has any normal resistances and immunities they would have.
Further, they can make an INT check against a difficulty of 20 to
realize what is happening. If they succeed, they can choose to
abort the spell, losing it (or any spell dice or other resources used
in casting it), but not being affected by it.

Other Advancements

* Follow the Trail: you are skilled in normal methods of tracking.

* Muckraker (must be Evil in alighment; p 123).

* Reputation: people have heard of you. Given your profession, how
they feel about you is likely to vary widely depending on whether
they practice magic or not. Use this as a trait with people it might
impress or frighten, and gain a hero point when your reputation
causes you a major complication.

* Stalwart Defence Stance: Me&>M p 42.

Subtle Magic
In worlds that feature witch hunters, magic users often learn
how to conceal their use of magic. To do this, take the subtle
magic advancement. Having done this, one can put part of the
effect points of a spell or other magical effect toward making
it hard to ‘sniff’, at the usual rates for an effect. That is, five
effect points adds +2 to the difficulty of sniffing it out, ten add
+4, and so forth.

One with such a trait may also create false magical auras to
‘throw them off the scent’. Essentially, you cast a useless spell
of the desired rank or level, using effect points in it toward
increasing the difficulty of sniffing out the magic you're trying
to conceal.

Whatever it Takes (must be Neutral with respect to Law/Chaos; p
124).

Information Network (heroic scale): you ‘have your ear to the
ground’, and people come to you now with information. Choose
a group or person you want to stay informed about. The GM will
make a roll at the start of each session (if it makes sense) to see if
you have learned anything new about them from your contacts.

Followers (heroic scale): attract a number of followers (M&M p 70).

Sidekick (heroic scale): you have a sidekick or apprentice (M&M p
70).

Stronghold (epic scale): you may establish a base of operations
(MeM p 62).
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_Magic User Sub-Classes:

BLoop MAGE

Prime Attribute: Constitution
Secondary Attribute: Intelligence
Physical Hit Points: da

Mental Hit Points: d1o
Starting Money: 2d4 x 10gp

Often considered a dark and forbidden magic, you have learned to
make use of the power in blood—your own and that of others. Using
sacrifices of blood, you power magic that you could not otherwise
accomplish—and, using the blood of others, you subtly influence and
control them, using the link to them that their blood provides. This
most primal form of power is shrouded in mystery, leaving those who
choose to wield it to discover its dangerous secrets as they blindly
explore the limits of its power.

Restrictions: you may not wear armour.

GM'’s Note: This is an example of a way that you could build a
specialist mage, stepping outside the bounds of the ‘standard’ schools
of magic and elements. The basis here is a few things:

« Changing the primary attribute from Intelligence to Constitution.
+ Changing Lore appropriately.

» Flavoring the character’s magic and setting limitations
appropriately.

+ Using spell dice for magic (see p 150).

Blood Mage Traits

+ Blood Lore: you know about blood. Use this not only for information
involving blood and magic, but also to identify a creature from
its blood that’s been left behind, to draw conclusions from blood
spatter patterns, and so forth.

* Blood Magic: see below.

+ Bloodletting Weapons: you may use axes, daggers and one-handed
swords.

* My Blood is Mine: due to your abilities, you have gained a resistance
to disease, sickness, poisons, and bleed effects.

+ Bloody Reputation: blood mages are not always well-looked-upon.
You may use your Constitution (being your magic attribute) when
intimidating a crowd. However, this can also backfire: gain a hero
point when public knowledge that you are a blood mage causes
you serious problems.

Blood Mage Advancements

+ Power in My Blood: you’ve learned to draw out more power from
your own blood, gaining two spell dice for each 5 PHP you
expend.

+ Power in the Blood of Others: when powering your spells via stolen
blood, the spell dice you gain are d8 instead of d6.

+ Slow Bleed stance: while you are in this stance, you are immune to
bleed effects, and may ignore 1 PHP of damage from any cutting
or piercing attack that does more than 1 PHP of damage to you.
You may not, however, use Self-sacrifice to fuel magic while in this
stance.

+ Pain Resistance: you are resistant to physical pain, owing to
frequent practice at cutting yourself and being cut.

Sense of Humour: from a sample of someone’s blood, you can
determine something about their personality. You may also sense
nearby creatures with blood in their veins. This does not include
creatures who do not have ‘normal’ blood—for example, most
insects, crabs, mollusks, etc. This also does not apply to animated,
anomalous, extraplanar, fey, incorporeal, plant, primordial, or
undead creatures.

Blood Familiar (heroic scale): by feeding small amounts of your
blood to an animal, you have made it into your familiar. Treat
as a magic user’s familiar, allowing you to perceive through its
senses. Alternatively, this could be a creature literally made from
your blood; it functions the same either way. Treat as a sidekick
(MexM p 70).

Blood Protection (heroic scale, requires Slow Bleed Stance): your
ability to control your blood has improved, granting you the
protection of Slow Bleed Stance without needing to enter a stance
and without preventing you from using Self-sacrifice. If you do
choose to enter the stance, it absorbs 3 PHP of damage from
cutting and stabbing attacks, and 1 PHP from blunt attacks, and
you may not use Self-sacrifice. As before, you always take at least 1
PHP from a successful attack that did PHP damage.

Blood Warrior (heroic scale): when someone else wounds you with
a cutting weapon in combat, you gain one spell die that must be
used in this or the next round for each 5 PHP of damage they did.

Hot-Blooded (heroic scale): you now use a d6 when determining a
PHP increase, and use a d8 for MHP increase, when levelling up.

Humour Control (heroic scale): you are capable of controlling the
mixture of humours in the blood, and through this of affecting
the emotional states of people, given that you have a relatively
fresh sample of their blood to work with (not more than a day
old). You may use this to anger or calm them, and to make them
despondent or hopeful.

The Internal Knife (heroic scale): you do not need to use a cutting
implement to perform self-sacrifice, allowing you to catch those
familiar with blood magic unaware. Instead, simply choose how
much blood you wish to use. Narrate this as you wish—perhaps
you bleed from your nose, eyes, or ears, or from your pores, or
cough up blood....

Necromancy (heroic scale): using blood magic, you may reanimate
the dead bodies of those you kill as zombies. Treat as the animate
dead spell, performed using blood magic.

Balancing the Humours (epic scale): you have become capable
of treating diseases through the appropriate manipulation of
blood—not merely blood diseases, but other ones as well. Treat as
the ability to cast the cure disease spell.

Control of the Living (epic scale): you may take control of someone’s
body by controlling the blood within them; this allows you to
physically direct their body, but you do not control their mind.
Treat as the domination spell, but the target may choose to resist
with Strength, Constitution, or Wisdom.

-

Ritual Sacrifices (epic scale, requires Followers): you can tap the
blood of your followers to fuel spells. You may use your followers
as a spell dice pool: each follower is worth one die. A follower’s
‘die’ recovers after one day.

Other Advancements
+ Brutal attacks (must be of Evil alignment; p 123).
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+ Damage Focus stance (Me&M p 42).
+ Followers (heroic scale): you gain followers (Me&M pg 70).

Blood Magic

You can empower spells with blood, using either of these two modes:

* Self-sacrifice: you drain your own blood for power. Instead of
gaining spell dice normally, you sacrifice your own PHP to
get them, getting one die for each 3 PHP of damage you do to
yourself. You are also capable of controlling your bloodletting
quite accurately, doing exactly as much damage as you wish.
You may either let your blood at the time you need it, or do it
beforehand, storing it in a specially enchanted receptacle. If you
do the former, you may drain no more than 3 + your level PHP
per round. If you do the latter, then each day, you choose how
many of your PHP you are storing in your receptacle. You have
these immediately available, but obviously do not have them with
which to take damage.

+ Stolen blood: you drain the blood of others for power. You do this
by inflicting damage on them with a cutting weapon—a dagger,
sword, axe, etc. Every 4 PHP you inflict provides you with a
spell die; however, you must use that die either with a follow-up
action in the same round (using special traits that give follow-up
actions), or in the next round. This must be done at Hand or Close
range.

Your spells must involve blood in some way. Some of the things you
can do include:

Inflicting bleeding wounds: by preventing blood from coagulating,
you cause your foe to continue to bleed. This inflicts 1 PHP per
round for each level of consequence you inflicted: i.e., 1 PHP/
round at minor, 2/round at major, 3/round at extreme. You can
accumulate effect to “drive up” to the next level, but cannot have
multiple bleed effects of different levels on a target.

Controlling the flow of spilled blood to create slippery spots,
either on the ground or on someone you have cut—e.g., making
the blood flow onto their hands to make it easier for them to
drop a weapon. You could also use this to make blood flow toward
their eyes, impairing sight.

Homunculi: you can create small ‘creatures’ made of blood, which
may perform minor tasks for you. Treat this as the ability to
perform cantrips (p 151), explained via these homunculi.

Tracking: given a sample of someone’s blood, you may attempt to
find them.

Healing: you can stop wounds from bleeding, and help revitalize
allies by helping their bodies to replace lost blood. Treat as a cure
light wounds spell. You may also cure blood diseases; what exactly
this includes is up to the GM.

Some of the advancements above grant other possibilities. In general,
keep in mind the link of a blood mage’s magic to blood.

ELEMENTALIST
Prime Attribute: Intelligence
Secondary Attribute: Constitution
Physical Hit Points: da
Mental Hit Points: d1o
Starting Money: 2d4 x 10gp

Eschewing other sorts of magic, you have chosen to focus on the

conjuration and control of a particular element. Others might see this

as limiting, but you understand that the four elements are the basis

of all physical things, in different combinations. You know you have

chosen wisely, and that your imagination will let you do more things

than the naive would consider possible with your element!
Restrictions: You may not wear armour.

Elementalist Traits

* Elemental Lore: you know the secrets of elemental magic, know the
various types of elementals and their abilities, and understand
how the elements interact with each other in the physical world.

¢ Read and Write.

* Elemental Magic: you may create effects relating to your element
outside of combat. In and out of combat, you may counterspell
spells that involve your element, as if you were a magic user with
knowledge of that spell (M&M p 21).

You must choose a single element from the following—Air,
Earth, Fire, Metal, Water and Wood. Your Elemental Magic grants
you only spells and effects of this element. Depending on your
chosen element, you gain one of the following corresponding
traits:

+ Zephyr’s Speed (Air): your movement speed is increased by
six; for most characters, this gives 18 (+4) movement. You
also gain a trait bonus to all agility or movement rolls.
This includes dodging, so you have a Physical Defence trait
bonus even when unarmed and unarmoured.

+ Chthon’s Endurance (Earth): you use dé6 for your physical
hit points instead of d4, and have natural armour +3. This
armour improves by one point each tier (+4 at heroic, +5 at
epic, etc.).

+ Salamander’s Light (Fire): as a minor effect, you may
regenerate one PHP or MHP. You may not do so more than
once per round. You may also use this as a trait bonus
when attempting to heal someone else. The number of PHP
or MHP you regenerate increases by one each tier (2 points
at heroic, 3 at epic, etc.)

* Mercurial’s Attraction (Metal): as a minor effect, you can
move a small metal object (10 pounds or less) that is not
being held by anyone toward or away from yourself by a
range category. If you have the effect points, you can move
such an object more than one category. You also gain a
trait bonus to your Physical Defence against weapons that
are completely or mostly metal, even when unarmed and
unarmoured.

+ Undine’s Mind (Water): you have a high mental fortitude,
allowing you to use your INT bonus to calculate your
Mental Defence instead of WIS. In addition, this acts as a
trait bonus when determining Mental Defence.

+ Writhecopse’s Toxin (Wood): you can produce a toxic fluid
from your skin. This fluid rapidly loses its toxicity, and so
cannot be used to effectively coat weapons. However, your
hand attacks and grapple attacks are considered to be +1d6
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weapons when you wish them to be, provided you have
your hands exposed.

* Elemental Resistance: you are resistant to spells and effects of your
chosen element, gaining the maximum possible trait bonus (twice
your level) to your defence against such spells and effects.

* Quarterstaffs and Daggers: you are proficient with these weapons.

Elementalist Advancements

¢ Elemental Attack: you have learned to direct your elemental powers
through physical strikes. Your hands and feet count as a +1d6
weapon, you gain proficiency with them, and you may create
effects based on your chosen element from your strikes. You still
use STR to attack (although you could potentially change that
with another advancement).

+ Elemental Defense: you have gained a new defensive ability related
to your chosen element. You may add this effect to any rolls
you make on an extreme effect. It affects an area around you
extending out to Reach range. It lasts for your level in rounds, or
until dispelled by an extreme magical effect capable of dispelling
it.

* Obscuring Fog (Air): you create a fog which impairs the sight
of your foes. This is an extreme effect, giving foes a -6 to
find and target you and your allies. Note, however, that
this will not help against area effects!

* Earthen Bulwark (Earth): you raise a wall of earth, ten feet
high and up to twenty feet long. You may choose to instead
create a chasm of similar dimensions. Either way, anyone
where you create it is automatically able to get out of the
way, but foes must move to the side farthest from you in
so doing, unless they can get a major effect on a movement
action against your Mental Defence.

* Fiery Circle (Fire): you surround the area with a ring of
fire. Anyone crossing the ring is subject to a fire hazard
of difficulty equal to 20 + your level. Missile and thrown
weapons, however, pass through unharmed, as they do not
spend enough time in the fire to catch.

+ Warding Aura (Metal): you can repel metallic objects away
from your person for a time. Any metallic weapon is at
-4 to hit you, and anyone wearing metallic armour is at
-4 to attempts to close with you. However, those wearing
metallic armour gain a +4 on attempts to open their range
with you. These effects apply out to Reach range (including
attempts to move from Short to Reach).

* Rippling Dome (Water): you conjure a rippling dome of water
which surrounds you. Missile, thrown attacks, and fire
effects are blocked until the dome is destroyed; it has 30 +
twice your level PHP. The dome does not block movement
or line of sight.

+ Defending Roots (Wood): wooden and woody things in the
area around you grab at the feet of your opponents and try
to knock them off-balance. If this applies, opponents in the
area must make a DEX check with a difficulty of 20 + your
level. Consequences include losing balance, being knocked
down, or being grabbed by one’s feet.

+ Summon Elemental: you may call forth a minor elemental. This is of
size M, has (your level x 4) PHP and MHP, AC/MAC 12 + your level,
and obeys your commands automatically. It must remain within
Short range of you, and remains for one turn, until you dismiss
it, or until its PHP or MHP are reduced to zero, whichever comes

first. Another elementalist or a summoner can dismiss it with an
extreme effect.

Your summoned elemental can perform tasks for you
depending on its type:

+ Air: it may fly (move 20 (+5)), observe, and report back to
you. It is difficult to see (difficulty 15+your level). It can
neither attack nor block attacks, but it can go through
small openings, and may attempt to push things as a wind
(effective strength equal to your level). It may not enter
water.

+ Earth: slow-moving (move 9 (-1)), your earth elemental
is mainly useful for defence. It can attack, but due to its
slow-moving, ponderous nature, its attack is your level.
Defensively, however, it is immune to normal missiles
(siege weapons and magical missile weapons and spells
affect it), and has AC 18 + your level. On a major effect,
you may interpose it between yourself or an ally and a foe,
so that foe cannot attack without first achieving a major
effect to get past it (or eliminating it).

* Fire: fire is quick (move 20 (+5)), but cannot fly. It can set
paper and cloth alight on a minor effect, and wood on a
major. It attacks at your level + 8, and can do up to your
level + 8 PHP damage. It may also frighten or fascinate,
causing MHP damage and effects. It may not enter a large
body of water, but can attempt to boil away small ones,
such as a watering trough or smaller (minor, major, or
extreme effect at GM judgement).

+ Metal: quicksilver moves at 15 (+2). It can dissolve metals
into itself, weakening armour and metal weapons. It
attacks at your level + 6, doing up to your level + 6 PHP
damage, and causing dizziness and sense impairment
effects. If attacked with fire, it exudes a gas which is a CON
hazard of 10 + your level, also causing dizziness and sense
impairment. This affects all within Reach distance. It’s
silvery appearance can fascinate, causing MHP damage and
effects at level + 6. It has a fluid, silvery body, and may flow
through small openings, as little as half an inch. AC is 15 +
level, and it is immune to lightning and electricity.

« Water: water moves at 12 (+1) on land, or 18 (+4) in water.
In water, it is difficult to see (difficulty 15+your level) and
behaves like an air elemental does in the air. On land, it
appears as a shifting wave/column. It can strike with an
attack of your level + 3, causing up to your level in damage,
and causing pushing/wetting effects. You may interpose
it between yourself or an ally and an opponent as with an
Earth elemental; it does not block physical attacks, but
does so for mental ones.

+ Wood: moves very slowly at 6 (-2), looking like a shambling
bundle of sticks or saplings. The wood elemental lashes
out with its ‘limbs’, attacking at level + 6 and doing up
to level + 6 PHP damage. Since its ‘limbs’ are long, it can
attack at Close and Reach distances. Water strengthens
it, allowing it to use a minor effect to regain 3 PHP. It
also exudes poison when wetted, causing a CON hazard of
difficulty 10 + level, with PHP damage and effects of pain,
swelling, itching, and blindness. If it suffers a major or
greater consequence from an attack with fire, a portion of
it explodes, attacking all those in Hand to Close range at +
level + 6, causing PHP damage and poison effects as above.

¢ Elemental Sense: you may sense the presence of elementals of your
chosen element, within Medium range. Further, you can sense
the presence of concentrations of your element or a particular
manifestation of it within that range (e.g., for earth, sense a
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type of metal or gemstone; for air, sense smoke or another gas;
and so forth). Sensing requires a check of base difficulty 15; as a
minor effect, you can know approximate distance, direction (i.e.,
quarter it’s toward), and amount. A major will give you more
exact indication on one of these. (Thus, a total of 45 is needed to
get fairly exact distance, direction, and amount!)

Elemental Friend/Master: elementals of your chosen element like,
respect, or fear you (your choice, but you only get to choose
once!). You may use this trait when appropriate in talking to and
dealing with elementals.

Scribe Scrolls (heroic scale): inscribe magical scrolls with elemental
spells that you know (MeM p 88).

Elemental Familiar (heroic scale): see below.

Elemental Language (heroic scale): you have learned to speak and
write (albeit in mystical symbols) one of the languages of the
elements—Agni (fire), Malmur (metal), Odun (wood), Terra
(earth), Udara (air), and Voda (water). This may be taken up to six
times. You must learn the language of your own chosen element
first.

Elemental Movement (heroic scale): you gain a movement mode,
depending on your element. You can use this movement mode
once per day, for one turn. You may carry your normal load while
doing so; this affects your speed normally. This advancement
may be taken again at epic, legendary and mythic scale, letting
you use your chosen movement mode an additional time per
advancement, up to a maximum of four times per day. These
uses can be ‘joined up’, allowing a single use of up to four turns
at mythic scale. Further, each time you take this advancement
again, you become able to transport constructs of increasing
scale—heroic with the second time you take it, epic with the
third, and legendary with the fourth.

+ Flight (Air): you can fly! While this is no faster than running
for you, it often allows more direct lines of movement. You
can hover as well. Your maximum altitude is unlimited;
however, since this is no faster than running, it takes
considerable time to achieve great altitude, unless you are
starting from a high position (e.g., atop a mountain).

¢ Pass Through Earth (Earth): you can pass through barriers
(natural earthen ones, or ones constructed solely of
materials found within the earth) without hindrance,
and leaving no trace of your passing. Your maximum
movement rate while doing so is your walking movement
rate. While doing so, you may grab objects you find within
the earth and take them with you, up to your normal
carrying limits.

* Quicksilver Body (Metal): your body becomes malleable,
enabling you to pass through cracks as little as half an
inch wide. However, your body is a thick fluid, so passing
through a crack of two inches or less takes you a full round
or reduces your movement rate to 2 (-4), whichever will
take longer. Squeezing through a larger opening halves
your movement rate.

+ Flame Travel (Fire): by stepping into a fire, you can transport
yourself to another nearby flame. Your maximum range
is your current movement rate doubled (the same as your
running speed). You do not need to be able to see the other
flame, but you must know that it is present. Should your
destination flame not be present (e.g., someone has put it
out), then you do not move. You may do this as often as
you wish during the duration of your power use, but no
more than once per round. When you do this, the fire you

transport via does not harm you (however, if you continue
to stand around in it after the transport, it can!).

* Fish’s Gift (Water): you can swim at your full movement rate.
While you are doing so, you can breathe underwater.
Further, while you are using this power, water does not
affect your movement—you may gesture and otherwise
move freely. For practical purposes, you can consider this
to be like Air’s Flight, only in water!

+ Squirrel’s Grip (Wood): you may climb any woody surface,
including trees and vines, at your normal movement rate
and without having to make climbing checks.

* Elemental Effect (heroic scale): you have gained an additional ability
related to the elemental of your chosen element. You may add
this effect to any attacks you make as an extreme effect. The
effect’s range is up to Reach.

* Windstorm (Air): you create a momentary tornado. This can
either throw one opponent to medium range from you,
or knock down all opponents of lesser scale than you in
range.

+ Earthquake (Earth): the earth shakes beneath you. All
opponents of lesser scale in range lose their footing, but
your allies are unaffected. Alternatively, you may create a
sudden pit, five feet by five feet and ten feet deep. Anyone
standing where you create the pit must make a Difficult
(20) Dexterity test, or fall in. Those who do not fall in
choose which side of the pit they are now standing on. It
takes a major effect to escape the pit.

+ Flame Burst (Fire): a burst of flame shoots forth. This is only
momentary, and so does no damage. It is, however, very
frightening. All opponents of lesser scale in range must
move back one range category. Alternatively, you may
focus the burst on a single foe, causing them to have to
move back, and to be momentarily blinded (major effect to
remove the blindness).

¢ Metal Storm (Metal): metallic shards shoot forth, causing
an extra 1d6 damage to opponents struck by the original
attack. Alternatively, you may focus this on a single
opponent, causing 2d6 additional damage, and allowing
you to add +knockdown to the attack.

+ Geyser (Water): a burst of heated water shoots up! This puts
out small normal fires and dazes all opponents of lesser
scale in range. Alternatively, you may target a single foe,
stunning them; it takes a major effect to recover from the
stun.

« Poison (Wood): those struck suffer a CON hazard of
difficulty 15 + level. Effects are pain and sense impairment.
Alternatively, you may focus this on a single opponent,
raising the difficulty to 20 + level.

+ Elemental Immunity (epic scale): you are immune to spells and
effects of your chosen element. If you wish to let them affect you,
you may. For metal, this grants you immunity to attacks from
non-magical metal weapons. For wood, this grants you immunity
to attacks from non-magical wooden weapons and poison.

+ Summon Major Elemental (requires Summon Elemental): you may
summon an elemental of your chosen type. You may do so once
per day. The elemental you summon is a standard elemental of
the chosen type, with statistics as in Cortectanea Creaturat for that
elemental type. When initially summoned, it is obedient. It must
remain within Medium range of you, and remains for one turn,
until you dismiss it, or until its PHP or MHP are reduced to zero,

APERITA ARCANA

27



whichever comes first. Another elementalist or a summoner can
dismiss it with an extreme effect.

Each round, the elemental will struggle against your control,
making a mental attack. This attack is at +14, and counts as
having a +1d6 mental weapon. If you are forced to zero MHP by
this or any other mental attack, you automatically lose control of
the elemental, which then turns against you and your allies. The
elemental may also free itself with an extreme effect arising from
this attack.

An uncontrolled elemental can be dismissed with an extreme
effect from a summoner or elementalist. The elemental will
in any case disappear once a turn has elapsed since it was
summoned.

* Versatile Elementalist (epic scale): choose a second element. You
gain the ability to use Elemental Magic with this element, and
may now take advancements relating to it. This does not give you
the ability to use all your existing elementalist advancements
with the new element—if you wish to learn to use one with
this element as well, you must re-take it, this time for the new
element. This advancement may be taken multiple times, adding
anew element to your repertoire each time.

+ Elemental Form (legendary scale; requires Elemental Immunity or
Elemental Movement): once per day, you may transform your body
into your chosen element. This works as the druid spell elemental
form (p 198).

+ Planar Travel (legendary scale): you may transport yourself and up
to four companions from your home plane to the elemental plane
of your chosen element(s). While there, all of you are protected
from the normal rigors of the plane in question. This does not
grant immunity to the element, but merely the ability to survive
the normal environment of the plane. You may return to your
home plane at will.

To bring companions, they must be willing and either touching
you or forming a human chain that involves you. This applies
for the return trip as well—it is possible to leave a companion
behind. If this happens, the companion is still protected.

Other Advancements

Note: all the Elemental Form stances are physically oriented; they do
not apply to mental attacks and defences.

+ Air Form stance (heroic scale): while in this stance, you move
with your opponent’s attacks, evading them in unexpected and
surprising ways. While in Air stance, you use 2d6 for attacks, but
3d8 for defence. You may roll defence against any attack you
choose when in air stance. If you can, however, you must move
away from your opponent on a successful defence. You also gain
the ability to move away from one opponent and toward another
as a single action, changing your range bands relative to both
(one band relative to both as a minor, two as a major, etc.) Lastly,
on a successful defence, you may use consequence points to add
to your next attack, provided it is not against the same foe you
were defending against.

* Earth Form stance (heroic scale): this stance grants you a trait
bonus against any attempts to move you. You also count as being
a size class larger for physical attacks, so that opponents hit
you more easily, but their effect points against you are reduced.
Lastly, when in Earth stance, the effect level of any grappling
effect you create is effectively one higher—that is, for five points,
you can create a major grapple effect; for ten, an extreme. This
does not, however, increase the maximum level of effect you can
create.

* Fire Form stance (heroic scale): A highly aggressive stance, which
enables you to perform devastating attacks while sacrificing
defence. You must roll your defence while using Fire stance, but
you roll 3d8 for attacks. Further, your maximum PHP damage is
not subject to the normal limits while in Fire stance. Lastly, when
creating effects that involve breaking bones or inflicting pain,
the effect level you create is one higher than normal (as with
grapples in Earth stance).

+ Metal Form stance (heroic scale): this stance enables one to ignore
pain. This negates the +pain of attacks that cause pain, makes
one resistant to intimidation via physical threats, and grants
+2 armour. Further, your fists become +1d4 weapons, and you
may ignore the first five consequence points when missing on
a physical attack. However, your ignorance of pain also means
that you do not know how badly you are wounded. The GM tracks
damage you take while in this stance, and does not inform you
of it unless you drop (i.e., are reduced to zero PHP) or until the
stance ends.

Water Form stance (heroic scale): a mixed defensive/offensive
stance, in which one uses your defences to launch counterattacks.
A balanced stance, it does not change the dice you roll; instead,
you may roll your defences if you choose, and may “roll over” up
to ten consequence points from a successful defence into a bonus
to your next attack, or up to ten effect points from a successful
attack into a bonus to your next defence.

Wood Form stance (heroic scale): this stance allows you to make
multiple attacks, granting you an extra attack each round. Your
attacks need not be against the same opponent, but you must
be within range of both opponents. Further, each attack is with
a different limb, so you may not use the same weapon on both
attacks. You may not jump or otherwise leave the ground while
in this stance; doing so ends the stance immediately, even if the
movement was forced.

Elemental Familiar

Through your studies and training, you have discovered the secret
of harnessing the power of a minor elemental that corresponds
with your Chosen Element. Your familiar is a sidekick, constructed
according to the normal sidekick rules; however, instead of having a
class, it gains traits according to its elemental type.

All elemental familiars share the following traits:

* Natural weapons: they are proficient in the weapon(s) they are
naturally equipped with (i.e., those given in their descriptions).

* Natural defences: they are proficient with the armour they are
equipped with (even if this is no armour!), gaining a trait bonus
to physical defence.

¢ Elemental: as elementals, they are immune to attacks and effects of
their own element, poison, disease, sleep, and aging. The minor
elementals who are familiars are not immune to non-magical
weapons.

* Mental link: the familiar can mentally communicate with its
master, so long as both are conscious and within 200 ft of each
other. If one or the other is unconscious, the other can sense the
unconscious partner’s general location and condition.

+ Shared senses: the master can see through the companion’s eyes,
hear through its ears, and so forth. The master may also permit
the companion to do the same to him/her. Range is limited as per
the mental link.
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Common advancements:

* Magic resistance: your familiar is resistant to magic, gaining the
maximum possible trait bonus (twice its level) when resisting
magic.

+ Extended mental link: the range of your mental link with your
familiar is 100 ft/level (your levels).

+ Spell conduit: you may use your familiar as the point of origin of
your spells, so long as it is within range of your mental link.

* Magical assistant: your familiar helps to focus your mind. You may
use this for a trait bonus when your familiar is close by during a
ritual.

* One with Master’s Magic: your familiar is unaffected by your magic,
unless you choose for it to be affected.

* More dangerous than it looks: if your familiar normally only does
scratch damage, it can now do normal damage.

Air Familiar

Your familiar appears as a minor air sprite, looking much like a pixie.

Suggested Attributes: Str 3 (-4), Dex 18 (+8), Con 12 (+1), Int 12 (+1),
Wis 14 (+2), Cha 13 (+1)

Size: S

Movement: 20 (+5) flying

AC: level+20 (level+10) (size +2)

MAC: level+12 (level+1) (size -2)

Attacks: Tiny Sword +level+8 (scratch damage only)

Ranges: Hand (Tiny Sword)

Air Familiar Traits

* Born to Fly: as an air elemental, your familiar gains a +6 advantage
on any movement check made to outmaneuver another flying
creature, unless it is also an air elemental.

+ Invisibility: your familiar can turn invisible, appearing as a slight
waver in the air. While invisible, it requires a Difficulty 15+level
check to see it.

* Goes With the Flow: your familiar has a natural resistance to
lightning and electricity.

+ Distractible: your familiar is, unfortunately, easily distracted.
Bright shiny objects, pretty things, or sudden movement can
all distract it. Earn a hero point when this complicates things
majorly for you.

Air Familiar Advancements

+ Wind Tricks: can cause wind-based effects as follows: Wind Tricks
+level+8 (scratch damage only; +wind effects), range is Hand to
Reach.

* Generate Sound: by making the air vibrate rapidly, your air familiar
can create sounds. This does not allow it to imitate specific
voices—take another advancement for that!

* Pass Through Cracks: your air familiar can pass through any crack
that air could pass through.

* Gale Force (heroic scale): Tiny Sword attacks and Wind Tricks now
do regular (non-scratch) damage. In addition, your familiar may
now do strangling effects on a major consequence.

Earth Familiar

Your familiar appears as an ox made of stone and mud.

Suggested Attributes: Str 18 (+8), Dex 13 (+1), Con 14 (+2), Int 8
(-1), Wis 12 (+1), Cha 7 (-2)

Size: M

Movement: 12 (+1)

AC: level+17 (level+5) (armour +4)

MD: level+12 (level+1)

Attacks: Stomp +level+8 (+1d8), Charge and Gore +level+8 (+1d10;
may charge with it, using Movement to help the attack)

Ranges: Hand (Stomp)

Earth Familiar Traits
+ Solid as a Rock.
* Rock Steady: your familiar is difficult to move or knock down.

* Heart of Stone: your famili