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WHAT MAKES UP GOOD FANTASY
GAMING TO YOU?

Erik Tenkar: For me, good fantasy gaming
takes place when the players forget there are
even rules to the game. The play takes prece-
dence, the rules are just there to nudge things
along and resolve the things that rely on skill and
chance.

Nathanial Torson: The classic idea of 'Zero to
Hero.' It is more compelling for me to see a pro-
tagonist whose rise to greatness from the mun-
dane is powered by shear pluck and a bit of luck,
than seeing someone destined by their
'specialness' to find their 'destiny.'

This is what separates 'fantasy' from mythology,
for me, and makes it more compelling for the
everyman.

Tara Jones: A good fantasy game should have a
story that draws you in. There should be ele-
ments of mystery and magic and wonder that
you just don’t find in real life while maintaining
real life problems. A good game will take you
and your friends on an emotional and epic jour-
ney that should change your character into some-
one better. It should be something you look for-
ward to when you aren’t there, plotting your next
actions. Being allowed to have your own story
along with the major plot I feel is key.

Lloyd Metcalf: There is that moment as a GM
when you can see the eyes of your players glaze
over with a certain sheen when they are hearing
what's happening at the table. They are rolling
the dice, calling their actions, but they are seeing
and immersing their senses in the game world
being explored.

It doesn't always happen, but when it does, those
are the moments I try to recall as a game master.
What happened? what was being said? what

were the conditions at the table? Because that is
the nirvana that we all seek as gamers. That time
when we are truly living through the eyes of our
heroes is the most magical of times for a tabletop
gamer, and is something no movie maker or TV
executive can ever recreate - or take away.

Scott Miller: For me a good fantasy game is
when you get lost in this world you created and
you forget time exists. You become your charac-
ter and in your mind everything that is beautiful
about what you see takes over you completely.
All 5 senses are dedicated to this land and it
makes it seem so real that you can’t distinguish
real life from the game.

David Benevides: I love the classic epic quest
taken by the "common folk". Growing up with
Tolkien, and Dragonlance as my favorite fantasy
novels, Fantasy gaming allowed me to go on
epic quests like the heroes I loved did. As a GM
I try to infuse this epic style into the story. I want
people to leave and go remember when element.

Petra Jackl: A good story and a willingness on
the GMs part to give the players some flexibility
on where the story goes. For me it’s rules that
are easy to understand and a plot that engages.

Brenden Hill: A strong sense of discovery is
what defines good fantasy for me. The players
need this sense of discovery as much (probably
more) than the characters. When my daughter
cast a fireball for the first time into a chaotic
fight the reactions where priceless. This example
taught me that you don’t need to reinvent the
wheel to instill a strong sense of “what is going
to happen next?” in the story.

Jaye Kovach: Fantasy gaming should have ele-
ments of classic pulp fiction: swashbuckling,
battles, romance, adventure... but it should be
punctuated with intellectual discourse that allows
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players to overcome personal obstacles, explore
tragedy in a safe environment, and create lasting
memories amongst a close groups of friends.
Combine that with kick ass snacks and some hu-
mor and [ will be over at noon on Sunday with
my dice cocked and at the ready.

Brendan LaSalle: Alchemy. You have to put
together a good story, great characters, memora-
ble fantasy setting that has to be at once com-
pletely alien and yet familiar, and then the magic
of group storytelling has to happen, creating
memorable action. It often makes no logical
sense; I've seen games where all of the elements
seem wrong, and suddenly you realize that you
are telling this fantastic story together, an unbe-
lievably affecting story that can never truly be
told the same way again. And I've seen a story
with all the right elements come together and . . .
nothing. You sit and wait for the game to end so
you can politely escape. It is a craft and an art
and it is ultimately unpredictable, because the
magic of storytelling has to take place and that
magic is ultimately unknowable and defies re-
production; alchemy.
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What is a Role-Playing Game?

Did you ever play cowboys and Indians as a kid?
Maybe dress up in crazy outfits and pretend you
were saving the galaxy from an evil empire? That is
role-playing. A role-playing game places players in
stories where they are the star. They create charac-
ters and act out their personalities while sitting
around a table with snacks and other friends.
There are different ‘roles’ in a role-playing game.
-The Player Character (PC): This is YOU and
your friends or anyone who is not running the
game. The story you play in is all about you, even
though it might not seem like it. Players are essen-
tial to any game. You play these characters like you
are really there. Talk like them, make gestures like
they would, all while sitting at the table.

-The Game Master (GM): This is the mule role.
The task of the game master is to prep the story,
get all the creatures and encounters assembled and
make sure that everything is there when the game
starts in order to make it run smoothly. It’s a lot of
work to be a game master, but the rewards come
in the satisfaction and excitement you bring to the
players. The game master is also responsible for
the non-player characters.

-Non-Player Characters (INPC): The reason
why game masters are so cool is that they can act
out multiple characters and do all their voices with
true passion. The NPC is a character controlled by
the game master. They can be anything from a girl
on the street to the biggest, meanest villain to ever
grace a game. But they exist and have feelings too.
Watching a good game master acting out roles is
like observing someone with multiple personali-
ties. You never know what is coming next.

How Do You Run the Game?

Running a game might be a lot of work, but it’s
easier than you might think. The game master first
starts with a story.

-Who is in the story?

-What is going on?

-When does it take place?

-Where does it take place?

-Why are all of the events happening?

-How are they happening?

We know that the players are in the story. What
you need to come up with next is who else will be
in there with them? This includes adversaries and
friends. It’s good to have a plot going. Players
need direction. What is happening that is drawing
everyone together? When does the adventure take
place? Day or night? Past or present? Future
maybe? Where is the adventure going to take the
players? Make sure to have good details about each
location that players will need to travel to. Some
players (like myself) LOVE to go off track and
mess around with the natives. So you’ll need to
really live and breathe these locations. You also
want to know ‘why’ all of this is happening. There
is always a reason for everything. The game master
needs to be one up on each detail. Their NPCs
need to be detailed enough that people believe
they are real. Once you have all these answers you
move to the next step: assembling players.

Most people that play games want to have fun.
Don’t invite an ‘I have to always win’ player or
they will ruin the session. The idea of a role-
playing game is for players to work as a team to-
wards a common goal. Assign someone to bring
snacks. Sometimes the game master will just be a
cooking fiend and supply the goodies, but always
be courteous and ask if you can bring something.
Find a good place to game. Your parents’ base-
ment is always a good place as long as there is a
table and comfortable chairs. If you are an adult,
confiscate a room with couches and tables if you
are not using massive maps. If you are, the dining
room is a good place to set up shop. Just make
sure to bribe your other half beforehand.

The last step is getting all your supplies ready.
Players should bring their own dice, pencils (not
pens) and scrap paper. If you don’t trust your play-
ers not to bring loaded dice, you can supply them.
Before your players arrive, make sure you are all
set up. Stat sheets should be hidden, your game



SIOIRS OF The

IMMORTAL

master screen should be up and furniture should
be in place. Now you are ready!

"Courage is found in unlikely places."”
~J.R.R. Tolkien

And that is where our story starts to grow. Cour-
age in the world of fantasy. Since the beginning of
the role-playing game, the one element that has
held stories together are tales of courage. The hero
who came from nothing to become something
more than great. Stairs of the Immortal is a game
about courage. It's about making something of
yourself through challenges of the fantastic. To
venture out into the world and meet new people,
make wondrous discoveries and ascend into the
legends of those who choose not to seek out ad-
venture. And challenges aren't just about slaying
monsters, they are also making new friends, finish-
ing a task given and gaining the respect of the peo-
ple or your peers, so that you may progress. Stairs
of the Immortal isn't a game of hack and slash, it's
a game of courage. You gain some progression
through defeating monsters, but that is because of
the Special Focus you use. A character who spends
time training is just as likely to progress, just as the
character who goes into town and helps to feed
the poor. And those who excel at this courage will
live on forever. Each class has requirements. Most
aren't even combat related, but instead story-
based. While the Game Master tells the framework
of the overall tale, it's the players that direct it. If a
character needs to achieve a certain goal to go
onto the next Class PATH, they must direct the
story accordingly and not allow other players to
redirect in a manner that keeps the player from
ever achieving their goal. In larger groups, players
will need to rely on teamwork to make things hap-
pen. Take turns meeting goals and work together
to make sure outside forces don't interfere.

"Not all who wander are lost."
~J.R.R. Tolkien

The wotld of Stairs of the Immortal is a vast one
created by the father of the Gods in an attempt to
right the wrongs of his children. It is a place with a
new set of Gods who have impacted the lives of
the mortals. And while the world is full of good,
the influence of evil Gods has followed the father.
On this world, romance has cursed whole king-
doms and blasphemy has destroyed others. Nature
is in a constant state of evolution with new crea-
tures emerging from the unknown as the new age
settles in. And strangers walk the land. Some look-
ing for meaning while others have purpose. As
players, your purpose is to not only explore the
world and meet new people, but to also set things
right that are very wrong.
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CHARACTER CREATION OVERVIEW

Stairs of the Immortal is a STORY driven role-
playing game. It’s not enough to be a sword wield-
ing badass, the characters are part of a larger world
and their choices have consequences. They must
meet story driven benchmarks in order to move
forward. By doing this, they climb the Stazrs of the
Tmmortal.

Step 1: Choose your RACE
-Is your character a Dwarf, Elf, Half-Elf, Hobbs
or Human?

Step 2: Roll 3d6 six separate times for attributes.
Then assign those numbers to the six attributes in
any order that works for that character best.

Step 3: Choose your ALIGNMENT

-What type of character do you want to play? Are
they Good, Neutral or are they just plain evil
(Chaos)?

-It’s important to pick this now because many
PATHs have Alighment rules.

Step 4: Choose your PATH

-Is your character shooting to become a knight?
Then they would choose the Knightly Path. Maybe
a Wizard, then they would choose the Magic
Path....etc.

Step 5: Document your starting CLASS

-If you chose the Knightly Path, then you would
be a Squire. If you chose the Shadow Path, you
would then be a Thug...etc.

Step 6: Determine Hit Points, Saving Throw,
Attribute Bonuses and Racial Bonuses. Also
determine your Base Hit Bonus (BHB) (found
at the start of each PATH).

-Make sure to write down Class Abilities and
Languages too.

-REFERENCE tables in Swords & Wigardry under

Creating a Character for the materials above.

Step 7: Document starting gear (or purchase)
-Make sure to determine Armor Class (AC) and
any weapon damage.

Step 8: (When applicable) Determine Spells
-Based on your PATH, choose the spells you have
access too. Use the Spell list from Swords & Wig-
ardyy or from the Spells section in this book.

Step 9: Choose a God

-Which God does your character follow? While it
might seem like it’s not important, Stairs of the
Immortal revolves around characters and their

Gods.

Step 10: Flesh out your character
-How old is your character? What is their back
story?

GAME MECHANICS (Quick overview)
The basic mechanic for Swords & Wizardry is

Roll 1d20+Bonus
The basic combat mechanic is

Roll 1d20+Bonus+Basic Hit Bonus (BHB)

The result must be higher than the defender’s Ar-
mor Class (AC) shown on the AC table in the
Swords & Wizardry core book (or in Swords &
Wizardry Continual Light).
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Dwarf

Contrary to popular belief, dwarves are not the rough
and gruff race that people make them out to be. Most
dwarves are caring individuals who live in peaceful
communities or kingdoms. Their race is broken down
into social classes just like the elves and humans. They
enjoy blacksmithing and farming; making a living off of
these trades. They even have their own royalty and
kingdom. Many dwarves seek adventure just like any
other race, looking to find new lands to populate.
While a dwarf is only about three to four feet tall, they
are physically powerful. An everyday dwarf can drop a
well trained human with little effort. Most dwarves
tend to be passive until they start drinking their special
ale and then it’s all out chaos. A good dwarven social
gathering usually breaks out into an event of loud danc-
ing and even louder story telling.

Dwarves gain the following:

Dark vision: 60 feet

Dwarves have a solid understanding of agticulture and
blacksmithing. They gain +2 to any non-damage roll
involving application or knowledge in these fields.
Dwarves gain +2 to their Strength and Constitution
Height: Dwarves are about 4 feet tall. Anyone attack-
ing a dwarf gets a —2 to their attack roll.

Average lifespan: 500 years

Views of Other Races

Humans: They are nice people. Too bad their bastard
King Pendragon turned on us because of his lack of
insight. Luckily other humans aren't so foolish.

Elves: We asked for their help and they never came.
But it's ok. Someday we will show them how supetior
our knights are. Until then we will treat them in a civi-
lized manner.

Hobbs: These brethren have strange customs, but we
like them, especially during the festivals.

Elf

Elves are a mysterious race that came before the hu-
mans. They are magically powerful and not that much
different from humans, other than their pointy ears.
The elves are a long lived race, spanning hundreds of
years in age, sometimes ever thousands. Most tend to
live in large cities with other elves, keeping their race
pure. Others enjoy adventuring into unknown lands
and learning about different species. There are no real
different breeds of elves, just different personalities of
them. Some elves can be very snobby, holding ranks in
the royal bloodlines. Others can be mischievous, acting
as practical jokers. There are even those who like to
wage war. But most elves enjoy working in the field of
magic, adapting it and utilizing it for the betterment of
elven society. A majority of elves stay away from the
humanist Order of Wizards, but some have no prob-
lem being members. Elves use magic like a human
champion uses a sword, with style and finesse. They
are also in touch with nature to the degree that they can
hear sounds, sense movement, and feel tremors that
most people wouldn’t notice.

Elves gain the following:

Dark vision: 60 feet

In Touch with Nature: Elves have a 2 in 6 chance of
‘sensing’ disturbances in nature. This may also be used
to detect ambush. This ‘sense’ is always active.

Detect the hidden: 2 in 6 chance of finding the hid-
den, 1 in 6 chance even if not looking for the hidden.
Magic Tuned: +2 to all spell rolls

Elves gain +2 to their Dexterity, Intelligence and Wis-
dom
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Elves lose -1 to starting Strength
Average lifespan: 1000 years

Views of Other Races

Dwarves: Their kingdom is powerful and their order
of knights is worthy of our respect. But they don't trust
us because we did not come to their aid. If they only
knew the truth.

Humans: So easily manipulated by evil. They will be
the death of us all. So it is better that we watch them
like children and treat them as such.

Hobbs: A complete waste of productive energy. How
can such small people celebrate as much as they do?

Half-Elf

With elves and humans living together, it was bound to
happen: crossbreeding. The half-elf enjoys the physical
prowess of a human and the in-touch sense of nature
like an elf. They are not, however, as in touch with
magic, giving them no bonuses. Most half-elves live
outside of the elven kingdoms and choose to live
amongst the humans that helped give birth to them.
They are adventurous, noble and somewhat shy. Most
half-elves tend to stay in the shadows, working from
behind the scenes to help and never getting in the front
of any situation unless they are qualified to do so. Some
call it shame, others call it respect. If the half-elf was
arrogant and acted superior to other races they would
most likely be hunted down. Instead they know their
place. That’s not to say that half-elves don’t lead. It was
once rumored that there was a half-elf in the royal
bloodline of the humans.

Half-Elves gain the following:

Dark vision: 30 feet
In Touch with Nature: Elves have a 1 in 6 chance of

‘sensing’ disturbances in nature. This may also be used
to detect ambush. This ‘sense’ is always active.

Detect the hidden: 2 in 6 chance of finding the hid-
den, 1 in 6 chance even if not looking for the hidden.
Average lifespan: 250 years

Views of Other Races
Who are we to judge: For we are half-breeds of two
races that lack respect for one another.

The Hobbs

If there was one race that knew how to keep life fun
and exciting without all the extra work it would be the
Hobbs. This race of three to four foot tall humanoids
has spent their life on the easy track. They grow beauti-
ful gardens, milk cows and butcher chickens as part of
their daily routine. Their homes ate nestled into hill-
sides and they know how to work with nature. In the
months of the harvest, the Hobbs throw huge celebra-
tions that everyone wants to participate in, dwatves,
elves and humans alike. But behind this giddy veil is a
more sophisticated race, which have spent the last few
hundred years documenting history and storing their
scrolls and books in great libraries. Only the Hobbs
knows the locations of these places and never shares
with anyone outside of their species. The eldest of the
Hobbs spend their last days writing large tomes about
their adventures that took place outside of their com-
munities. Because of this, younger Hobbs are encout-
aged to leave their towns and travel with adventurers so
that they may one day write their own books. The big-
gest problem with that is the constant trouble the
Hobbs gets into because they are curious and cowardly
at times.

Hobbs gain the following:
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Height: Hobbs are about 4 feet tall. Anyone attacking
a Hobbs gets a —2 to their attack roll.

Hobbs gain +2 to their starting Dexterity and Intelli-
gence

Hobbs are very knowledgeable when it comes to local
history.

Charming little thing: The Hobbs have a 50% chance
of charming anyone they talk to (HD1-10) while they
may charm more powerful types at 35% (HD11+).
This may not be used to stop a foe then attack them,
however. Hobbs are all about being social, doesn’t mat-
ter what race you are. And just because someone is
charmed by the Hobbs doesn’t mean that person is
going to let the little gal or guy live. It just means they
won’t kill them at that moment.

Average lifespan: 500 years

Nudists: Hobbs love to get naked and sometimes at
the worst times. Once per game session thereisa 1 in 6
chance the Hobbs character will get naked.

Views of Other Races

Dwarves: They need to relax more than they already
do. But they can party like us so we like 'em!

Elves: Elves who?

Humans: They love to get into our business and tell
us how to live. And they don't even party nice, getting
all drunk and trashing our inns. Bah, humans!

Human

Considered the final design of life, humans have come
into their own as an adaptable species capable of many
great and not so great things. Humans in society live all
sorts of different lives. Some are noble, some are work-
ers and some are just evil. Whatever the driving force,
humans have learned to survive almost impossible

odds. Other races tend to look at humans like children,
needing guidance, because of their childish warlike and
greedy nature. Of course every race has these qualities,
no matter how much they deny it. Humans love to ex-
plore and crave adventure, even the most arrogant roy-
alty. Most humans will work with other races to meet
mutual goals, setting aside racial differences and some
will not, seeking to purify whole kingdoms in order to
preserve humanity. The human empires are many, with
boundless kingdoms across the lands. When one leader
doesn’t agree with another, they either go to war or
leave to start their own kingdom. Humanity has en-
croached on just about every piece of land in the whole
world.

Humans gain the following:

Average lifespan: 100 years

Views of Other Races:

Dwatves: Civilized little people who know how to
wage war. But they betrayed the great King Pendragon
and they don't worship our God.

Elves: A strange race that we have barely seen. Where
were they during the last great war?

Hobbs: Funny little buggers who love to farm and
party. If you atre looking for a good time, hit them up.
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CLASSES

Stairs of the Immortal has a unique way of manag-
ing ‘CLASSES’. Because the setting is very story
driven, characters not only evolve through experi-
ence points, but they must complete their story
requirements before moving on to a new CLASS
within their chosen PATH.

For example: Bart wants to be a Knight, but be-
fore he may become one he must start as a Squire
and work his way up. So he works hard and
reaches level 5 (the prerequisite for becoming a
Knight), but he has yet to prove himself through a
Khnightly Quest for the King. Until he does so,
Bart may not gain Knightly status and does not
gain any additional levels until he meets the story
requirements.

When creating characters, each player picks a
PATH they wish their characters to follow. This
PATH will determine how their character evolves
through game play. As the character reaches cer-
tain benchmarks, they will move up to a more ad-
vanced CLASS within that PATH set. It’s impoz-
tant for players to remember that Stairs of the Im-
mortal isn’t just about gaining levels, but they must
also delve deep into the stories of their characters
if they wish to achieve greatness and advancement.
There are 6 PATHS a player may choose from:

KNIGHTLY: The path that leads to knighthood
and grand quests. Holds status in the kingdom
they serve.

PATH: Squire>Knight/Paladin/
Cavalier>Champion

SAVAGE: The path of those who are uncivilized
or those who choose to live in the wilds, away
from civilization. Considered ‘savage’ by those
who live a more civilized life and tend to be
feared.

14

PATH: Savage>Barbarian/Gladiator/Ranget/
Tribal Warrior>Hero

MAGIC: The path of mystery and wonder as the
character works to improve on their magic and
achieve greatness and prestige. Holds status
amongst other magical practitioners and some-
times in the kingdom where they might reside.
PATH: Apprentice>Illusionist/Mage/
Necromancer>Wizard

RELIGIOUS: The path of devotion and holiness.
One where the character works to spread the word
of their God and smite those who might work
against their God’s will. Holds status through fear
of retribution throughout the kingdom where they
reside.

PATH: Brother>Cleric/Druid/Monk/
Priest>Saint

SHADOW: The path of thievery and treachery,
where the character has one focus: themselves. If
treasure is involved, this character will be selfish.
Holds status amongst their brethren and mostly
considered outlaws in whatever kingdom they

have ‘visited” unless they haven’t been caught yet.
PATH: Thug>Assassin/Bard/Thief>Master

WARRIOR: The path of war is one this character
embraces. From the life as a simple soldier to
something far more dangerous, this path offers
glory and riches. Rarely holds status in the king-
dom they reside in because most warrior types
roam to where the money is.

PATH: Grunt>Soldier/Weapon Master/Wattior

Within each PATH there is a selection of
CLASSES that the character may strive for. Each
has a starting CLLASS: like Apprentice for the
MAGIC PATH or Squire for the KNIGHTLY
PATH. Starting CLASSES have a maximum level
of 5 before the character stops progressing with-
out meeting story requirements. Once the charac-
ter meets all the requirements needed, their class
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then changes to one of the CLASSES in that sec-
ond PATH selection.

For example: Burt works hard to meet all his re-
quirements to become a Knight, but at the last
minute decides playing a Paladin would be cooler.
So until he proves himself to a ranking religious
leader, he can’t be a Paladin. He could still, how-
ever, be a Knight until he meets the story require-
ments for the Paladin CLASS. That would get a
little complex, but it’s possible.

Once a character becomes a second PATH
CLASS, they begin that class at level 1, but still
keep all perks of the previous class including Hit
Points and STAIRS. On the character sheet it
would look something like this:

Squire 5/ Knight 1

Squire 5/ Paladin 1

Squire 5/ Cavalier 1

So what happens if the player decides that
they don’t like the PATH they chose?

It happens. A player is all hyped to play a certain
CLASS and partway into the game decides that
being a Brother sucks. At that point they may pick
a new PATH to follow, but MUST play out the
story of how it happens. One simply does not be-
come an Apprentice. They must first find a wielder
of magic who will teach them. If the character
jumps PATHS they still keep all their Hit Points
and STAIRS from the previous CLASS, but they
will no longer gain levels in the CLASS they left. A
character that does this might have a character
sheet with this:

Brother 3

Apprentice 1

(Notice how the new class is in a new row? We do
this JUST in case the player decides to go BACK
to the Religious PATH.)

So just how crazy can it look for a character that
has been on countless adventures?
Brother 3/ Druid 1
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Squire 5/ Knight 2

Grunt 5/ Warrior 6

(In this example, the character tried religion, de-
cided to Knight up, but got sick of the King so
they became a hired sword.)

There are almost endless possibilities until the
character is killed or drops dead from old age.

Understanding STAIRS

As the character grows in their PATH they begin
to climb STAIRS. These STAIRS offer special
abilities and advantages as the character becomes
more powerful. At lower STAIRS, characters gain
superficial, but helpful abilities. At higher STAIRS,
characters almost become godly. The goal of every
player should be to reach that final step and be-
come something of legend.

Characters that jump PATHS may keep the
STAIRS they have earned from their previous
PATH temporarily, but may not advance those
specific STAIRS any further; instead working their
way up a new set of STAIRS in their new PATH.
For each STAIR gained in the new PATH, the
STAIR from the previous PATH reduced by 1
level (until it reaches ZERO).

Example: Bart is a Squire 5/Knight 2 with
STAIRS at level 7. He jumps ship to became an
Apprentice. So when his Magic PATH STAIRS
reach level 1, his previous Knightly PATH
STAIRS will become level 6.

Climbing STAIRS in a PATH

STAIR advancement and tracking is pretty easy.
Each PATH has a set of STAIRS with level
benchmarks next to them. Just add each PATH
CLASS level together to keep track of STAIRS
levels.

Example:

Brother 5/ Priest 6=STAIRS level 11

Squire 4=STAIRS level 4

Savage 5/ Ranger 9=STAIRS level 14
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*NOTE ON SPECIAL ABILITIES
You'll find that classes in Stairs of the Immortals
don’t have much in terms of special abilities. This

is because those abilities are summed up via
STAIRS instead.

Can people from other worlds use STAIRS?

STAIRS in STAIRS of the IMMORTAL are a gift
from Kronos to the world he created. Only those
native born to the Kronosphere may use STAIRS.
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Stair Level [LvL], Base Hit Bonus [THB]-Caps out at +10
SLvL 1 2 3 4 5 6 7 8 9 10 11 12 13

14 15 16 17 18 19 20

BHB | +0 |« +1 | +1 | +2  +2 | 43 | +3 | +4 44 | 45 45 46 +6 | +7 | 47 | +8 | 48 49 | 49 | +10

Knightly PATH

The Sisters of Pendragon: A sisterhood of knights
sworn to protect the Order of Wizards and guard their
magical secrets. Secretive, these knights are not known
for their sociability.

Honorable and war heavy, the path of the knight is to
defend the kingdom and the lands. Hailed as heroes to
most. The knight must walk a careful path and be
mindful of the people. For even kings can be cor-
rupted. The War Hog Knights: The famous knights of the
Dwarf Kingdom known for their large hog mounts.
Consisting of only dwarves, the War Hog Knights have
maintained peace in their kingdom for well over a cen-

tury. Well respected by all.

KNIGHTLY ORDERS

The Knights of Pendragon: Legendary order that
maintained peace across the Pendragon Kingdom.
Now a shadow of its former self, maintaining peace
along the Eastern shores while trying to repair their
damaged reputation caused by King Pendragon.

The Order of White Knights: An elf only order of
knights from Haven Hyland. Disbanded after the be-
trayal. They helped maintain law and order in their
lands.

*NOTE: A player has the option to play a White
Knight, ignoring the Race restrictions for elves in their
PATH. Just keep in mind that the order is gone and it’s
not likely that a King will offer knighthood to someone

who doesn’t worship the god of that King.

STAIR Name Description
2 Aid The player can restore 5 Hit Points to any Knight character
4 Shield The player may defend a fellow party member (costing no actions)
6 Bravery With a rally cry, all allies of the Knight and the Knight gain a +5 to their attacks for 2 rounds.
8 Finesse Knight gains -5[+5] to their Armor Class ONLY if wearing full armor.
10 Impressive Any foe looking at the Knight must make a Constitution save (difficulty 15) or be paralyzed.
Works on creatures 8HD or LESS.
12 Uncanny Reprise | The Knight may summon an uncanny aura that restores 50 Hit Points to the knight and cures
any ailments.
14 Master of Battle The Knight gains a +10 to all combat rolls when fighting with other Knights.
16 Lord of The Knight is so charming (+10 to Charisma) that they can rally even the most broken troops
Charisma around them.
20 Blessed by God If the Knight falls in battle, they will rise up again the next turn with FULL Hit Points.
50 Hail the King When the Knight speaks, everyone listens, no matter who they are.

STAIRS may only be used a number of times per day equal to the character’s STAIR level.

17
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LEVEL

Squire 1

Prime Attribute: Strength +13
(+5% expetience bonus) 2
Hit Dice: 1d6/level 3
Armor/Shield Permitted:

Leather and padded, small 4
shields 5
Weapons Permitted: Any

Knight based weapons

Race: Dwarf, Human

Alignment: Law, Chaos, Neutrality

The squire is the first in the Knightly PATH. These are
boys and sometimes gitls who have been privileged
with schooling in the arts of war. They are young and
inexperienced, but have enough training to make a dif-
ference on the battlefield. Most squires were once
pages, receiving education in the arts of fighting as well
as etiquette. Now they are at the side of a knight, learn-
ing the real meaning of combat on the fields of battle
as well as servitude to their master. They wait on the
knight hand and foot, and when the fields are covered
in blood and the master has fallen, it is the squire who
must step up and throw down their life for the greater
good of the kingdom.

SQUIRE CLASS ABILITIES

Fight or flight: Squires are fast on their feet on the
battlefield, offering them 1 time per battle where they
may flee without having to worry about getting at-
tacked as they run.

Love of thy master: Squires may take a hit intended
for their master at any time during a battle, even if it
means the squire will be killed.

Treat Wounds: The Squire may heal an individual for
1d4 Hit Points through training in homeopathic reme-
dies 1 time PER level.

Squires start with the following items:
Long Sword, Leather Armor, Backpack (with cooking
supplies and domestic items)

Exp. Points
0
1,500
3,000
6,000
12,000

Hit Dice
1

2
3
4
5

Saving Throw
15
14
13
12
11
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Knight e
Prerequisites: Knights must be a !
level 5 Squire, have proven them- 2
selves to a King and also have a 3
Knightly sponsor.
Prime Attribute: Strength 4
+13 (+5% experience bonus) 5
Hit Dice: 1d10/level
Armor/Shield Permitted: 6
Any 7
Weapons Permitted: Any
Knight based weapons 8
Race: Dwarf, Human 9
Alignment: Law, Chaos, Neu-
trality 10
11
Knights are the heroes of the 0
King. They follow his lead and
carry out quests he sets upon 13
them. A Knight protects the 14
people, as long as the people
are not rebelling. They swoon 15
the ladies and brag about con- 16
quests. The Knight is honor-
17+

able to their equals and throws
it aside for anyone not worthy
or civilized. The training for the Knight is a difficult
ordeal. They must have already proven themselves in
combat while serving under the King and must also
have a Knightly sponsor. The Knight is bound to his or
her King and must come when they call. Most Knights
live in small castles within the kingdom with their own
small army of squires and wenches. Knights must fol-
low these rules:

CHIVALRY: This is a code of ethics for a knight.

1) Duty to King and Country: The Knight is of ser-
vice to the King and his land. They uphold the laws
and protect anyone who has fallen victim to evil. The
Knight will gladly sacrifice their life for anyone in the
Kingdom who is worthy.

2) Duty to Respective God: The Knight serves their
God first, King second. Unlike the Paladin, the Knight
is not blessed by their God because they are not dedi-
cating ALL their time to the church. If a Knight sees
abuse by King or Church they will gladly dispatch
them.

Exp. Points Hit Dice Saving Throw
(Level 5 Squire) 1 10
32,000 2 9
65,000 3 8
130,000 4 7
260,000 5 6
470,000 6 5
560,000 7 4
660,000 8 4
760,000 9 4
860,000 9+2hp 4
960,000 9+4hp 4
1,060,000 9+6hp 4
1,160,000 +10 4
1,260,000 +12 4
1,360,000 +14 4
1,460,000 +16 4
+100,000 per level +2hp per level 4
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KNIGHT CLASS ABILITIES
Fight of the Knight: The Knight may attack 2 times
per action when using any one handed weapon.

Fear the Knight: Any creature of 2HD or less must
make an Intelligence save (difficulty 15) or flee if the
Knight rides into battle on a horse or is wearing full
plate armor.

Status of the Knight: Atlevel 5 the Knight may be
rewarded their own land by the King, IF the Knight
has proven to be valuable to the kingdom. These lands
will have 1d6x10 peasants who work the fields and the
Knight’s modest abode.

Treat Wounds: The Knight may heal an individual for
1d4 Hit Points through training in homeopathic reme-
dies 1 time PER level.
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LEVEL

Paladin

Prerequisites: Paladins must be
a Squire at level 5, proven them-
selves to a Ranking religions leader
and also have a Knightly sponsor.
Prime Attribute: Strength
+13 (+5% experience bonus)
Hit Dice: 1d10/level
Armor/Shield Permitted:
Any

Weapons Permitted: Any
Knight based weapons

Race: Human

Alignment: Law

The Paladin is a hero of the
Church. While they share many
of the same Special Focus as a
Khnight, the Paladin is bound
to their religious order instead
of a King. Paladins protect the
innocent and champion causes
of a Holy nature in order to
guarantee a secure land under
their respective God. Some
Paladins are Knights who have

found meaning in a God, while others are trained from
birth to uphold the religious laws of the land. Because
the Paladin is considered Holy, they are blessed by the

Level 1
1 -
2 1
3 2
3 2
5 2
6 2
7 2
8 3
9 3
10 4

17+

Number of Religious Spells (by level)

2

LW L NN N -

1
2
3
4
5
6
7
8
9

10
11
12
13
14
15
16

(Level 5 Squire)

+100,000 per level

3

Exp. Points

32,000
65,000
130,000
260,000
470,000
560,000
660,000
760,000
860,000
960,000
1,060,000
1,160,000
1,260,000
1,360,000
1,460,000

Hit Dice

1
2
3
4
5
6
7
8

9
9+2hp
9+4hp
9+6hp

+10
+12
+14
+16

+2hp per level

Saving Throw
10

B e = = R R - R - NS B o) SN R e

Gods to act as healers and are armed with weapons
that radiate Holiness. Paladins have the following rules:

4
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-Chivalry: This is a code of ethics for a knight. In the
case of a Paladin they will break this code if it conflicts
with their religious quest.

-The Order from God: This code of ethics for Pala-
dins demands that the Paladin stay righteous and fol-
low the rule of his or her God. This gives the Paladin
favor with that God allowing them to heal others (10
Hit Points a number of times per day equal to their
STAIR level). The Paladin also generates a field of Ho-
liness that protects them from evil creatures and their
attacks/abilities (Evil creatures receive —5 to all rolls
against a Paladin).

PALADIN CLASS ABILITIES
Fight of the Paladin: The Paladin may attack 2 times

per action when using any one handed weapon. They
may attack 3 times when fighting Evil aligned creatures!

Fear the Paladin: Any creature of 2HD or less must
make an Intelligence save (difficulty 15) or flee if the
Knight rides into battle on a horse or is wearing full
plate armor.

Holy Paladin: With the training of the church, the
Paladin is capable of performing Holy Rituals specific
to his religion. While not as powerful as a priest, the
magic the Paladin can summon is still very noteworthy.

Treat Wounds: The Paladin may heal an individual for
1d4 Hit Points through training in homeopathic reme-
dies 1 time PER level.
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LEVEL
1

Cavalier

Prerequisites: Cavaliers must be
a level 5 Squire, proven themselves
to a King and also have a Noble
sponsor.

Prime Attribute: Dexterity
+13 (+5% experience bonus)
Hit Dice: 1d8/level
Armor/Shield Permitted:
Leathers, Padded, Studded
Weapons Permitted: Any one
-handed Knight based weap-
ons, prefers rapiers.

Race: Human

Alignment: Law, Chaos, Neu-
trality 11

2
3
4
5
6
7
8
9

10

The Cavalier is a gentleman 12

who is bred from a well known 13
bloodline and is a man of

honor. They are so loyal to the M

King that they stand out 15

amongst other champions of 16

the land. Be it their charm or

be it their unwavering dedica- 17+

tion to the crown, the Cavalier

is one person who will put anyone on their blade who
does not see eye to eye with their social class and the
King. They dress in fine clothes and train with only the
best of the best, making them formidable opponents.
Most are married and have families within the king-
dom. Women fantasize about them and Kings enjoy
their company because it makes them look ‘classy’.
Summed up the Cavalier is usually an ego-driven fol-
lower of the King who can stand their own against ene-
mies of the kingdom.

-Chivalry: This is a code of ethics for a knight.

-Style: The Cavalier is all about fashion. They will only
wear the finest silks and steel. Their weapons are deco-
rated with the best designs and when it comes to a fight
the Cavalier is bound to taunt and brag, all while cut-
ting down an opponent. But this vanity comes at a
price. The Cavalier will not be caught wearing anything
less than glam, and will go without rather than be
caught dead in a bad outfit. When buying armor and
weapons, multiply .5 to the cost of the item to repre-
sent value.

Exp. Points Hit Dice Saving Throw
(Level 5 Squire) 1 10
32,000 2 9
65,000 3 8
130,000 4 7
260,000 5 6
470,000 6 5
560,000 7 4
660,000 8 4
760,000 9 4
860,000 9+2hp 4
960,000 9+4hp 4
1,060,000 9+6hp 4
1,160,000 +10 4
1,260,000 +12 4
1,360,000 +14 4
1,460,000 +16 4
+100,000 per level +2hp per level 4

-Bloodline: A Cavalier is bred from the finest blood-
lines. Their family names are either famous of infa-
mous. Because of this, a Cavalier is usually recognized
by the most common folk. And when traveling in
wasted lands, this can be a problem for a party not
wishing to draw attention.

CAVALIER CLASS ABILITIES

Fight of the Cavalier: The Cavalier may attack 2 times
per action when using any one handed weapon. They
may attack 3 times when fighting with a rapier.

Price of Fame: Any creature of 2HD or less must
make an Intelligence save (difficulty 15) or be en-
thralled by the style of the cavalier and may not take
any actions for 1d4 turns.

Swashbuckling diva of style: Cavaliers are notorious
for showboating their sword skills through acrobatic
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stunts. They gain a +5 to all acrobatic rolls involving
showboating during a fight.

Treat Wounds: The Cavalier may heal an individual
for 1d4 Hit Points through training in homeopathic
remedies 1 time PER level.
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. LEVEL Exp. Points Hit Dice Saving Throw
Champion
Prerequisites: The Champion ! Level 10 Class *2hp per level 4
must be a level 10 PATH TWO 2 1,460,000 +2hp pert level 4
class, saved a Kingdom, and pro- 3 1,560,000 +2hp per level 3
claimed Champion by a higher
power (King or Religions 1 ord) 4 1,660,000 +2hp per level 3
Prime Attr1bute': Strength 5 1,760,000 +2hp per level 3
+13 (+5% experience bonus)
Hit Dice: +2/level 6 1,860,000 +2hp per level 3
Armor/Shield Permitted: 7 1,960,000 +2hp per level 3
Any Knightly armor
Weapons Permitted: Any 8 2,060,000 *+2hp per level 3
Knightly weapon 9 2,160,000 +2hp per level 3
Race: Dwarf, Human
Alignment: Law, Chaos, Neu- 10 +100,000 per level +2hp per level 2
trality 11 +100,000 per level ~ +2hp per level 2
In every legend there is a 12 +100,000 per level +2hp per level 2
champion, someone who de- 13 +100,000 pet level ~ +2hp per level 2
fies the odds and saves the day. 14 +100,000 per level  +2hp per level 2
Some come from everyday
walks of life and others were 15 +100,000 per level ~ +2hp per level 2
groomed for the role. The 16 +100,000 per level  +2hp per level 1
Champion is declared by the
I{lﬂg ot the ngh Priest and 17+ +100,000 per level +2hp per level 1

must live up to that expecta-

tion. When the land is threatened, the Champion leads
the armies of the land into battle. On the streets the
Champion is always hailed and rewarded with small
gifts. Women throw themselves at the feet of this hero.
But not all Champions are righteous. Some are brutal
towards those they protect and only follow the King
because it suits them. Religious Champions spend their
time secluded, training for that last battle. On the eve
of a religious holiday they appear to inspire those
around them. The Champion usually resides is a small
castle given to them as a gift. There are always a hand-
tul of squires who wish to serve the Champion and
tend to act as middlemen before anyone is granted au-
dience.

-Chivalry: This is a code of ethics for a knight.
-Responsibility: The Champion is tasked with the
duty of protecting the kingdom they reside in. When

the kingdom is threatened they must step up and de-
fend her. A Champion who does not do this is stripped

24

of their title and forever labeled a coward.

-Estate: The Champion lives in a small castle some-
where near the king’s castle or religious monastery.
There are always people coming and going, which can
make being a Champion slightly aggravating, especially
if you just returned from a quest. You have at your dis-
posal 10 squires and at least 5 knights. The castle has a
house staff of 15 men and women who do the daily
chores.

-Followers: These are a group of people that have
dedicated their lives to you (1d10x20). At the first sign
of trouble they will take up arms in your name. Each is
willing to die for you, but as Champion you cannot let
that happen unless you are fighting at their side.
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CHAMPION CLASS ABILITIES

Fight of the Champion: The Champion may attack 4
times per action when using any one handed weapon
and 2 times per battle when using a two-handed
weapon.

Fear the Champion: Any creature of 5HD or less has
a 4-6 chance of fleeing if the Champion rides into bat-
tle on a horse or is wearing full plate armor.

Siege Lord: When carrying out sieges, those who serve
under the Champion gain a +3 to all rolls involving
combat and +5 to all saving throws.

Treat Wounds: The Champion may heal an individual
for 1d4 Hit Points through training in homeopathic
remedies 1 time PER level.
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Stair Level [LvL], Base Hit Bonus [THB]-CAPS out at +10

SLvL 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20
BHB | +0 | +1  +1  +2 | 42 | +3 | 43 | +4 | +4 45 45 46 | +6  +7 | 47  +8 | +8 | 49 | 49 | +10
Savage PATH
Born of the wild, the Savage knows the land well. They
tend to be known among different races, while others
are feared. The Savage can also be a powerful warrior.
Many famous Savages are mentioned in dozens of his-
tory books; some for heroics and others for their
bloodlust.
P, -4 B
Y > P
\'\“ \
\&\ X
\: R
\
STAIR Name Description
2 Wild The player gains a -1{+1] to their Armor Class
4 Natural If in an environment similar to their native wilds the player gains a +2 to their Armor Class
Defender and to their defensive rolls
6 Spook With a roar the player can scare an enemy of 2HD or less (giving the player a free attack).
8 Uncanny Sense The player can sense anything unusual, be it a trap or something far more sinister, with a +4
to their perception check roll.
10 Body Control By pulling together all their might, the player instantly heals 10 Hit Points.
12 Eyes of a Hawk Player gains +10 to all shooting or throwing rolls for 2 rounds.
14 Speed of the The playet's Movement triples!
Wild
16 Commanding When in large groups of fellow 'Savages' the player and their allies gain +10 to all attack rolls.
20 Gift of GAIA If the Savage falls in battle, they will rise up again the next turn with Hit Points.
50 The King When the Savage speaks, everyone listens, no matter who they are.

STAIRS may only be used a number of times per day equal to the character’s STAIR level.
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LEVEL

Savage 1

Prime Attribute: Strength
+13 (+5% experience bonus) 2
Hit Dice: 1d6/level 3
Armor/Shield Permitted:

Any 4
Weapons Permitted: Any 5
Race: Any

Alignment: Law, Chaos, Neu-

trality

Raised in the wild, the Savage is the first PATH in the
Savage PATH. While some might relate these men and
women to mindless apes, the Savage can be civilized,
just not on the level that people who live in cities might
want. The Savage grew up in the wilderness, be it in a
small hunting town or migrating tribe. They are in
touch with nature and know how to survive. Most
don’t understand the purpose of bathing because they
like their animal musk. As hunters, the Savage is formi-
dable and talented. Most starting hunters either end up
as guides or slaves. And while the Savage might not
blend with other societies, they are a community that is
bound by blood and they aren’t quick to forget it.
There are different walks of life the Savage may come
from; maybe a hunting tribe or a small village in the
wild, possibly a slave.

-Community Bound: Because of where you came
from, you ate bound to that community. After all, they
brought you up and taught you how to survive. If they
are ever in need you are the first to come to their aide,
even if you have been cast out. That’s not to say every
Savage community is a good one. Some are downright
evil, and if given the chance, you will try and change
their ways. Savages are not required to stay with their
community, but if in their travels they see another of
their brethren in captivity, they will do everything in
their power to free them. This does not make the Sav-
age blind either. If one of their community threatens
the sanctum of the whole, you are the there to do the
right thing and dispatch them.

-Sense of Direction: The Savage has the ability to al-
ways find their way home. Because of this, add +5 to
all Navigation rolls.
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Exp. Points Hit Dice Saving Throw
0 1 15
2,000 2 14
4,000 3 13
8,000 4 12
16,000 5 11
SAVAGE CLASS ABILITIES

Call of the wild: The wilderness is a tough place, but
you have had enough training that you can survive in
the wild. You know which berties to eat, which streams
to drink from and where to sleep at night (1 in 6
chance of making a mistake). In far off lands you still
have your survival savvy, but it just takes a little bit
longer to adjust (2 in 6 chance of making a mistake).

Call me the hunter: Animals are tricky, but you are
trickier. You are skilled in basic trap setting. This is
usually done to capture food, but can be applied to
catching one or two people when you really put your
mind to it. But traps do require components in order to
set them up. If the character doesn’t have access to the
items they need, they can’t produce a trap. When trap-
ping something, the victim must make a perception
check difficulty 12 or fall into it.

Treat Wounds: The Savage may heal an individual for
1d4 Hit Points through training in homeopathic reme-
dies 1 time PER level.

Savages start with the following items:
Spear, Leather Armor, Water Skin
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. LEVEL

Barbarian

Prerequisites: I order to begin !

the path to true Barbarism, charac- 2

ter must have reached level 5 Savage. 3

They also must have at least partici-

pated in 10 battles where they scored 4

the most kills without help. 5

Prime Attribute: Strength

+13 (+5% experience bonus) 6

Hit Dice: 1d10/level 7

Armor/Shield Permitted:

Leather and hides ONLY 8

Weapons Permitted: Any 9

Race: Dwarf, Human

Alignment: Chaos 10
11

As one transcends from a sim- 1

ple Savage into the life of a

Barbarian, they have to prove 13

their worthiness of the title. 14

Famous Barbarians have a

reputation for being brutal 15

killers on the battlefield, refus- 16

ing help unless it means more

bloodshed. Some travel in 17+

packs, laying waste to small

villages and attacking outposts belonging to powerful
kings. The Barbarian hates magic. They see no place
for magic and trickery. A true king kills his way to the
top with a sword or axe. A coward uses alchemy. The
ultimate path to glory is one that never allows their
blade to dry. And when they sit upon the throne of
their immortal God, only then will they know peace.
-Hates Magic: The Barbarian sees magic and alchemy
in a negative way. They don’t trust it and refuse to take
magic potions. If they can’t heal through nature then
there is no point. The Barbarian has setious issues
working with anyone of magic, except Clerics, which
pique their interest possibly because a Cleric is a soldier
that represents a God.

-Hail and Kill: A Barbarian will ride into battle
screaming the name of their God. They will not stop
killing until everything and everyone is dead. If a party
member tries to stop the Barbarian, there could be an-
other battle before people have time to heal. If the
player screams the name of their God as they enter
combat (yes, the player must SCREAM it aloud) the
player gains a +5 to ALL combat rolls.

Exp. Points Hit Dice Saving Throw
Level 5 Savage 1 10
32,000 2 9
64,000 3 8
128,000 4 7
256,000 5 6
350,000 6 5
450,000 7 4
550,000 8 4
650,000 9 4
750,000 9+2hp 4
850,000 9+4hp 4
950,000 9+6hp 4
1,050,000 +10 4
1,150,000 +12 4
1,250,000 +14 4
1,350,000 +16 4
+100,000 per level +2hp per level 4
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BARBARIAN CLASS ABILITIES

Call of the wild: The wilderness is a tough place, but
you have had enough training that you can survive in
the wild. You know which berries to eat, which streams
to drink from and where to sleep at night (1in 6
chance of making a mistake). In far off lands you still
have your survival savvy, but it just takes a little bit
longer to adjust (2 in 6 chance of making a mistake).

Call me the hunter: Animals are tricky, but you atre
trickier. You are skilled in basic trap setting. This is
usually done to capture food, but can be applied to
catching one or two people when you really put your
mind to it. But traps do require components in order to
set them up. If the character doesn’t have access to the
items they need, they can’t produce a trap. When trap-
ping something, the victim must make a perception
check difficulty 12 or fall into it.
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Whirlwind of doom: The Batbarian may attack 2
times per action when using any one handed weapon.
They may attack 3 times when fighting with any two-
handed weapon.
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LEVEL
1

Gladiator

Prerequisites: To even be de-

clared a Gladiator, the character 2
nust be a Savage at level 5, must 3
have a recognized sponsor, and they

must have won 5 battles in an arena 4
using total brutality. 5
Prime Attribute: Strength

+13 (+5% experience bonus) 6
Hit Dice: 1d8/level 7
Armor/Shield Permitted:

Any but plate mail. 8
Weapons Permitted: Any, 9
but missile weapons

Race: Any 10
Alignment: Law, Chaos, Neu- 11
trality

12
The arena is your home. Peo- 13
ple cheer your name like you 14
are a God. You offer them a
show unlike anything they have 15
ever seen. And when armed, 16
you are one of the most dan-

17+

gerous close quarter fighters in
the world. They call you
Gladiator. The life of a Gladiator is one of drawn out
blood sport, where the longer you take to kill someone
the more people love you or hate you. But it doesn’t
matter the feeling, as long as they chant your name and
the ruling party looks good. Most Gladiators are slaves,
prisoners of war, while others willingly enter the arena
to make a living doing what they do best: killing. The
downside about being a Gladiator is once you start,
people insist, sometimes with force, that you continue
your career. And once you achieve greatness, it’s possi-
ble to buy your freedom. Some Gladiators ate selected
to go on quests for ruling parties. Of course it’s usually
to boost the image of the Gladiator so even more peo-
ple will come and see them in battle. Free agent Gladia-
tors tend to find themselves fighting outside of the
arena just as much as inside, because someone always
thinks they have the Special Focus to take them down.
-Total Brutality: This code of the Gladiator requites
that no kill or battle be swift. It must be entertaining
and brutal. The longer the show the better. The Gladia-
tor must purposely draw out a battle and make it epic.
Any player who dispatches an opponent in one strike

Exp. Points Hit Dice Saving Throw
Level 5 Savage 1 10
32,000 2 9
64,000 3 8
128,000 4 7
256,000 5 6
350,000 6 5
450,000 7 4
550,000 8 4
650,000 9 4
750,000 9+2hp 4
850,000 9+4hp 4
950,000 9+6hp 4
1,050,000 +10 4
1,150,000 +12 4
1,250,000 +14 4
1,350,000 +16 4
+100,000 per level +2hp per level 4
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runs risk of losing their ranking and position as a
Gladiator, instead being thrown in as ‘sport’.

-No Mercy/No Tolerance: The Gladiator never begs
for mercy, instead accepting their death with pride. He
also grants no mercy. This can prove to be a problem if
players want to take prisoners and there is a Gladiator
in the group. A Gladiator will only take prisoners if
they are unarmed cowards, like women and children. If
the soon-to-be prisoner is an enemy combatant, the
Gladiator will kill them in a flash. A Gladiator also
hates listening to people whine and will kill someone
just for complaining. Players need to keep this in mind
when playing this type of Savage.

GLADIATOR CLASS ABILITIES

Spectacle of death: The Gladiator may attack 2 times
per action when using any one handed weapon. Ot
they may choose to parry with 1 weapon while simulta-
neously attacking with the other. When doing this, the
Gladiator must roll twice: once for the attack and once
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for the parry. The parry roll must exceed the attacker’s
roll in order to block the attack.

Victory!: Any time the Gladiator knocks a target down
to 4 or less Hit Points (or when fighting a creature with

4 or less) they may roll a ‘victory’ attack roll. If it hits,
roll 1d6: 1-4 it does normal damage, 5-6 it instantly kills
the target (be it cutting them in half or decapitation,
Gladiatot’s choice).
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LEVEL
1

Ranger

Prerequisites: Must be a Savage
at level 5, have lived off the land as 2
a child, been trained by a mentor 3
(usually an elf or Ranger). They also

should have the respect of the forest 4
creatures and elyes. 5
Prime Attribute: Dexterity

+13 (+5% experience bonus) 6
Hit Dice: 1d8/level 7
Armor/Shield Permitted:

Any but banded & plate mail. 8
Weapons Permitted: Any, 9
prefers bows

Race: EIf, Half EIf, Human 10
Alignment: Law, Neutrality 11
. 12

Nature called you to the wild.
Maybe it was the beautiful elf 13
gitl you met while on the road 14
home or maybe it was seeing
your village wiped out by mon- 15
sters, but you have a calling. 16
You found yourself a great

17+

teacher who longed for com-
pany and soon you found
yourself living a life of adventure and excitement. The
Ranger is one of the most versatile professions. They
spend most of their time in the wild living among for-
est animals. They are respected by the Elven commu-
nity and feared by city dwellers. Some Rangers have a
reputation for being outlaws, while others are of royal
bloodlines that have chosen a less civil style of living.
Either way, a Ranger is a valuable ally to have. The path
to becoming a Ranger means giving up civilization and
heading out into the wild to become one with nature.
Rangers must learn the who, what, when, where and
how of the wild. Eating the wrong berry or sleeping in
the wrong cave could bring a swift end to a long and
adventurous career. And when there is a calling to save
the kingdom, it is the Ranger kings reach out to, re-
cruiting them as scouts. A good Ranger can sneak into
an enemy camp, and hide within yards without being
spotted as the enemy run past. They are masters of
their environment.

-Respect Nature: The first priority of the Ranger is to
respect nature. They do not take well to people de-

Exp. Points Hit Dice Saving Throw
Level 5 Savage 1 10
50,000 2 9
100,000 3 8
175,000 4 7
275,000 5 6
550,000 6 5
825,000 7 4
1,100,000 8 4
1,375,000 9 4
1,600,000 9+2hp 4
1,800,000 9+4hp 4
2,000,000 9+6hp 4
2,200,000 +10 4
2,400,000 +12 4
2,600,000 +14 4
2,800,000 +16 4
+100,000 per level +2 per level 4
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stroying it and will go out of their way to put an end to
anyone who they catch doing it. When it comes to un-
derstanding things, the Ranger gains a +5 to ALL rolls
that involve identifying anything considered natural like
plants, rocks, and land formations. They can also use
this bonus when looking for things that are out of the
ordinary like ambushes, footprints, monsters in hiding.

-Elven Teachings: The Ranger has been taught many
things by the elves. This includes some magic, but
mostly the ability to blend in with their surroundings.
Because of this, Rangers gain a +5 to all Stealth rolls.
They may also use low level magic.

RANGER CLASS ABILITIES

Call of the wild: The wilderness is a tough place, but
you have had enough training that you can survive in
the wild. You know which berties to eat, which streams
to drink from and where to sleep at night (1 in 6
chance of making a mistake). In far off lands you still
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Number of Magic or Religious Spells

(by level)
Level 1 2
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have your survival savvy, but it just takes a little bit
longer to adjust (2 in 6 chance of making a mistake).

Call me the hunter: Animals are tricky, but you are
trickier. You are skilled in basic trap setting. This is
usually done to capture food, but can be applied to
catching one or two people when you really put your
mind to it. But traps do require components in order to
set them up. If the character doesn’t have access to the
items they need, they can’t produce a trap. When trap-
ping something, the victim must make a perception
check difficulty 15 or fall into it.

Sherwood Shooter: When using a bow, the Ranger
gains 2 attacks per action at +2 to hit and in addition
does +1 damage. If only firing one shot the Ranger
gets +5 to hit and +2 damage. In close combat the
Ranger may attack with 1 sword (one-handed) and one
knife simultaneously at no additional action cost.

The teachings of Haven Hyland: The Ranger has
the ability to cast a limited number of spells thanks to
teachings from the elves. While the spells may not be
powertul, they are useful and anyone who has been
mentored by the elves of Haven Hyland will instantly
recognize the magic.
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LEVEL
1

Tribal Warrior

Prerequisite: Must be a level 5
Savage, have at least 5 great kills 2
with scalps to show for it and fought 3
in 5 large battles.

Prime Attribute: Strength 4
+13 (+5% experience bonus) 5
Hit Dice: 1d8/level

Armor/Shield Permitted: 6
SEE Limit -
Weapons Permitted: SEE

Limit 8
Race: Elf, Half Elf, Human 9
Alignment: Law, Chaos, Neu-

trality 10
11
Your people have lived off the 0

land since the beginning of
time so they say. You have 13
known only the glory of the

hunt and rival tribes have felt 14
your spear. When the invaders 15
came you fought bravely and 16
collected many scalps. You are

a Tribal Wartior. Unlike other 17+

classes, the Tribal Wartior is

still a savage. They are part of a tribe and work for that
tribe. Every quest must benefit their people and the
more prizes the Tribal Warrior returns with the more
powerful he becomes. The Tribal Warrior does not
believe in heavy armors and weapons. They enjoy the
feel of exotic throwing blades, bows and spears. They
travel swiftly across the land, outrunning the most re-
lentless predators. In battle the Tribal Warrior goes
from one enemy to another, quickly dispatching them
and moving onto the next. At the end they collect
scalps and other souvenirs.

-Tribal: The Tribal Wattior is bound to their tribe.
They may not take quests that do not benefit their peo-
ple. Because of this players who are using Tribal Warri-
ors must be able to justify certain adventures as benefi-
cial to their tribe. Players MUST act out the role of the
Tribal Warrior by requesting council with their chief
and explaining what they are about to partake in. The
Tribal Warrior may call on a number of other Tribal
Warriors for help equal to their STAIR level.

Exp. Points Hit Dice Saving Throw
Level 5 Savage 1 10
32,000 2 9
64,000 3 8
128,000 4 7
256,000 5 6
350,000 6 5
450,000 7 4
550,000 8 4
650,000 9 4
750,000 9+2hp 4
850,000 9+4hp 4
950,000 9+6hp 4
1,050,000 +10 4
1,150,000 +12 4
1,250,000 +14 4
1,350,000 +16 4
+100,000 per level +2 per level 4

-Swift: You are fast across almost any landscape. In
battle you are almost a blur. Tribal Warriors do not
suffer ANY penalties regarding terrain and movement.
In battle they get 2 additional attacks and a -2 [+2] to
their Armor Class.

-Keen Sense: Tribal Warriors have lived off the land
since birth. They are so in touch with it they can sense
the smallest change in smell and sound. This gives
Tribal Warriors a +5 to rolls involving listening or
smelling (but not for saving throws)

-Limit: Tribal Warriors do not believe in bulky armors
and weapons. Because of this they are limited to leather
armors and one-handed weapons (with the exception
of the bow and spear). They also may not use swords,
but may use knives and hand axes. They may also use
large tribal shields.
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TRIBAL CLASS ABILITIES

Call of the wild: The wilderness is a tough place, but
you have had enough training that you can survive in
the wild. You know which berries to eat, which streams
to drink from and where to sleep at night (1in 6
chance of making a mistake). In far off lands you still
have your survival savvy, but it just takes a little bit
longer to adjust (2 in 6 chance of making a mistake).

Call me the hunter: Animals are tricky, but you are
trickier. You are skilled in basic trap setting. This is
usually done to capture food, but can be applied to
catching one or two people when you really put your
mind to it. But traps do require components in order to
set them up. If the character doesn’t have access to the

items they need, they can’t produce a trap. When trap-
ping something, the victim must make a perception
check difficulty 15 or fall into it.

Tribal Rituals: Tribal Rituals are a cultural practice.
With them people can be healed, brought back from
the dead and exorcised. The character must have all the
ingredients to make the ritual work. Without them all
they are doing is chanting. Rituals also take time and
cannot be rushed. One wrong syllable and the armies
of the dead could rise and destroy your village. The
Tribal Warrior has a 2 in 6 chance of pulling off a rit-
ual. At level 5 this becomes a 3 in 6 chance and at level
10 a 5 in 6 chance.
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LEVEL
1

HERO

Prerequisites: .4 Hero must be
a level 10 PATH TWO class and
saved a land, been proclaimed Hero
by a bigher power (An Emperor or
High Chief)

Prime Attribute: Strength
+13 (+5% experience bonus)
Hit Dice: +2/level
Armor/Shield Permitted:
Any, but plate mail

Weapons Permitted: Any
Race: Elf, Half Elf, Human
Alignment: Law, Chaos, Neu-
trality

2
3
4
5
6
7
8
9

10

11
Through trials and tribulations
you have succeeded where no
other has. You have defeated
your enemies, become ruler of
your own destiny and still
managed to keep the respect of
those around you. For the Bar-
barian, you are your own king.
For the Gladiator, you have
become a legend. For the
Ranger, you have earned the respect of the forest gods
and elves. For the Tribal Warrior, you are now chief of
your people. These positions were not handed to you.
People died, tragedies plagued you and in the end, it
was only through your wisdom and determination that
you become who you are.

12
13
14
15
16
17+

-Renown: As a Hero you are well known. People hail
your name. How they feel about you depends on how
you rose to glory. Did you murder countless people in
battle? If so you ate hailed because people fear you and
dare not do anything but hail. Did you free the slaves
of a land and lead them to conquer their vile masters?
If so you are hailed because people love you. But no
matter the path taken, Heroes gain a +10 to ALL rolls
involving social interaction with other people. They
gain a +10 to their rolls when talking with Gods and
Demi-Gods.

-Fearless: You have seen it all and nothing breaks your
willl Heroes gain a +10 to all saving throws involving
fear.

Exp. Points Hit Dice Saving Throw
Level 10 Class +2hp per level 4
1,450,000 +2hp per level 4
1,550,000 +2hp per level 3
1,650,000 +2hp per level 3
1,750,000 +2hp per level 3
1,850,000 +2hp per level 3
1,950,000 +2hp per level 3
2,050,000 +2hp per level 3
2,150,000 +2hp per level 3
+100,000 per level +2hp per level 2
+100,000 per level +2hp per level 2
+100,000 per level +2hp per level 2
+100,000 per level +2hp per level 2
+100,000 per level +2hp per level 2
+100,000 per level +2hp per level 2
+100,000 per level +2hp per level 1
+100,000 per level +2hp per level 1
HERO CLLASS ABILITIES

36

Call of the wild: The wilderness is a tough place, but
you have had enough training that you can survive in
the wild. You know which berties to eat, which streams
to drink from and where to sleep at night. In far off
lands you still have your survival savvy, but it just takes
a little bit longer to adjust.

Call me the hunter: Animals are tricky, but you atre
trickier. You are skilled in basic trap setting. This is
usually done to capture food, but can be applied to
catching one or two people when you really put your
mind to it. But traps do require components in order to
set them up. If the character doesn’t have access to the
items they need, they can’t produce a trap. When trap-
ping something, the victim must make a perception
check difficulty 18 or fall into it.

Warlord of Fate: Through life experiences you have
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learned to wage a proper war against your foes and out fear and may benefit from Fearless until you are
know how to rally those around you. When gathering dead.

troops you gain a10% increase in troop numbers be-

fore the final battle. These troops will follow you with-
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Stair Level [LvL], Base Hit Bonus [THB]-CAPS at +8

SwL. . 1 | 2 3 | 4 5 6 | 7 8 9 10 11 1213 14 |15 16 17 18 | 19 | 20
BHB | +0 40 | +0 | 40 | 41 41 | 42 42 | 43 +3 | +4  +4 45 45 46  +6  +7 | +7  +8  +8
MAGIC PATH .

Practitioners of magic, these are the people who help
maintain order in the lands through great powers and
wonder. But magic is a tricky path to follow. There are
dangers to wielding uncanny arcane forces. One wrong

word and the world will feel the wrath of the unknown.

ORDERS OF WIZARDRY

The Chaos Bringers: This cult of Tiamat devotees
has dedicated their lives to the destruction of all other
orders of magic in the name of Tiamat. They are all of
Chaos (alighment) and spare no expense in their cam-
paign of death and destruction. Their magic is practi-
cally uncontrollable and die by their own misuse of the
arts.

The Bookkeepers of Magic: This special order of
magic has been tasked with gathering loose magical
artifacts from across the Kronosphere and bringing
them to the Wizard’s Library in the Pendragon King-
dom. Most adventuring magical types are part of this

The High Order of Haven Hyland: The elf ONLY
order of wizards sworn to protect the Kronosphere
from Tiamat and her minions. Their primary temple is
in the Shinto lands of the far west, floating high above
the continent. Considered the masters of all magic.
When a kingdom is in peril, it is the wizards of this ot-
der that people go to.

The Order of Death: A cult of Necromancers sworn
to uphold the batrgain and carry out retribution against
anyone who might try and tap into the death energies
who is not part of their order. Considered ‘gatekeepers’
of the Afterlife Magic.

The Phased Order of Nothingness: The order of
illusionists who live to expand their magic and spread
peace across the lands. Known as great entertainers and
quiet defenders.

STAIR Name Description
2 Sparky The wizard gains +4 to their spell casting rolls and +2 to any damage caused.
4 Wink Instead of speaking a spell's 'trigger words' the caster may wink instead.
6 Quick Learn When trying to learn a new spell the wizard adds +5 to their roll.
8 Rapid Fire The wizard may cast up to 2 spells at no cost to actions.
10 Lucky Wiz The wizard adds -5 [+5] to their Armor Class. They also gain +5 to all saving throws vs.
magic.
12 Annoying When fighting another wizard, the player may make faces that distract the foe from casting
spells for 2 turns (15 difficulty Intelligence save)
14 Magic Bennies The wizard flashes and gains +30 Hit Points
16 The Line (Requires a staff) The wizard strikes their staff on the ground and any oncoming foes, no
matter how powerful, may not pass by the wizard until the wizard is dead
(making the wizard a target)
20 Love of Magic If the Wizard falls in battle, they will rise up again the next turn with Hit Points.
50 Voice When the Wizard speaks, everyone listens, no matter who they are.

STAIRS may only be used a number of times per day equal to the character’s STAIR level.
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Apprentice

Prime Attribute: Intelli-

Number of

Spells by Level

gence +13 (+5% experi- LEVEL Exp. Points Hit Dice Saving Throw 1 2
ence bonus) 1 0 1 15 1 _
Hit Dice: 1d4/level

Armor/Shield 2 2,500 2 14 2 | -
Permitted: Robes 3 5,000 3 13 3 1
Weapons Permitted: Staff 4 10,000 4 = R
and wands

Race: Dwarf, Elf, Half Elf, 5 20,000 5 1 4 2

Hobbs, Human
Alignment: Law, Chaos, Neutrality

Every wizard must start somewhere. The life of the
Apprentice is full of excitement and danger, with a seri-
ous dose of slavery to whichever wizard that decides to
teach them. The Apprentice cleans the castle, hunts for
ingredients, and picks up the messes after each disas-
trous mistake. In exchange, their master teaches them
about magic and why and how it works. While some
Apprentices might feel ill will towards their masters,
others just see this as part of the training. After all,
wielding magic is a dangerous art. One small mistake
and the world could come to an end. So being bossed
around by a grouchy old wizard is just another hurdle.
Each Apprentice starts with a small list of spells they
know. These are also scribed in their spell books.
Unlike other classes, the Magic PATH gets players go-
ing a little bit ahead of others.

-Learning Spells: The Apprentice must learn spells
just like a wizard. The rules for learning spells are sim-
ple. First the Apprentice must have the scroll or spell
book that has the proper information on how to cast
that spell. The Apprentice may not learn spells at levels
not authorized and beyond the range their minds can
handle (SEE the Number of Spells by level). The player
then makes the Chance to Understand New Spell roll. 1f
they succeed, then the Apprentice has learned the spell.
That spell will then be available to memorize and cast.
*The Apprentice starts with 3 spells memorized.

-Obligation: The Apprentice is obligated to serve their
master until the time comes when they cannot be
taught any more. If the Apprentice is allowed to go on
a quest it’s because his master needs something. But
there are times when the Apprentice is sent on a quest
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as part of the trials of magic. If the Apprentice returns
stronger than before then they graduate. Only the Ap-
prentice’s master can free them from the obligation.

-Spell Book: The lifeline to any Apprentice is their
spell book. This tome documents spells the Apprentice
knows and some they want to know. Higher level
magic users tend to keep them locked away in a safe
place, but the Apprentice tends to carry it on them at
all times. If they lose this book then the Apprentice
cannot learn any new spells until they create a new spell
book. A spell book may be crafted out of anything
ranging from paper to skin.

APPRENTICE CLASS ABILITIES

Know thy moon: An Apprentice must pick the moon
that they thrive under. When this moon is full, the Ap-
prentice gains +2 to all spell rolls. When the moon is
new, the Apprentice suffers -2 to all spell rolls.

A WANDerous thing!: When armed with a wand, the
Apprentice’s Armor Class gains a bonus of -2 [+2] ver-
sus incoming magic.

Rookie mistakes: There is a 1 in 6 chance that the
Apprentice will feck up their spell casting. Roll 1d6. On
a 1, the spell backfires in some amazingly visual and
audible way. It does no damage, but the Apprentice
looks as if they had been struck by lightning.

Squires start with the following items:
Wand, Robes, and Spell Book

3
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Illusionist

Prerequisites: Must be an Apprentice level 5, must have
learned at least 5 level 1 spells, 4 level 2 spells and 1 level 3
spell, must have passed the wigard trials, and been released from
their Obligation. They must also have a concentration of llusion-
ist class spells.

Prime Attribute: Intelligence +13 (+5% experience
bonus)

Hit Dice: 1d4/level

Armor/Shield Permitted: Robes

Weapons Permitted: Staff and wands

Race: Dwatf, Elf, Half Elf, Hobbs, Human
Alignment: Law, Chaos, Neutrality

The Illusionist is often known as the trickster of the
magic users. They specialize in spells that deceive the
mind. Most Illusionists fall under the employment of
nobles who wish to hide something. Others travel with
adventurers hoping to find more powerful spells along
the way. While the spells of the Illusionist tend to be
non-lethal, they can
cast spells that can in-
stall so much fear in

LEVEL Exp. Points
something that the
. . 1 Level 5
creature might die of Apprentice
fright. An Illusionist 2 35,000
prides themselves on 5 20,000
their ability to win a ’
tight without killing, 4 75,000
bgt when need be they 5 100,000
will call on non-
illusionary spells to de- 6 200,000
fend themselves or - 300,000
those around them.
8 400,000

-Master of the Illu- 9 500.000
sion: Because the Illu- ’
sionist knows illusions, 10 600,000
they gain a +5 on all 1 700,000
checks regarding de-
tecting and seeing 12 800,000
through them! Against 13 900,000
shape-shifting creatures

S : 14 1,000,000
and disguises they gain
a +5 to see though 15 1,100,000
them. 16 1,200,000

17+ +100,000 per
level

Hit Dice

11+1hp
11+2hp
11+3hp
11+4hp
11+5hp 1
+1hp per 1

o o & ot B~ W DN

—
)

11

-The Oath: In exchange for greater ability when it
comes to casting illusions, the Illusionist has sworn an
oath of non-lethality. They will only use magic to kill
when it’s absolutely necessary. Because of this Oath,
the Illusionist is gifted by the Gods of good with a +5
to all casting rolls for illusionary spells. If the player
does deviate from this Oath then the bonus vanishes
until the player can redeem themselves (usually praying
and using their magic for the causes of good).

ILLUSIONIST CLASS ABILITIES

Know thy moon: An Illusionist must pick the moon
that they thrive under. When this moon is full, the Ap-
prentice gains +4 to all spell rolls. When the moon is
new, the Illusionist suffers -4 to all spell rolls.

A WANDerous thing!: When armed with a wand, the
Illusionist’s Armor Class gains a bonus of -4 [+4] ver-
sus incoming magic.

Number of Spells (by level)
3 4 5 6 7
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Saving Throw
1 4
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Magical Defender: The Illusionist gains a +2 on all
saving throws versus all forms of magic.

Really not really: The Illusionist’s body is constantly
flowing with illusionary energies, offering them a natu-
ral Armor Class of -4 [+4] versus incoming non-
magical attacks.

Wand Wu-Fu: All PATH TWO Magic classes may
choose to deflect or reflect incoming magical attacks,
but only if they are armed with a wand or staff. This

works against spells that are equal in level or less than
the level of the defending magic user. The defending
character rolls 1d6. On a roll of 6 the spell deflects
away. On a roll of 5 the spell flies back at the caster
(the defender then makes an attack roll as if they had
casted the spell). It is possible for magic users to play
ping pong with spells, throwing them back and forth at
one another.

-At level 5 roll 1d4: 3 Reflect/4 Deflect

-At level 10 roll 1d6: 3-4 Reflect/ 5-6 Deflect
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Mage

Prerequisites: Must be an Apprentice level 5, must have
learned at least 5 level 1 spells, 4 level 2 spells and 1 level 3
spell, must have passed the wigard trials, and been released from
their Obligation.

Prime Attribute: Intelligence +13 (+5% experience
bonus)

Hit Dice: 1d4/level

Armor/Shield Permitted: Robes

Weapons Permitted: Staff and wands

Race: Dwarf, Elf, Half Elf, Hobbs, Human
Alignment: Law, Chaos, Neutrality

Most users of magic ascend to the title of Mage after
the trials and release from their obligation. The Mage is
a well rounded spell caster who understands the values
of different types of magic, without the limitations de-
manded by the more specialized practitioners. They
respect the craft and those around them. A character
who becomes a

Mage does so at

MAGE CLASS ABILITIES

Know thy moon: A Mage must pick the moon that
they thrive under. When this moon is full, the Appren-
tice gains +4 to all spell rolls. When the moon is new,
the Mage suffers -4 to all spell rolls.

A WANDerous thing!: When armed with a wand, the
Mage’s Armor Class gains a bonus of -4 [+4] versus
incoming magic.

Magical Defender: The Mage gains a +2 on all saving
throws versus all forms of magic.

Wand Wu-Fu: All PATH TWO Magic classes may
choose to deflect or reflect incoming magical attacks,
but only if they are armed with a wand or staff. This
works against spells that are equal in level or less than
the level of the defending magic user. The defending
character rolls 1d6. On a roll of 6 the spell deflects

Number of Spells (by level)

great peril. Many LEVEL Exp.Points  HitDice  SavingThrow 1 2 3 4 5 6 7 8
Mages are shunned
as con-artists and 1 Level Sti?eppren— 1 4 421 - - -
devil worshippers. 2 35,000 2 4 4 2 2 - - -
And others are
hunted down and 3 50,000 3 3 43 21 - - - -
enslaved in order 4 75,000 4 3 4 3 3 2 - - .
to help create

. 5 100,000 5 3 4 3 3 2 1 - - -
magic armor and
weapons for king- 6 200,000 6 3 4 4 3 2 2 - - -
doms. But for 7 300,000 7 3 4 4 4 3 3 - - -
every peril, there
are also great ad- 8 400,000 8 3 4 4 4 4 4 1 - -
vantages. They can 9 500,000 9 3 5 5 5 4 4 2 - -
wield a sword with-
out penalty, al- 10 600,000 10 2 5 5 5 4 4 3 1 -
though most 1 700,000 1 2 5 5 5 5 4 4 2 -
choose large staffs
that can direct their 12 800,000 11+1hp 2 5 5 5 5 4 5 2 1
magic more effec- 13 900,000 11+2hp 2 6 6 6 5 5 5 2 2
tively. The Mage
can also wear heavy 14 1,000,000 11+3hp 2 6 6 6 6 6 5 2 2
armor if they 15 1,100,000 11+4hp 2 7 7 7 6 6 6 5 2
choose. There are
tales of such Mages 16 1,200,000 11+5hp 1 77 7 7 7 7 3 3
throughout history. 17+ +100,000 per  +1hp per 1 8 8 8 7 7 7 4 3

level level
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away. On a roll of 5 the spell flies back at the caster one another.

(the defender then makes an attack roll as if they had -Atlevel 5 roll 1d4: 3 Reflect/4 Deflect
casted the spell). It is possible for magic users to play -Atlevel 10 roll 1d6: 3-4 Reflect/ 5-6 Deflect
ping pong with spells, throwing them back and forth at
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Necromancer

Prerequisites: Must be an Apprentice level 5, must have
learned at least 5 level 1 spells, 4 level 2 spells and 1 level 3
spell, must have passed the wigard trials, and been released from
their Obligation. They must also have a concentration of llusion-
ist class spells.

Prime Attribute: Intelligence +13 (+5% experience
bonus)

Hit Dice: 1d4/level

Armor/Shield Permitted: Robes

Weapons Permitted: Staff and wands

Race: Dwatf, Elf, Half Elf, Hobbs, Human
Alignment: Law, Chaos, Neutrality

To reach into the beyond to change today takes a spe-
cial kind of magic user. They have to know the realm
of the dead and manipulate it to their own causes. The
Necromancer is this person. Considered evil by some
and good by others, the order of the Necromancer is
one that does not shy

away from desecra-

tion of the dead in

price. The white Necromancer can find themselves
bound to the mortal world for eternity as a servant of
the gods. And if they walk off the path they end up like
the black Necromancer which is far more terrible than
the white. If a black Necromancer angers the gods of
the dead too much, they can find themselves locked in
the mortal world as liches, doomed to do the bidding
of the death gods. Players must always tread carefully
when choosing the path of a Necromancer.

-Oath of the Dead: Because a Necromancer makes
pacts with the dead, they gain a +5 to all Necromantic
spell rolls. They can also communicate with the dead
naturally. Because of the constant exposure to death,
the Necromancer also is not fearful of the undead.
They gain a +5 to all saves regarding fear and undead.
Necromancer can also see spirits just as easily as they
can see a living mortal.

-The Pact: The Necromancer must appease the lords

Number of Spells (by level)

. . LEVEL Exp. Points Hit Dice Saving Throw 1 2 3 4 5 6 7 8

order to obtain their
goals. There are two 1 Level 5 Appren- 1 4 4 2 1 - - - - -
types of Necroman- oo
cers: black and white. 2 35,000 2 1202
The black Nectro- 3 50,000 3 3 4 3 2 1 - - - -
mancer uses the dead 4 75.000 4 3 4 03 3 2 -
as tools in their ’
quests, sometimes 5 100,000 5 3 4 3 3 2 1 - - -
crossing the line of 6 200,000 6 3 4 4 3 2 2 -
divinity to achieve
goals. The white 7 300,000 7 3 4 4 4 3 3 - - -
Necromancer uses 8 400,000 8 3 4 4 4 4 4 1 - -
the dead magic to ’
help others. They 9 500,000 9 3 5 5 5 4 4 2 - -
tend not to use un- 10 600,000 10 2 5 5 5 4 4 3 1 -
dead followers and at

. . 11 700,000 11 2 5 5 5 5 4 4 2 -
times will go toe to
toe with a black Nec- 12 800,000 11+1hp 2 5 5 5 5 4 5 2 1
e when they 13 900,000 11+2hp 2 6 6 6 5 5 5 2 2

eel the art might be
threatened by greed. 14 1,000,000 11+3hp 2 6 6 6 6 6 5 2 2
But both sides draw 15 1,100,000 11+4hp 2 7 7 7 6 6 6 5 2
from the same books
of magic. Tapping 16 1,200,000 11+5hp 1 7 7 7 7 7 7 3 3
into this kind of 17+ +100,000 per  +1hp per 1 8 8 8 7 7 7 4 3
magic does come at a level level
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of the underworld. That means not mocking the dead
and continually communicating with them or spirits.
Some Necromancers choose to have a spitit guide that
accompanies the magic user everywhere they go. At
times it looks as if a Necromancer might be talking to
themselves, but in truth they are communicating with a
spirit. All it takes to anger the lords of the underworld
is a spirit guide reporting back that the Necromancer is
being disrespectful. When this happens the Necroman-
cer is visited by one of the lords and the end result usu-
ally creates a new lich. White Necromancers tend to
have kind and loving spirits. Black Necromancers usu-
ally have bastard spirits looking for a way back into the
world of the living.

*NOTE: A spirit guide is an NPC that follows the
Necromancet. They are not allowed to assist them in
any way other than simple conversation. Some spirit
guides might offer clues if the Necromancer is in a
pinch, but most of the time they nag like a wife.

-Locked: Because of the uniqueness of the Necroman-
cer and their abilities, this is a locked class. Once a
player steps into it, there is no way out. Pacts with the
dead will always haunt the players. They may cross-
class, but must still follow the rules of the Necroman-
cet.

NECROMANCER CLASS ABILITIES
Know thy moon: A Mage must pick the moon that

they thrive under. When this moon is full, the Appren-
tice gains +4 to all spell rolls. When the moon is new,
the Mage suffers -4 to all spell rolls.

A WANDerous thing!: When armed with a wand, the
Mage’s Armor Class gains a bonus of -4 [+4] versus
incoming magic.

Magical Defender: The Mage gains a +2 on all saving
throws versus all forms of magic.

Underworld: The Necromancer has extensive knowl-
edge about the afterlife and the underworld. They gain
a 15 to any roll dealing with Intelligence checks based
around death, death gods, heavens and hells.

Wand Wu-Fu: All PATH TWO Magic classes may
choose to deflect or reflect incoming magical attacks,
but only if they are armed with a wand or staff. This
works against spells that are equal in level or less than
the level of the defending magic user. The defending
character rolls 1d6. On a roll of 6 the spell deflects
away. On a roll of 5 the spell flies back at the caster
(the defender then makes an attack roll as if they had
casted the spell). It is possible for magic users to play
ping pong with spells, throwing them back and forth at
one another.

-At level 5 roll 1d4: 3 Reflect/4 Deflect

-At level 10 roll 1d6: 3-4 Reflect/ 5-6 Deflect
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Wizard

Prerequisites: Must be an Apprentice at level 5, must have
reached level 10 of a PATH TWO class, nust have learned at
least 15 first level spells, 10 level 2 spells, 5 level 3 spells, 3 level
4 spells, 1 level 5 spell and must have achieved recognition by a
great leader. In addition, the character must be nominated and
voted into the Order of the Wigards.

Prime Attribute: Intelligence +13 (+5% experience
bonus)

Hit Dice: +1/level

Armor/Shield Permitted: Robes

Weapons Permitted: Staff and wands

Race: Dwarf, Elf, Half Elf, Hobbs, Human
Alignment: Law, Chaos, Neutrality

The path to Wizard is one of danger and discovery.
From their first day as an apprentice, the Wizard is
forced to put themselves to the test. Every adventure
had, every spell cast, every word spoken, could be their
last. But once the rank is bestowed upon the magic
user, the Wizard is a powerful force unto itself. Most
Wizards find themselves in the service of a school or a
great leader. Some spend their days teaching magic to
their own apprentices and others follow kings on fool’s
errands. The Wizard is wise and all-knowing. They are
responsible for balance across the lands. When an evil
wizard comes forth, a good wizard must challenge
them. In the great Halls of Wizardry, however, there is
no good and evil. Dark and light wizards sit side by
side, joking, drinking and generally being friendly to
one another. This is not the end of the path for a Wiz-
ard, no. A great wizard can transcend reality upon their
death and become almost divine.

-Magic Supremacy: The Wizard is so powerful that
they gain a +10 to all magic rolls.

-Magic Defense: All magic damage done to a wizard
is halved due to their constant exposure to magic ener-
gies.

-Know Thy Brethren: A Wizard can easily spot an-
other Wizard, even when magic is being used to cover
their tracks. When looking in any direction, a Wizard
can detect another without any checks. In most cases
it’s just a matter of knowing the difference in scent,
aura or other mundane effects. But the Wizard knows.
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-Final Sacrifice: At the cost of their very life, a Wizard
may summon all their magical strength into one mas-
sive burst. This causes 500 points of damage to any
creature within 100 yards of the Wizard. After this is
done, the Wizard may not be Resurrected unless the
Gods themselves dictate it.

-Afterlife: If a Wizard’s physical form dies, there is a
chance that they might come back as a spirit. To deter-
mine this, roll 1d10. On a roll of 10 the player becomes
a spirit that is able to use magic, but not able to touch
anything because they are ethereal. Game Masters
should decide if they let the player continue on or make
them an NPC. It is possible to create a quest where the
Wizard looks for an item that can give them a new

body.

WIZARD CILASS ABILITIES

Know thy moon: A Mage must pick the moon that
they thrive under. When this moon is full, the Appren-
tice gains +6 to all spell rolls. When the moon is new,
the Mage suffers -6 to all spell rolls.

A WANDerous thing!: When armed with a wand, the
Mage’s Armor Class gains a bonus of -6 [+6] versus
incoming magic.

Magical Defender: The Mage gains a +6 on all saving
throws versus all forms of magic.

Magic Maker: The Wizard may craft new magic, in-
cluding items at an 85% success rate. These items may
NOT exceed the Wizard’s level.

Wand Wu-Fu Master: Unlike previous class version,
the Wizard rolls 1d6: 2-4 Reflect, 5-6 Deflect
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Number of Spells (by level)

LEVEL Exp. Points Hit Dice Saving Throw 1 2 3 4 5 6 7 8 9
1 Level 10 class +1hp per level 4 8 8 8 7 7 7 4 3 3
2 +100,000 per level +1hp per level 4 9 9 8 8 8 8 5 4 4
3 +100,000 per level +1hp per level 3 9 9 9 8 8 8 6 5 5
4 +100,000 per level +1hp per level 3 9 9 9 9 8 8 7 6 6
5 +100,000 per level +1hp per level 3 9 9 9 9 9 8 8 7 7
6 +100,000 per level +1hp per level 3 9 9 9 9 9 8 8 8 8
7 +100,000 per level +1hp per level 3 9 9 9 9 9 9 9 8 8
8 +100,000 per level +1hp per level 3 9 9 9 9 9 9 9 9 8
9 +100,000 per level +1hp per level 3 9 9 9 9 9 9 9 9 9
10 +100,000 per level +1hp per level 2 10 10 10 10 10 10 10 10 10
11 +100,000 per level +1hp per level 2 10 10 10 10 10 10 10 10 10
12 +100,000 per level +1hp per level 2 10 10 10 10 10 10 10 10 10
13 +100,000 per level +1hp per level 2 10 10 10 10 10 10 10 10 10
14 +100,000 per level +1hp per level 2 10 10 10 10 10 10 10 10 10
15 +100,000 per level +1hp per level 2 10 10 10 10 10 10 10 10 10
16 +100,000 per level +1hp per level 1 10 10 10 10 10 10 10 10 10

—_
o
—
o
—_
o
—
o
—_
o
—_
()
—
o
—
o
—_
o

17+ +100,000 per level +1hp per level 1
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Stair Level [LvL], Base Hit Bonus [THB]-CAPS at +9
SLvL 1 2 3

4 5 6 7 8 9

+0 | 40 | 1 | 1| 42 | 42 43 43 +4

Religious PATH

The Gods require preachers to help spread their gos-
pel. This path is dedicated to the Gods and respecting
them. In return, there are great rewards. You atre a
healer and representation of your religious order.
Choose your path wisely and do not disrespect your

God.
RELIGIOUS ORDERS

The Order of the Blackness: A dark order of cultists
who worship Tiamat and her vile devotees. These men
and women hide in plain sight, subverting communities
and politicians to their bidding. Each member bears the
mark of Tiamat somewhere on their body. The primary
goal of the order is to free Tiamat from her prison and
let her reign supreme.

The Cabal of Tiwan-Naz: The lizard cult of Tiwan-
Naz, the God of Life and Fertility. While none of the
primary races worship this god, the lizard-kind consid-
ers this god as the only god in existence. They fre-

10

+4

11 12 13 14 15 16 17 18 19

+5 | 45 | 46 | +6 | +7 | +7 | +8 | +8 | +9

quently sacrifice visitors to Tiwan-Naz.

The Children of Minxil: The followers of the Elfish
God of Magic: Minxil. Through her wisdom, the elves
continue to reign supreme over magic on Kronosphere.
In all places