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What is a Role-Playing game? 
 A role-playing game is kind of like a board game, except there is a moderator (Game Referee) 

that gets to decide things that the rules don’t specifically cover. There is usually a board involved, but 

the players don’t get to see the whole board, they only get to see the portion of the board that their 

avatars (in game representations) can see. The players are all on the same team and work toward 

common goals. What challenges them? The GR (Game Referee) controls other avatars that work against 

the players and their avatars. The objective is not to kill the player’s avatars or kill the GR’s avatars, but 

rather to have fun telling a story. There are rules that adjudicate whether an avatar’s actions are 

successful or not. There are random occurrences which are resolved by rolling dice. In general a role-

playing game is somewhere between the games of imagination and storytelling that children play and a 

board game. The imagination and storytelling is layered on top of the board game. 

Avatar 
 The player or GR (Game Referee) controlled in game character. This is the wizard that the player 

decides casts a spell, the fighter that the player decides picks up the boulder, or the monster that the GR 

decides laughs maniacally and runs away. 

Crusade 
 A crusade is a string of quests tied together with a central theme, usually culminating with a 

pivotal moment that is decided by the player’s avatar’s actions. 

Enhancement 

 They can change a damage type, change a species type for the purposes of interacting with the 

mechanics of the game (Like a half-Drayas being naturally treated as a Terran normally, but choosing an 

Enhancement so that they can treat themselves as either a Human or a Drayas), they can add situational 

increases and decreases. They are granted by Species, Careers, and Lifestyles. 

Game Referee 
 This is the player that referee’s the game. They control the enemy avatars, environment, and 

story within the framework of the rules of the game. GR for short. 

Pace 

 About 3 feet or a meter makes up a pace. If you are using a grid one pace is equal to one square. 

Players 
These are the actual people that play the game, you and your friends. They control their created 

avatars and guide them with decisions and role-playing through the GR (Game Referee) guided game. 

Quest 
 The quest is the main story arc that the players are playing through. It may include one or more 

encounters, enemies, traps, dungeons, wildernesses, climactic fight scenes, and other elements. 
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How do you play? 
 The GR (Game Referee) will describe the situation to the players, who will then decide what 

they want their avatars to do. 

An example: 

GR says “The room opens up into a large cavern. Several greenish brown tusked human like creatures are 

scrambling around camp fires. They appear to be brandishing spears and are unaware of your avatars 

presence. The crystal your avatars seek lies on the far end of the room unguarded.” 

Player 1 says “My avatar will try to sneak past them along the wall and try to make it to the crystal.” 

Player 2 says “My avatar will prepare a spell to distract the creatures if they notice the avatar sneaking 

past them.” 

Player 3 says “I prepare to charge into them to guard the sneaking avatar.” 

 This is the role-playing layer. The players decide what they want their avatars to do. They can do 

this by just describing in a 3rd person what they want them to do “My avatar is going to try to jump over 

the pit”. They can describe in a 1st person view what they want them to do “I get a running start and 

leap over the pit with all my might.” 

 The rules layer lies below the role-playing layer. When the GR describes the area and the player 

decides their avatar is going to try to sneak past the creatures in the example above, how do we know if 

they succeeded? How do we know how good they are? How do we know if the creatures can detect 

them? In this case we rely on the rules. Usually the creatures have a set rate of finding out if they detect 

anyone trying to sneak by, the players avatars have a specific chance of succeeding and the random 

factor is determined by a roll of the dice. 

The Foundation Method 
 The foundation method of determining success or failure is to roll 2 ten sided die. The results 

are added together, the higher the number the better. To succeed at a roll the player must roll over 10. 

This is modified with the bonuses and penalties of the player and the opposed challenge or enemy. If 

they roll a 20 they have a critical success.  Usually this will entail maximizing the primary result and 

possibly adding another roll on top of that. Some rolls (like attack rolls) have cascading critical successes. 

In this case any time you roll 20 you get to roll again and if you roll 20 again you increase the success by 

one step (in the case of attacks this usually adds additional dice to the damage, or makes an effect last 

longer). This process is repeated until the player is unable to roll 20. Automatic hits are any roll on the 

dice that is equal to 20. Automatic misses are any roll of 2 on the dice. 

Increased Chance of Success 
 Sometimes in the game you are given a better chance at success, in these cases you roll 

additional 10 sided dies. When adding the die results together you only take the highest two dice.  

Stephen Palacios (order #4831696) 76.202.181.103



Aetherianica 

Copyright 2012 © Kel and Lok games . Give feedback at www.kelandlokgames .com 

Decreased Chance of Success 
 Sometimes in the game you are given a lesser chance of success, in these cases you roll 

additional 10 sided dies. When adding the die results together you only take the lowest two dice.  

Stacking Increased and Decreased Chances of Success 
 In some instances you will have increased and decreased chances of success on the same die 

rolls. In this case one increase cancels out one decrease. For instance say you have two increases in your 

chance of success and one decrease (2-1=1). After canceling out one increase for one decrease you are 

still left with one increase added to the die roll. 

Maximum Increases and Decreases 
 A player cannot apply more than 10 increases or decreases to a single roll at any time. 

Rounding 

 During prep time always round up to the nearest number. This includes Avatar creation, quest 

preparation, leveling up an Avatar, or any other out of play prep times. During play time always round 

down to the nearest number. This is done because there will always be more enemies than players 

during the course of play time, so it will take the deadly edge off of the enemies and allow the players to 

overcome them. 

Stats 

 The various stats determine how good a player’s Avatar is at any given type of action. A lucky or 

magical Avatar has a high Mystic stat, a fast and clever Avatar might have a high Nimble stat, a 

charismatic or willful Avatar might have a high Persona, a strong Avatar might have a high Power.  

Mystic 

 The ability to focus and control the underlying fabric of energy that makes up the universe is 

called Mystic. Some people see this as luck or mental powers, but it all falls under the category of 

Mystic. When a character wishes so hard it hurts and they are lucky enough to have an outcome in their 

favor, then its Mystic taking effect. 

Nimble 

 The ability to move fast, do fine motor skills, and think fast or recall studied lore are all part of 

the Nimble stat. A Magister that must recall a magical formulae on a moments notice is using Nimble. A 

Warrior wading through enemies dodging arrows is using Nimble. 

Persona 

 Personality, memories, emotions, intelligence, wisdom and force of will all fall under the 

Persona stat. A Magister recalling forbidden lore, taking their time is using Persona. A Skald trying to 

convince a king is using Persona. 
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Power 

 The physical health, strength, and endurance of an Avatar are all parts of the Power stat. A 

Berserkr that lifts a chunk of rock off of an ally is using Power. A mighty Warrior wrestling with other 

worldly creatures is using Power. 

Actions 
Actions can be broken down into 4 categories: full, normal, median, and negligible. A full action 

can be traded out for a normal action and a median action. A normal action can be traded out for two 

median actions, and a median action can be traded for two negligible actions. Each character gets one 

full action each round. A player may trade as many times as they want as long as they don’t end up with 

more than the equivalent of a full action. 

Full ← ← ← ← ← 

Normal ← ← ← Median ← 

Median ← Median ← Median ← 

Median ← Median ← Negligible Negligible 

Median ← Negligible Negligible Negligible Negligible 

Negligible Negligible Negligible Negligible Negligible Negligible 

 

Hurried Actions 
A player may attempt to do an action one category down (Full action in a Normal action time 

frame, etc…etc…) But they receive one decrease or a -3 (when decreases don’t apply) to any checks, 

rolls, or effects involved. For instance If an avatar can use the Move ability under normal circumstances 

to move 7 paces, they can choose to do it as a negligible action but they only move (7-3=4) 4 paces. If 

they use the Assist ability and normally it would be a Normal action, they may try to do it as a Median 

action but they receive one decrease to their dice roll. A player may hurry multiple times on the same 

action each time they move the action category down they get the same penalty which is cumulative. So 

if they tried to use Adrenaline as a negligible action they would have 3 decreases. 

Careful Actions 

 A player may attempt to take longer to do an action (normal action in a full action time frame). 

They receive one increase or a +3 (when increases can’t apply) to any checks, rolls, or effects involved 
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per action category increased. For instance if an Avatar wanted to attack, which is a normal action, in a 

full action time frame, they would gain one increase. 

Special Conditions 
 Special Conditions help to weaken enemies without taking them out of play, or to help allies 

without making them all powerful. All conditions fall between total disablement and not disabled in any 

way and not at all helpful and super powerful. This keeps a single condition from ruining a single player’s 

or Game Referee’s (GR) ability to act or participate. 

 Special Conditions cannot take an Avatar out of play. It cannot completely stop them from 

taking actions or moving. This allows each Avatar to have a chance to recover. It also keeps the GR’s 

monsters from being removed from a fight. 

 Each condition affects one of the avatar’s features. It moves the feature along the path left or 

right. All of the features start play in the normal category. Some special conditions can affect multiple 

features at one time. 

 Terrible Awful Bad Normal Good Excellent Superior 

Travel Nimble x 
0.25 

Nimble x 0.5 Nimble x 
0.75 

Nimble 
(minimum 1) 

Nimble x 
1.25 

Nimble x 1.5 Nimble x 
1.75 

Accuracy 3 Dec 2 Dec 1 Dec None 1 Inc 2 Inc 3 Inc 

Range Close 1 + 3 Dec to 
attack 

1 + 2 Dec to 
attack 

1 + 1 Dec to 
attack 

1 2 3 4 

Range 
Extended 

1 + 2 Dec to 
attack 

1 + 1 Dec to 
attack 

1 2 3 4 5 

Range Ranged -3 minimum 1 -2 minimum 1 -1 minimum 1 +0 +1 +2 +3 

Damage 3 Dec 2 Dec 1 Dec None 1 Inc 2 Inc 3 Inc 

Actions Med + Neg Norm Norm + Neg Full Full + Neg Full + Med Full + Med + 
Neg 

Defense Attacker 3 
Inc 

Attacker 2 
Inc 

Attacker 1 
Inc 

None Attacker 1 
Dec 

Attacker 2 
Dec 

Attacker 3 
Dec 

Hit Points -3 per level -2 per level -1 per level Normal +1 per level +2 per level +3 per level 

Abilities 
Non-class abilities: 

Attack 
Action: Normal 
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 You use your weapon to try to hit and deal damage to a single target. Note: you can try to hurry 

this into a smaller action than normal but take the normal penalties, thus getting multiple attacks. 

Having two weapons doesn’t automatically grant two attacks. Each attack uses a normal action. On a 

critical success you may choose instead of the increase in damage to apply a status effect at no extra 

cost. You normally can trade all the damage on the attack to inflict a status effect on the target. Make an 

attack roll against the a single target within range of your current weapon. The RT (Roll Target) is the 

defense of the target specified by the weapon (Physical or Magical). On a hit deal the normal damage for 

that weapon to the target. 

Assist 

Action: Normal 

Instead of trying to harm someone you instead try to assist someone else in doing their action. 

Roll a check with a RT of half that is needed by the assisted Avatar; add any appropriate increases, 

decreases, bonuses or penalties as if the assisting Avatar were attempting the action. If the assisting 

Avatar is successful, then the assisted Avatar gains an increase on their next attempt of the chosen 

action. 

Push 
Action: Normal 

 The Avatar attempts to push a single target a pace away. Roll an opposed power roll. If pusher 

wins they push the opponent a pace. The pusher and the target are not helpless; they will lock weapons 

and push the opponent back. If there is not a free pace the target takes damage equal to the pusher’s 

power. 

Rush 
Action: Median 

 The Avatar moves up to their Move Speed and gains 1 increase to their next attack roll. The 

Avatar gains a decrease to physical defense until the start of their next turn. 

Dispatch 
Action: Full 

 You may attempt to dispatch an opponent who is unable to defend themselves. Use an ability 

normally, except it doesn’t miss except on a 2. Damage dice is maximized on a normal roll, on a critical 

success damage dice are maximized and you roll the normal damage dice and add it to the total. If you 

deal more than 50% of the targets hp in damage that targets trauma drops to 0 and is now dying. 

Move 
Action: Median 

 You move a number of paces up to your Move Speed + 2 (minimum 1). 
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Wait 
Action: Full 

 You delay your turn until later in the round. At which point you get the action expended back. 

Break Out 
Action: Full 

 Make an opposed Nimbleness or Power check against what is holding the avatar. If it succeeds 

the avatar is freed. 

Grasp 
Action: Normal 

Make an attack roll as normal. If successful the target is grasped. A grasped target gains a 

decrease to Move Speed, attacks, damage and actions. The grasper gains a decrease to Move Speed, 

attacks, damage and Actions. If either the grasper or the target is forced to move the other 

automatically moves adjacent to the nearest pace. The grasper can release their hold as a negligible 

action. 

Prepare 
Action: Full 

 When preparing an action the player must specify a trigger and then specify an action that they 

will perform when the trigger happens. The player judges when a trigger happens and the GR can over 

rule them, neither can change the trigger once set, if the trigger doesn’t happen the player cannot act 

until their next turn. When the trigger happens the player resolves the action before or after the 

triggered action as they specified in the trigger. 

Sprint 
Action: Median 

 The character moves a number of paces equal to double their Move Speed. The character can 

only move in a forward direction. (I.e. they cannot turn once they start moving). While sprinting any 

enemy that the character moves away from can take a free median reaction against them. The Avatar 

can try to make a Sprint check equal to the attack roll of the reacting Avatar to avoid damage. They can 

make a Sprint check in order to turn with an RT equal to the number of paces of the total move. They 

must make a new check for each turn. Failure means they turn, but lose 2 paces of movement. 

Adrenaline 
Action: Full 

Requires: 1 Action Point 
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 The character spends an exploit (action) point and regains 1d6 per level + their Power and 

Nimble value in Trauma. 

Reflect 

Action: Full 

Requires: 1 Action Point 

 The character spends an exploit (action) point and regains 1d6 per level + their Mystic and 

Persona value in Stress points. 

Step 
Action: Negligible 

 The character moves 1 pace with no penalties or decreases. 

Compress 
Action: Median 

 The character may squeeze into a space half their size. They gain two decreases to all rolls and 

Move Speed while in the compressed space. 

Get Up 
Action: Negligible 

 The character stands up. 

Complete Defense 
Action: Full 

 The Avatar gains an increase to physical and magical defense. 

Improvise 
Action: Varied* 

 The player may attempt anything they can describe. The GR (Game Referee) explains to the 

player how to determine the actions success and the results. Some actions may be impossible; others 

may be so difficult as to be impossible. See Game Referee Guide for more information. 

Effects that can be achieved are based on the level of the character. A low level character may 

be able to shoot a single arrow at a rope hanging a person cutting them free. A high level character may 

be able to shoot three arrows in rapid succession each hitting between the fingers of another person 60’ 

away all in just a few seconds. 
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Its important to note that the player describes their Avatars actions and then tells the GR what 

they are intending the effects to do. Its the GRs job to determine what is realistic and to use the charts 

below to determine the difficulty of pulling off the effect and determining what happens on a failure.  

Situation Type  Roll Target Damage Example  

Trifling 10 1d4 Punching a target. 

Extra-Common 11 1d6 Breaking a glass or bottle over 
someone’s head. 

Common 12 1d8 Smashing a chair over an enemy’s back. 

Unlikely 13 1d10 Lighting a bottle of alcohol on fire and 
throwing it at a target. 

Unrepeatable 14 1d12 Throwing an enemy into a fire. 

Very Unrepeatable 15 1d10 + 
1d4 

Throwing an enemy into a pit. 

Once in a while 16 1d10 + 
1d6 

Throwing an enemy into a spike filled 
pit. 

Once in a lifetime 17 1d10 + 
1d8 

Smashing a rare magic item causing a 
massive explosion. 

Add a Special 
Condition 

Add Roll target of 
Special Condition 

N/A Smashing a chair over an enemy’s back 
and causing them to be tripped. 

An action that is 
actively opposed by 
another entity or 
creature 

RT is equal to the 
opposed check of 
the target. Each 
attempt suffers a 
cumulative +1 
decrease if the 
target observed 
previous attempts. 

N/A Disarming, slowing, grabbing, etc...etc... 
an opponent. 

  

 The number of targets that are affected can increase the Roll Target. If the Avatar is modifying 

an existing attack they would make a stat or skill check to perform the improvised maneuver and then a 

single attack roll which is compared to the physical/magical defense of each target. 

Area Type Roll Target Description 

1 pace +0 All actions start with this. 
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Expand +10 + (2 * size) It starts at a central pace and expands outward by 
1 pace. Increase the number of paces by * 2 per 
pace of expansion. 

Shaft +2 per wide * 2 per 
length. 

Starting at a pace and moving in the chosen 
direction +1 per width (left and right of the user) 
and * 1 per pace moving away from the user. So a 
2x3 area would increase the Roll Target by 2 
(wide) * 3 (length) = +6. 

Barrier +2 per pace +2 per turn. Starting at a pace, +1 for each pace moving in a 
direction. If the Barrier needs to turn, its +1 to 
turn in a 90 degree angle. 

 

The RT (Roll Target) can be modified for instance if instead of causing damage it may cause a SC 

(Special Condition) 

Terrible Awful Bad Normal Good Excellent Superior  

+9 +5 +2 +0 +2 +5 +9 

 

Durations can be added to improvised attacks. When a ‘continuing’ duration is added to 

damaging attacks the player adds a decrease to their damage rolls each time it damages and on a roll of 

1 the effect ends. So if the first round damage is 1d6, then the next round the player adds a decrease, on 

round three they rolled a 1 so the effect of continuing damage is gone. Special Conditions require the 

target to roll with the same Roll Target as the avatar that caused the condition to be free of it. Each 

round the avatar gets an increase, if a double is rolled the effect ends. 

Duration Roll Target Description 

Instantly 0 Happens instantly. 

Next Round *1 Automatically applied to all Special Conditions. Cannot be applied to 
Damage. Continues until the end of the targets next round. 

Continuing *2 (requires damage, attack roll or a skill check roll) Continues each 
round. The player adds a decrease to the damage or roll each round. 
The effect ends when the player rolls a critical failure. If the effect does 
not deal damage, then the player must reroll the attack roll each 
round. If it does not have damage or an attack roll the player must 
reroll the skill check each round. 

Rounds + (2 * number 
of rounds) 

Any number of rounds up to the user’s level. The first round is *1, the 
second round is *2, the third round is *3, etc…etc… 
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Resisted *2 Each round the affected Avatar can choose to take a negligible action 
to roll a stat check (determined by the GR) with a RT of 11. Each 
successive attempt to resist is automatically granted an increase. 

 

 So to cause 1d12 damage and a Move Speed decrease (throwing boiling sticky goo on the target 

from a boiling pot nearby) with a duration of “Continuing” would need a Roll Target of 14 (for damage) * 

2 (for Continuing duration) + 2 (for “bad” on move) = 30 Roll Target. This is something that a low level 

character is not likely to be able to accomplish, but a high level character has a decent chance of doing. 

The order of operations is base roll target then multipliers then pluses then minuses. 

Avatar Construction 
The avatar is your representative in the game world. They have their own personality, abilities, 

stats, etc…etc… that are not based on your real world abilities. You do get to decide what actions they 

take and how they improve as well as what species, career, and background they start with. The steps 

needed to construct your avatar are as follows: 

1 Decide on a general avatar concept. Decide what you want out of the avatar, and what you want 

the avatar to accomplish. Maybe they were a scrappy street rat that picked up a few magical 

tricks here and there until they stumbled upon an adventuring career. Perhaps they are a 

spoiled rich brat that realizes how spoiled they are when one day they were faced with the ugly 

truth. From then on they trained hard to become a proper knight. 

2 Decide what species your avatar is. Are you a hardy Terran, a whimsical Drayas, a battle 

hardened Orcen, or a slippery Draco. 

3 Decide what career your avatar has. Is it a tough toe to toe Warrior, a rough and tumble thief, is 

it a devout cleric, or a mystery clouded wizard? 

4 Decide what lifestyle your Avatar has. Are they a dabbler in necromancy, a sly merchant, a 

charismatic diplomat, an outcast of a rich family? Determine your Avatars background. Were 

they a spoiled rich brat, a street scamp, a broker of information, a sorcerer’s apprentice, or a 

knight’s squire? 

5 Fill out your stats and pick your primary and secondary stats. Do you want to base your abilities 

on Power, Nimbleness, Persona, or Mystic? 

6 Apply stat modifiers for Career, Lifestyle, and Species. 

7 Choose your proficiencies (skills). 

8 Select one enhancement from each of Career, Lifestyle, and Species. 

9 Choose one ability from each of Career, Lifestyle, and Species. 

Stephen Palacios (order #4831696) 76.202.181.103



Aetherianica 

Copyright 2012 © Kel and Lok games . Give feedback at www.kelandlokgames .com 

10 Choose starting gear. 

11 Finish up the number crunching. 

12 Write specifics about the background of the avatar. 

 

1. Avatar Concept 

 The concept of the character determines how this character feels when you role-play them how 

they dealt with their past, what their goals are, and their quirks and personality traits. 

2. Avatar Species 

Determine the species that your avatar descends from. Each species has its advantages. 

Choosing a species also determines one of your stat bonuses, as well as granting some proficiency 

choices, helping to determine your hit points, one ability choice, one enhancement choice, and two 

Traits. 

The choices are: 

Terran 

Being earthy, they like to dig and forge metals, build stone structures and generally make things. 

Their society is built on trust and cooperation. Through teamwork they are able to accomplish mighty 

things one stone brick at a time. Considered lucky by many, they are known to have random good 

fortune. 

Hit Points 

Trauma (3) Stress (2) Endurance (6) 

Defenses 

Physical Defense (3) Magical Defense (1) 

Stat Bonus 

Mystic (1) 

Proficiencies (Weapon) 

Stone, Metal 

Proficiencies (Armor) 

Heavy Inflexible Armor 

Proficiencies (Skill) 

Climb, Lift, Fall, Terrain, Motive, Design 

Trait Choices 

Level 1 

Dark Sense 
Dark Sense 5 Paces 

Persevere 
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Ignore 1 decrease to Move Speed due to weight. 

Alertness 
Allies gain 1 increase to Perceive checks while within 1 pace 

Small 
Small Size Advantage - 1 increase vs. larger creatures. 

Enhancement Choices 

Level 1 

Cramped Fighting 
Requires: A fully obstructed Pace within 1 Pace. 
Effect: Grants 1 increase to attack rolls 

Underground Knowledge 
Requires: A tracking, survival, or knowledge (Underground) skill check 
Effect: Grants an increase to the skill check involved 

Mechanical Aptitude 
Requires: A skill check involving mechanical devices 
Effect: Grants 1 increase to the involved skill check 

Ability Choices 

Level 1 

Hammer Smash 
Action: Normal; Targets: A creature within 1 Pace 
Requires: Hammer or blunt weapon 
Roll: Attack ; Damage: Roll weapon damage with 1 increase 
Effect: On a miss deal 1d4 physical damage. 

Axe Slice 
Action: Normal; Targets: A creature within 1 Pace 
Requires: Axe or other large double bladed weapon 
Roll: Attack; Damage: Roll weapon damage 
Effect: On a hit gain 1 increase to the next attack roll against the same target. 

Heavy Armor Reaction 
Action: Reaction (Median); Targets: A creature within 1 pace that missed the Avatar with an attack 
Requires: Avatar must be wearing Heavy Armor 
Roll: None; Damage: +Power; 

Greater Assist 
Action: Full; Targets: An ally within 1 pace 
Roll: None; Damage: None 
Effect: The target gains an increase to their next Skill roll 

 

Drayas 
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 Being of the forest, they like to grow things, encourage expansion of life and generally make 

things grow. They grow entire cities from the ground up patiently cultivating trees from seedlings and 

molding them to grow into great spire filled buildings. They are patient and usually pursue solitary 

contemplations with short visits from family and friends for a year or two, but they may go years 

without speaking to another living being. During their early years their curiosity gets the better of them 

and they like to explore, usually teaming up with other species out of pure curiosity, examining them 

and studying them in a hands off way. 

 

Hit Points 

Trauma (3) Stress (4) Endurance (3) 

Defenses 

Physical Defense (2) Magical Defense (3) 

Stat Bonus 

Persona (1) 

Proficiencies (Weapon) 

Wood, Stone 

Proficiencies (Armor) 

Light Armor 

Proficiencies (Skill) 

Sprint, Leap, Tumble, Escape, Sneak, Prestidigitation 

Trait Choices 

Level 1 

Forest Familiarity 
Ignore 1 decrease to Move Speed when in forest terrain 

Plant Sense 
Sense Plants and Plant like Species within 5 Paces 

Drayas Meditation 
Sense While Unconscious - Vision 5 paces 

Home Advantage 
Bonus Proficiency (skill) - Terrain (forest) 

Enhancement Choices 

Level 1 

Plant Knowledge 
Requires: A check that deals with plants. 
Effect: Grants 1 increase to the required check. 

Forestry Skills 
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Requires: Attack roll that takes place in a forest against species commonly found in the forest. 
Effect: Grants a non stacking increase to the attack roll involved. 

Forestry Knowledge 
Requires: A skill check involving Forests or their inhabitants. 
Effect: Grants a non stacking increase to the involved skill check. 

Ability Choices 

Level 1 

Forest Speed 
Action: Median; Targets: Self 
Roll: Sprint RT (13). 
Effect: On a success gain 3 Increases to Move Speed. 
Duration: Until the end of the Avatar’s next turn. 

Draw Life 
Action: Full; Targets: Self, 1 Target 
Requires: Any target that is not Undead. 
Roll:Attack; Damage: 1d4 + Level. 
Effect: Heal 1d4 + Level Trauma Points on Self. 

Fencing Aptitude 
Action: Normal; Targets: 1 
Requires: Light Sword. 
Roll: Attack; Damage: Weapon + 1d4; 
Effect: 2 Increases to Physical Defense. 
Duration: Until the end of the Avatar’s next turn. 

 

Orcen 

Loving desert like environments, they like to compete and encourage self improvement and generally 

test themselves. They build small shacks and huts to test themselves on how well they can survive harsh 

environments. They willingly live in the desert to test their hardiness. They constantly have year round 

contests of skill at any given village with the winner moving on to regional and desert wide challenges. 

 

Hit Points 

Trauma (4) Stress (3) Endurance (4) 

Defenses 

Physical Defense (2) Magical Defense (2) 

Stat Bonus 

Power (1) 

Proficiencies (Weapon) 
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Stone, Metal 

Proficiencies (Armor) 

Medium Armor 

Proficiencies (Skill) 

Sprint, Leap, Fortitude, Species (Orcen), Medical, Intimidate, Historical, Terrain (Desert) 

Trait Choices 

Level 1 

Large 
Size is large. Move Speed 1 increase, damage vs. Smaller creatures 1 increase, Trauma 1 increase 

Wrestler 
Enemies get 1 decrease when grabbing the Orcen 

Hardy 
Reduce physical damage from weapon Abilities used on the Orcen by 1 decrease 

Heroic 
Maximum Exploit Pool 1 increase 

Enhancement Choices 

Level 1 

One on One  
Requires: No more than 1 enemy is within 1 pace. 
Effect: Grants a non stacking increase to attack rolls against the required enemy. 

Physical Prowess  
Requires: A check that involves a physical challenge (other than attack and damage rolls). 
Effect: Grants a non stacking increase to the check involved. 

Desert Knowledge 
Requires: A check involving the Desert or its inhabitants. 
Effect: Grants a non stacking increase to the involved check. 

Ability Choices 

Level 1 

Power Smash 
Level: 1 
Action: Median;  
Targets: A creature within 1 Pace 
Requires: Use of 1 Exploit Point 
Roll: Power vs. Power check + Attack Roll;  
Damage: Roll weapon damage + Power 
Effect on Hit: Move Target 1 Pace 

Speed Boost 
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Level: 1 
Action: Normal;  
Targets: Self 
Requires: Orcen must have at least 2 unused Exploit Points Held in reserve. 
Effect: The Orcen gains 2 increases to Move Speed. 
Duration: The Orcen may maintain this Ability each round by spending a Median action. 

Full Swing 
Level: 1 
Action: Full; 
Targets: All Targets in area;  
Area: Expand 1 
Roll: Attack;  
Damage: Weapon; 

 

Draco 

Living in rivers and marshy terrain, they like to haggle, manipulate, and generally acquire things or just 

trick others into losing things. They live in lavish houses made of stone traded for from Terran’s and 

wood traded from Drayas, and labor traded from Orcens.  

 

Hit Points 

Trauma (3) Stress (3) Endurance (3) 

Defenses 

Physical Defense (3) Magical Defense (3) 

Stat Bonus 

Nimble (1) 

Proficiencies (Weapon) 

Moderate Swords, Light Spears 

Proficiencies (Armor) 

Medium Inflexible 

Proficiencies (Skill) 

Swim, Tumble, Exploit, Stabilize, Sneak, Honesty, Motive, Perceive, Deceive 

Trait Choices 

Level 1 

Perceptive 
Bonus Proficiency(skill) Honesty 

Money Grubber 
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Ignore 1 decrease to skill checks while negotiating prices 

Market Contact 
The Draco has a contact that gives them information about market matters 

Endure 
Reduce endurance damage by 1 decrease from physical Abilities 

Enhancement Choices 

Level 1 

Merchant Sense 
Requires: Skill check made about currency or goods acquisition 
Effect: Grants 1 increase to skill checks made about currency or goods acquisition. 

Merchant Aggressiveness 
Requires: An opposed check made about currency or goods acquisition. 
Effect: Grants 1 increase to skill checks made about currency or goods acquisition. 

Stealth Attack 
Requires: Conditions to make a Stealth check. 
Effect: Make a stealth check vs. a targets perceive check to gain 2 increases to damage dice, does not 
affect undead. 

Ability Choices 

Level 1 

Distracting Strike 
Level: 1 
Action: Median; Targets: A creature within 1 Pace 
Roll: Attack; Damage: Weapon + 2 Increases 

Look Over There 
Level: 1 
Action: Normal; Targets: Self 
Roll: Deceive check vs. Perceive; 
Effect: On a success, Sneak. 

Stealth Strike 
Level: 1 
Action: Normal; Targets: A creature within 1 pace 
Roll: Sneak check vs. Perceive + Attack Roll;  
Damage: Weapon + Nimble + 1 Increase to Damage + 1 Increase to Damage Dice; 

 

3. Avatar Career 

This includes the career of the avatar. What they do for a living. Choices are Warrior, Bandit, Priest, 

and Magister. 

Warrior 
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 The Warrior values physical prowess above all else regardless of whether this prowess comes 

from physical power, mental aptitude, manual dexterity, or just plain insight and luck. They are masters 

of their chosen weapons. They often go toe-to-toe with their enemies to prove their superiority. 

Hit Points 

Trauma (5) Stress (3) Endurance (4) 

Defenses 

Physical Defense (2) Magical Defense (1) 

Stat Bonus 

Power (1) 

Proficiencies (Weapon) 

Swords, Axes 

Proficiencies (Armor) 

Heavy Inflexible Armor 

Proficiencies (Skill) 

Swim, Sprint, Motive, Perceive 

Trait Choices 

Level 1 

Warrior Mettle 
Reduce physical damage by 1 point per attack 

Combo Attacks (Special) 
Each time the Avatar successfully hits with an Ability against the same target they gain 1 cumulative 
increase to damage, damage dice, attack, or another effect chosen by the user. If an Ability is used that 
does not have an attack or an Ability is used that misses or an Ability is used against another target, all 
accumulated increases are lost. Each time the Avatar gains an increase in this way they can choose 
which feature to increase, either the same or different. Cannot be taken with another Trait that has the 
(Special) Keyword. 

Enhancement Choices 

Level 1 

Warriors Strength 
When the Warrior has at least 1 unused Exploit Point they gain 2 Increases to Damage dice size when 
attacking the closest enemy. 

Ability Choices 

Level 1 

Powerful Attack 
Action: Median 
Targets: 1 
Requirements: Expend 1 Exploit point, Require a Nimble check RT (15) for effect, target cannot be an 
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Undead or a Machine. 
Attack: 1 Increase to attack roll. 
Damage: Weapon + 1 Increase to damage + 1 Increase to damage dice + 1d4 + Primary Stat 
Effect on a Success: Force target to move 1 pace. 

 

Bandit 

 The Bandit is a master of trickery and deception. They implement clever ruses in order to 

achieve their goals. Whether the bandit is a strong highway robber, a clever gambler, a creator of traps 

and delusions, or just someone that depends on their luck too often, a bandit uses their skills to trick 

others into giving them what they want. 

 

Hit Points 

Trauma (4) Stress (4) Endurance (3) 

Defenses 

Physical Defense (2) Magical Defense (2) 

Stat Bonus 

Nimble (1) 

Proficiencies (Weapon) 

clubs, spears 

Proficiencies (Armor) 

Light Inflexible Armor 

Proficiencies (Skill) 

Tumble, Exploit, Stabilize, Escape, Disable Mechanism, Sneak, Prestidigitation, Motive, Honesty, 
Perceive, Deceive 

Trait Choices 

Level 1 

Hidden Contact 
Talk to the GR. You know a contact that can give you information when you request, they can also 
approach with information when not contacted. 
 
Sneak Attack (Special) 
Every round an Avatar chooses to use a Normal action to ‘prepare’ for a specific target they gain 1 
cumulative increase to their choice of damage, damage dice, attack, or another effect. They expend the 
normal action and can’t use it for anything other than studying their target. On their next attack against 
the target they use all the increases they have gained. Whether they hit or miss they lose all 
accumulated increases. They cannot transfer the accumulated increases to another target, if they use 
an Ability on another target they lose all accumulated increases. Cannot be taken by an Avatar that has 
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another (Special) Trait. 

Enhancement Choices 

Level 1 

Stealthy Strike 
Add 1 Increase to damage and 2 increases to damage dice size when attacking 1 target while Stealthy. 
Does not affect undead or machines. 

Ability Choices 

Level 1 

Distracting Stealth 
Action: Reaction (Median) 
Targets: Self 
Requirements: Adjacent enemy (that is not Undead or Machines) attacks and misses 
Effect: Make a Sneak check RT (17) and move the Bandit 3 paces. If at the end of the movement they 
meet the requirements for Stealth they are considered Stealthy. 

 

Healer 

 Healers use herbs, prayers, or subtle earth magics to heal people. Some healers have no magical 

power and instead rely entirely on knowledge of anatomy and herbs. Others mix herbs and minor 

magics to heal. Still others entirely focus on magical healing. Some heal from forcing specific outcomes, 

forcibly removing the affliction. Others heal by carefully manipulating the physical bodies, sewing up 

holes, carefully removing harmful substances with carefully measured herbs. Still others use mystical 

focus and luck to allow the body to heal at accelerated rates. Yet others use force of personality and 

intelligence to trick the placebo effect to work. However they work, they focus on healing or supporting 

allies. 

Hit Points 

Trauma (3) Stress (6) Endurance (3) 

Defenses 

Physical Defense (1) Magical Defense (2) 

Stat Bonus 

Persona (1) 

Proficiencies (Weapon) 

Clubs, Rods 

Proficiencies (Armor) 

Medium Inflexible Armor 

Proficiencies (Skill) 

Lift, Fortitude, Species, Medical, Book Knowledge, Impress 
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Trait Choices 

Level 1 

Medical Commentary 
Grant allies within 1 paces 1 Increase to Medical checks. 

Healers Talent (Special) 
Pick a skill on Avatar creation. The Avatar can make a skill check using this skill with a RT of 11 + Level of 
Ability applying increases to, with no increases or decreases. If they succeed they gain an increase for 
every 5 points they beat the RT by. If they fail they gain a decrease for every 5 points they fail the RT by. 
The Increases or Decreases can be added to damage, damage dice, attack, or another effect. They must 
declare they are using this trait before they use the Ability to gain its benefits. Cannot be taken by an 
Avatar that has another (Special) Trait. 

Enhancement Choices 

Level 1 

Healers Hands 
Make a Medical check to Gain 3 Increases When using an ability to heal a single creature. Does not 
affect Undead. 

Ability Choices 

Level 1 

Healing Breeze 
Action: Normal 
Targets: All allies in area 
Area: Expand 2 
Requirements: Avatar has to have at least 1 unused Exploit Point. Avatar must be wielding a Light Club. 
Effect: Target is healed 1d8 Trauma + Primary Stat. 

 

Magister 

 The Magister is the magician, alchemist, or wizard. They are the ones that perform mystical 

feats through the power stored in their muscles, manipulate unseen forces too fine for others, and brew 

up strange concoctions that have mystical effects, or wield mystical powers to manipulate the world. 

The Magister controls the unseen, underlying powers of the world in order to achieve their goals. 

 

Hit Points 

Trauma (3) Stress (4) Endurance (4) 

Defenses 

Physical Defense (0) Magical Defense (4) 

Stat Bonus 

Mystic (1) 
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Proficiencies (Weapon) 

Wands, Rods 

Proficiencies (Armor) 

Light Flexible Armor 

Proficiencies (Skill) 

Prestidigitation, Historical, Book Knowledge, Magic, Design, Enchant, Impress 

Trait Choices 

Level 1 

Sense Magic 
Sense magical powers and effects within 5 paces. 

Magic Buildup (Special) 
Each segment taken to enhance an Ability increases the effect of the Ability by 1 increase, whether this 
is applied to damage, damage dice, attack, or another effect is up to the user. If hit from the time the 
Ability was started and before it was finished, the ability is interrupted and any Exploit points spent are 
returned to the users pool. Cannot be taken by an Avatar that has another (Special) Trait. 

Enhancement Choices 

Level 1 

Magister Technique 
Add 1 Decrease to 1 Target with the "Magically Infused" Keyword's Nimble check to avoid the effects of 
an Ability. 

Ability Choices 

Level 1 

Fire Blast 
Action: Full 
Targets: All enemies in area 
Area: Shaft 2 wide 3 long 
Requirements: Target must make a Nimble check RT (16) to take half damage and no effect. Magister 
must wield a Wooden Wand. Magister must expend 1 Exploit Point. 
Damage: Weapon (Fire). 
Effect: All targets gain the “Magically Infused” Keyword. 

 

Berserkir 

 The Berserkir (singular Berserkr) when battling increasing their rage and anger until they enter a 

trance like fury which helps them fuel powerful attacks. 

Hit Points 

Trauma (5) Stress (3) Endurance (5) 

Defenses 
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Physical Defense (1) Magical Defense (1) 

Stat Bonus 

Power (1) 

Proficiencies (Weapon) 

Axes, Clubs 

Proficiencies (Armor) 

Medium Flexible Armor 

Proficiencies (Skill) 

Sprint, Leap, Terrain, Religion, Medical, Perceive, Intimidate 

Trait Choices 

Level 1 

Berserkr Speed 
The Avatar gains an additional Negligible action. Any decreases to Actions removes this action in 
addition to the normal effects of the decreases. 

Berserkr Fury (Special) 
Add a number of increases to damage, damage dice, attack, or another effect. For each increase take 
1d4 per level of the Ability that gain the increases damage to either Trauma, Stress, or Endurance. Only 
one kind of hit points can be affected each round. Cannot be taken by an Avatar that has another 
(Special) Trait other than this one. 

Enhancement Choices 

Level 1 

Berserkr Strength 
For purposes of what affects the Moderate Weapon, it is treated as a Hefty Weapon as well as a 
Moderate Weapon. This allows the Berserkr to use the Moderate Weapons in situations that are 
advantageous to Moderate and Hefty Weapons. 

Ability Choices 

Level 1 

Fury Strike 
Action: Full 
Targets: 1 
Requirements: Berserkr must be using a Hefty Weapon. 
Roll: Attack 
Damage: Weapon + 3 Increases to damage dice size + Primary Stat + 1d10 + 1d4. 
Effect: On a hit The Berserkr takes 1d4 damage. 

 

4. Avatar Lifestyle 
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 What kind of life does your avatar lead. What influences both their career and their species 

growth? What are their goals career or species wise? Are they a dabbler in necromancy, a sly merchant, 

a charismatic diplomat, an outcast of a rich family? Determine your Avatars background. Were they a 

spoiled rich brat, a street scamp, a broker of information, a sorcerer’s apprentice, or a knight’s squire? 

Necromancer 

The necromancer is fascinated with death and what happens beyond the grave. They seek out 

esoteric knowledge about the dead, and how to interact and even control them. It is not uncommon to 

see a Necromancer accompanied by an entourage of undead. 

Hit Points 

Trauma (3) Stress (5) Endurance (4) 

Defenses 

Physical Defense (1) Magical Defense (2) 

Stat Bonus 

Mystic (1) 

Proficiencies (Weapon) 

Light Weapons, Medium Weapons 

Proficiencies (Armor) 

Light Inflexible Armor 

Proficiencies (Skill) 

Lift, Historical, Book Knowledge, Magic, Species, Religion, Medical, Enchant, Deceive 

Trait Choices 

Level 1 

Lackey 
A creature of the Undead species is now under control of the player as a “Companion”. Cannot be taken 
by an Avatar that has another (Special) Trait. 

Necromantic Speed 
The Avatar gains an additional Negligible action. Any decreases to Actions removes this action in 
addition to its normal effect. 

Enhancement Choices 

Level 1 

Necromantic Bent 
A Necromancer can choose to change the Damage type of Magister Abilities to Necrotic. 

Ability Choices 

Level 1 
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Animate Dead 
Action: Normal 
Targets: 1 
Duration: Maintained (Negligible) 
Requirements: Necromancer must be using a Bone Wand. Target must have “Dead” Keyword. The 
Necromancer must expend 1 Exploit Point. 
Roll: Magic Check RT (17) 
Effect: On a Success, The Necromancer takes 1d4 damage. The target rises as an Undead Creature with 
5 Trauma, 2 Stress, 2 Endurance, 13 Physical Defense, 11 Magical Defense, and the Following Ability: 

Slam 
Action: Full 
Damage: 1d4 
Target: 1 

 

 

Zealot 

 The Zealot is an Avatar totally focused on a single overriding goal. This can be any important life 

goal. A religion, the extermination of a Species, the pursuit of an ideal, or any idea that overrides lesser 

matters. Due to this overriding focus, the Zealot can focus energy into attacks or get special Abilities. 

Hit Points 

Trauma (4) Stress (6) Endurance (2) 

Defenses 

Physical Defense (1) Magical Defense (2) 

Stat Bonus 

Persona (1) 

Proficiencies (Weapon) 

Medium Weapons, Moderate Weapons 

Proficiencies (Armor) 

Heavy Inflexible Armor 

Proficiencies (Skill) 

Fortitude, Historical, Species, Religion, Terrain, Motive, Honesty, Intimidate, Impress 

Trait Choices 

Level 1 

Truth Sense 
Gain the ability to tell truth from lies for targets within 5 paces. 

Zealot Aura 
Enemies that are against the Zealots ideals and within 1 pace gain 1 Decrease to Move Speed. 

Enhancement Choices 
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Level 1 

Zealot Strength 
Gain 2 Increase to Damage Die Size against Enemies that are against the Zealots ideals. Requires 1 
Exploit Point in reserve. 

Ability Choices 

Level 1 

Zealot Endure 
Action: Full 
Targets: Self 
Duration: Maintained (Median) 
Requirements: Light Close Weapon. 
Effect: The Zealot gains 2 increases to Trauma. 

 

Thief 

 The thief is the burglar. The sneak. The one that gets in past traps and guards and takes the 

treasure. Pick pockets and con artists fall into this Lifestyle. 

Hit Points 

Trauma (3) Stress (3) Endurance (3) 

Defenses 

Physical Defense (3) Magical Defense (3) 

Stat Bonus 

Nimble (1) 

Proficiencies (Weapon) 

Light Weapons, Medium Weapons 

Proficiencies (Armor) 

Light Inflexible Armor 

Proficiencies (Skill) 

Sprint, Climb, Tumble, Escape, Trigger Mechanism, Create Mechanism, Sneak, Disable Mechanism, 

Deceive, Impress 

 

Level 1 

Thief Quickness 
The Avatar gains an additional Negligible action. Any decreases to Actions removes this action in 
addition to its normal effect. 

Thief Versatility 
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Grant a Bonus Enhancement. 

Enhancement Choices 

Level 1 

Hamstring 
Add 1 Decrease to the Move Speed of any Target the Thief hits with a Thief Ability. Until the end of their 
next turn. 

Thief Adrenaline 
Add 1 Increase to Close Range when an Enemy Misses with an attack. Until the end of their next turn.  

Ability Choices 

Level 1 

Thief Strike 
Action: Reaction (Normal) 
Targets: 1 
Requirements: An adjacent enemy attacks and misses. 
Roll: Attack 
Damage: Weapon + Primary Stat 

 

Guard 

 The guard looks after their allies and knows the ins and outs of laws and defending a city from 

criminal elements. 

Hit Points 

Trauma (4) Stress (4) Endurance (4) 

Defenses 

Physical Defense (2) Magical Defense (1) 

Stat Bonus 

Power (1) 

Proficiencies (Weapon) 

Medium Weapons, Moderate Weapons 

Proficiencies (Armor) 

Medium Inflexible Armor 

Proficiencies (Skill) 

Lift, Fortitude, Species, Terrain, Motive, Honesty, Intimidate, Impress 

Traits 

Level 1 

Underworld Contact 
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The Guard knows a contact or two in the world of crime. Plots involving cities and criminal activity find 
its way to the Guards ears. 

Guard Duty 
1 enemy per round within 1 pace that attacks an ally gains 1 Decrease to the attack roll.  

Enhancement Choices 

Level 1 

Shield Specialty 
Treat light shields as though they were Medium shields for the purpose of Physical Defense. 

Ability Choices 

Level 1 

Pay Attention 
Action: Reaction (Median) 
Targets: 1 
Requirements: An adjacent enemy attacks an ally. Guard Must be Wielding a Medium Sword. Guard 
must have 1 unused Exploit Point. 
Roll: Attack 
Damage: 1d6 
Effect: On at hit target receives 1 Move Speed Decrease.  
Duration: Until Resisted 

 

Ruffian 

 The ambusher, the back alley mugger, the loan shark enforcer. all of these are Ruffians. Bullies 

and Rogues, Ruffians like to revel in their power over others. 

Hit Points 

Trauma (3) Stress (5) Endurance (5) 

Defenses 

Physical Defense (1) Magical Defense (1) 

Stat Bonus 

Power (1) 

Proficiencies (Weapon) 

Light Weapons, Medium Weapons 

Proficiencies (Armor) 

Light Flexible Armor 

Proficiencies (Skill) 

Exploit, Escape, Sneak, Species, Motive, Honesty, Perceive, Intimidate 

Traits 
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Level 1 

Underworld Contact 
The Ruffian knows a contact or two in the world of crime. Plots involving cities and criminal activity find 
its way to the Ruffians ears. 

Slow Down 
Enemies that try to Move gain 1 Decrease to Move Speed if they are within 1 pace of the Ruffian. 

Enhancement Choices 

Level 1 

Sap 
Change damage type from Trauma to Endurance 

Ability Choices 

Level 1 

Stun 
Action: Normal 
Requires: Ruffian must be wielding a Club 
Targets: 1 
Roll: Attack 
Damage: Weapon + 1d4 
Effect: On at hit target receives 1 Decrease to Actions. 
Duration: Until Resisted 

 

Pyromancer 

 The pyromancer knows the inner workings of fire and explosions. They can form fire from 

magical energies better than anyone. They can understand how to coat a blade with a flammable 

substance to make it deal fire damage. they are the masters of fire. 

Hit Points 

Trauma (3) Stress (4) Endurance (5) 

Defenses 

Physical Defense (1) Magical Defense (2) 

Stat Bonus 

Mystic (1) 

Proficiencies (Weapon) 

Light Weapons, Medium Weapons 

Proficiencies (Armor) 

Light Flexible Armor 

Proficiencies (Skill) 
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Fortitude, Prestidigitation, Design, Entertain 

Traits 

Level 1 

Fire Resistance 
Reduce fire damage by 1. 

Fire Knowledge 
Gain 1 Increase to damage for Abilities that deal fire damage. 

Enhancement Choices 

Level 1 

Flaming Attack 
Change the damage of Physical Attacks to Fire. 

Flaming Spell 
Change the damage of Magical Attacks to Fire. 

Ability Choices 

Level 1 

Burning 
Action: Reaction (Negligible) 
Targets: 1 
Requirements: Adjacent enemy attacks and hits. Target must make a Nimble check RT (18), if they 
succeed they take no damage. 
Damage: 1d6 
Effect: With no roll, the target takes damage. 

 

Hunter 

 The hunter tracks and and follows prey. Whether it is an animal, a criminal, or a Species they 

abhor. They are single minded trackers that seek out and find what they are looking for. 

Hit Points 

Trauma (3) Stress (5) Endurance (3) 

Defenses 

Physical Defense (2) Magical Defense (2) 

Stat Bonus 

Nimble (1) 

Proficiencies (Weapon) 

Medium Weapons, Moderate Weapons 

Proficiencies (Armor) 
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Medium Flexible Armor 

Proficiencies (Skill) 

Sprint, Climb, Tumble, Sneak, Species, Terrain, Perceive, Intimidate 

Traits 

Level 1 

Hunter’s Companion (Special) 
The hunter is always accompanied by a companion whether it is a lackey or a trained animal. Choose a 
Species. A creature of that species is now under control of the player as a “Companion”. Cannot be 
taken by an Avatar that has another (Special) Trait. 

Tracking Sense 
The Tribes Person can at a glance see what Species has traveled within 5 paces. They can tell the 
direction they traveled and how much they weighed (including gear). The longer the time from when 
they traveled the harder it is to tell about the Species, Direction, and Weight. 

Weapon Speed 
Hunters ignore 1 Decrease to actions when using a Hunter Ability. 

Enhancement Choices 

Level 1 

Dual Sword Specialization 
Gain 1 Increase to Defense when wielding two swords. 

Ability Choices 

Level 1 

Dual Attack 
Action: Normal 
Targets: 1 
Requirements: Must be wielding two Moderate Swords or a Moderate Spear 
Roll: Attack + 1 Increase 
Damage: Weapon + Weapon + Primary Stat + Primary Stat 

 

Tribes Person 

 Some call them savages, barbarians, or wild people. In reality Tribesman are usually clan based 

nomadic hunters gatherers that use resources extremely efficiently. When an animal is killed nearly 

every part of it is used for something. They try to stay in balance with their environment, they don’t 

hunt too much or farm land until it can’t sustain crops. 

Hit Points 

Trauma (4) Stress (4) Endurance (5) 

Defenses 
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Physical Defense (1) Magical Defense (1) 

Stat Bonus 

Mystic (1) 

Proficiencies (Weapon) 

Moderate Weapons, Hefty Weapons 

Proficiencies (Armor) 

Light Inflexible Armor 

Proficiencies (Skill) 

Sprint, Leap, Sneak, Historical, Species, Terrain, Religion, Motive, Honesty, Perceive, Impress 

Traits 

Level 1 

Tribal Member (Special) 
The Tribesman never travels alone, whether another tribesman or a tamed wild animal, they always 
have a companion. Choose a species. A creature of that species is now under control of the player as a 
“Companion”. Cannot be taken by an Avatar that has another (Special) Trait. 

Tribes Person Speed 
The Avatar gains an additional Negligible action. Any decreases to Actions removes this action in 
addition to its normal effect. 

Tracking Sense 
The Tribes Person can at a glance see what Species has traveled within 5 paces. They can tell the 
direction they traveled and how much they weighed (including gear). The longer the time from when 
they traveled the harder it is to tell about the Species, Direction, and Weight. 

Enhancement Choices 

Level 1 

Native Advantage 
Gain 1 Increase to Move Speed while traveling in native terrain (chosen at creation). 

Ability Choices 

Level 1 

Hunter’s Aim 
Action: Normal 
Requires: Bone Weapon 
Targets: 1 
Roll: Attack + 2 Increases to Attack. 
Damage: Weapon + Primary Stat + 1d4 

 

Annihilator 
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 Single minded destroyer of enemies. Usually with a history of being a soldier without a war or 

army. Sometimes an Annihilator will come about as part of a specially enhanced Magister experiment. 

Annihilator’s focus on taking down one enemy at a time with overwhelming force. 

Hit Points 

Trauma (6) Stress (2) Endurance (2) 

Defenses 

Physical Defense (4) Magical Defense (1) 

Stat Bonus 

Power (1) 

Proficiencies (Weapon) 

Hefty Weapons, Massive Weapons 

Proficiencies (Armor) 

Heavy Inflexible Armor 

Proficiencies (Skill) 

Sprint, Leap, Maneuver, Exploit, Species, Medical, Intimidate 

Traits 

Level 1 

Indomitable 
Ignore 1 Move Speed penalty for Heavy Inflexible Armor 

What is that a pointy Stick? 
Grant enemies 1 Decrease to attack when they use light weapons to attack you. 

Enhancement Choices 

Level 1 

Massive Weapons 
Massive weapons are treated as Hefty when wielded by an Annihilator. 

Rend and Tear 
When wielding a Hefty weapon gain 1 Increase to Damage Dice Size. 

Ability Choices 

Level 1 

Cold Blooded Attack 

Action: Full 

Targets: 2 Adjacent enemies 

Requires: Expenditure of 1 Exploit Point. 

Roll: Attack + 1 Increase 

Damage: Weapon + Primary Stat + 1d8 
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5. Choose Stats 

How Much? 

 Beginning Avatar’s start with 9 points to distribute among their stats. Stats can remain at zero, 

but no stat can be greater than 5 starting out before improvements from Species, Career, or Lifestyle. 

Keep in mind that generally you want to put a relatively high value into the stat that you choose as the 

Avatar’s primary stat. This will help the Avatar to be more effective. A more challenging Avatar to play 

could have multiple primary stats. In this case it is probably best to put no less than 3 in both pri mary 

stats. 

Companions 

 Companions are friendly animals or people that travel with and are closely associated with a 

player’s Avatar. Generally they are never stronger than the Avatar they are associated with and they 

share the same action pool with the Avatar. Think of them as a side kick. For instance the side kick that 

runs to town to warn the villagers of the escaped monster, while the Player’s Avatar continues to fight 

the escaped monster. The side kick that runs away when the Player’s Avatar gets captured only to sneak 

in later and free them. The side kick that distracts the Player’s Avatar’s target to grant them an increase. 

 Companions have half the hit points of the Avatar, the same natural defenses as the Avatar, and 

they can choose from their Species Enhancements and Abilities for the level of the Avatar. They 

however don’t have a Career or Lifestyle and may themselves not have a Companion. The only way to 

gain a companion is to be granted one based on a Career Trait. 

 Companions that leave the area of the Avatar they are tied to, come under the GRs control and 

no longer share an action pool. Later when they re-enter the area of the Avatar they are tied to, they go 

back under their control. 

Custom Species (Complex) 
 Creating a custom species can be rewarding and create a great experience. Here are some things 

to keep in mind when creating a new species. Extra limbs don’t grant extra actions or attacks. Other 

special physical features of a species don’t automatically grant special powers. All new spec ies must fall 

within the following guidelines. 

1 Describe the new species, what they look like, how they act and interact, and where they 

normally live (even if they don’t live in one place, describe how they interact with others who 

live in these areas). How their social structure is set up. What traits are common to the species. 

How their society works. etc...etc... 

2 Choose one stat that will gain a +1 bonus. 
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3 Distribute 15 points between Trauma, Stress, Endurance, physical defense, and magical defense 

maximum 6 per any one feature. 

4 Choose two Proficiencies (Weapon) and one Proficiency (Armor). 

5 Choose three Proficiencies (skills). 

6 Create or choose two Species Trait. 

7 Create or choose one Enhancement. 

8 Create or choose one Ability. 

Custom Career (Complex) 

 To create a custom career follow the steps below. Keep in mind that Careers are the basic job 

that a character does for their entire life. It is not how they do the job, but what is the job. For instance a 

Necromancer is a “how”. It is how a magister uses magic to accomplish goals. A Warrior that dabbles in 

the Arcane is a valid career. A Warrior that specializes in using magic item is a lifestyle. 

1 Describe the new Career in detail. What do they represent. How are they viewed. What 

associations do they have. What in world resources can they expect to have available. 

2 Choose one stat that will gain a +1 bonus 

3 Distribute 15 points between Trauma, Stress, Endurance, Physical Defense, and Magical Defense 

maximum 6 per any one feature. 

4 Choose two Proficiencies (Weapons) and one proficiency (Armor) 

5 Choose three Proficiencies (Skills). 

6 Choose or create two Career Traits. 

7 Choose or create one Enhancement. 

8 Choose or create one Ability. 

Custom Trait (Complex)  

 Creating a custom Trait can help grant a special feature to a Species, Career, or Lifestyle. Traits 

grant things that are not Enhancements (things that get enhanced, improved or changed.) like 

Companions, Special items, and special features. Traits are always on and last for the life time of the 

Avatar.  

1 Come up with an evocative name that describes what the Trait will do. 
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2 Describe what the Trait does in role playing terms. For instance a trait that grants a Companion 

might be described as “A rare friend that you’ve had since childhood joins you on your 

journeys.” 

3 You start with the Avatar level + 9 Modify Points. Spend the points to gain features of the Trait.  

4 Choose what kind of effect you want the Trait to have. 

 

Effect Cost Descri
ption 

Companion 
(Special) 

Species Level + 9 Choos
e a 
Specie
s. A 
creatur
e of 
that 
species 
is now 
under 
control 
of the 
player 
as a 
“Comp
anion”. 
Cannot 
be 
taken 
by an 
Avatar 
that 
has 
anothe
r 
(Specia
l) Trait.  

Empower 
Companion 
(Requires 
Companion 
Effect) 

Species Level + 9 Enhanc
es one 
of the 
Compa
nions 
stats 
by +2, 
this 
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can be 
Power, 
Nimble
, 
Mystic, 
or 
Person
a. 

Enhance 
Companion 
(Requires 
Companion 
Effect) 

Species Level + 9 Distrib
ute 5 
points 
among 
the 
Compa
nions 
Traum
a, 
Stress, 
Endura
nce, 
Physic
al 
Defens
e, or 
Magica
l 
Defens
e.  

Contact Species Level + 9 The 
contac
t is a 
source 
of 
inform
ation 
and 
can 
give 
the 
Avatar 
leads 
and 
secret 
inform
ation 
on any 
subject 
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they 
know. 
The GR 
create
s a 
Non-
Player 
Avatar 
NPA 
that 
will 
grant 
inform
ation 
to the 
Avatar. 

Grant an 
extra 
Negligible 
action 

10 The 
Avatar 
gains 
an 
additio
nal 
Negligi
ble 
action. 
Any 
decrea
ses to 
Action
s 
remov
es this 
action 
in 
additio
n to its 
normal 
effect. 

Grant an 
extra 
Median 
action 

20 The 
Avatar 
gains 
an 
additio
nal 
Media
n 
action. 
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Any 
decrea
ses to 
Action
s 
remov
es this 
action 
in 
additio
n to its 
normal 
effect. 

Grant an 
extra 
Normal 
action 

30 The 
Avatar 
gains 
an 
additio
nal 
Norma
l 
action. 
Any 
decrea
ses to 
Action
s 
remov
es this 
action 
in 
additio
n to its 
normal 
effect. 

Grant a 
special 
sense 

5 + 1 per pace of range A 
special 
sense 
is 
grante
d. This 
can be 
the 
ability 
to see 
in 
darkne
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ss, feel 
slight 
tremor
s in the 
ground
, sense 
hidden 
magic, 
feel 
vibrati
ons in 
the air, 
etc... 
etc... 

Ignore a 
penalty 

5 + 5 per increment ignored. Ignore 
a 
single 
penalt
y of 
some 
kind. 
This 
can be 
a 
penalt
y to 
move
ment 
based 
on use 
of a 
particu
lar 
armor 
type. 
Anoth
er 
could 
be to 
ignore 
action 
penalti
es for 
action 
decrea
ses by 
one 
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catego
ry for a 
specifi
c type 
of 
penalt
y such 
as 
having 
too 
much 
weight
. It 
must 
be for 
a 
specifi
c 
situati
on and 
only 
affect 
one 
decrea
se or 
increm
ent per 
5 extra 
points. 

Reduce the 
Effect of an 
ability or 
enhanceme
nt on the 
Avatar 

8 + 2 per increment reduced. Reduc
e the 
effect 
of an 
ability 
on the 
Avatar. 
This 
can be 
reduci
ng the 
amoun
t of 
damag
e 
taken 
from a 
specifi
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c type 
of 
attack 
or 
eleme
nt such 
as 
reduci
ng fire 
damag
e by 1. 
It can 
also be 
a 
reducti
on of a 
forced 
move
ment, 
it 
would 
be 
reduce
d by 1 
pace 
per 2 
extra 
points 
spent 
down 
to a 
minim
um 1 
pace. 

Add a sense 
while 
unconsciou
s 

8 + 2 per pace While 
sleepin
g or 
uncons
cious 
an 
Avatar 
retains 
one of 
their 
senses 
if they 
detect 
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somet
hing 
they 
can 
wake 
thems
elves 
as a 
negligi
ble 
reactio
n. 

Add the 
ability to 
take a 
Negligible 
action while 
unconsciou
s 

15 The 
Avatar 
is able 
to take 
a 
negligi
ble 
action 
while 
uncons
cious 
or 
asleep 
per 
round. 
This 
can be 
a 
zombi
e like 
uncons
cious 
action, 
or a 
bleedi
ng out 
last 
desper
ate 
action. 
Note 
that 
the 
Avatar 
is 
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consid
ered to 
have 
no 
senses 
unless 
they 
have 
added 
senses 
while 
uncons
cious. 

Add the 
ability to 
take a 
Median 
action 
while 
unconscio
us 

20 The 
Avat
ar is 
able 
to 
take 
a 
Medi
an 
actio
n 
while 
unco
nscio
us or 
aslee
p per 
roun
d. 
This 
can 
be a 
zomb
ie 
like 
unco
nscio
us 
actio
n, or 
a 
bleed
ing 
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out 
last 
desp
erate 
actio
n. 

Grant 
allies an 
enhancem
ent 

6 + 2 per pace + (2 * number of increases) Grant 
allies 
that 
are 
withi
n a 
num
ber 
of 
paces 
of 
you a 
num
ber 
of 
incre
ases 
to a 
speci
fic 
type 
of 
roll 
such 
as 
attac
ks 
again
st 
targe
ts of 
a 
Speci
es, 
Care
er, or 
Lifest
yle or 
a 
speci
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fic 
skill 
or 
chec
k. 

Grant 
Companio
n an 
enhancem
ent 

4 + 2 per pace + (2 * number of increases) Grant 
an 
Avat
ar’s 
comp
anion 
that 
is 
withi
n a 
num
ber 
of 
paces 
of 
them 
a 
num
ber 
of 
incre
ases 
to a 
speci
fic 
type 
of 
roll 
such 
as 
attac
ks 
again
st 
targe
ts of 
a 
Speci
es, 
Care
er, or 
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Lifest
yle or 
a 
speci
fic 
skill 
or 
chec
k. 

Change 
size 
category 

10 per size category difference Perm
anen
tly 
chan
ge 
size 
categ
ories. 
This 
grant
s all 
bonu
ses, 
penal
ties, 
incre
ases, 
and 
decre
ases 
of 
the 
new 
size 
categ
ory. 
Multi
ples 
of 
this 
Trait 
do 
not 
stack
. 

Grant a 10 per Enhancement Grant 
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bonus 
Enhancem
ent 

an 
extra 
Enha
ncem
ent, 
must 
be 
chos
e 
from 
a 
speci
fic 
list of 
up to 
3 
enha
ncem
ents. 

Grant a 
bonus 
proficienc
y 

10 per Proficiency Grant 
an 
extra 
Profi
cienc
y, 
must 
be 
chos
en 
from 
a 
speci
fic 
list of 
up to 
3 
Profi
cienc
y. 

Grant an 
enemy a 
penalty 

6 + (2 * number of paces) + (2 * number of  
decreases) 

Grant 
an 
enem
y a 
num
ber 
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of 
decre
ase if 
they 
are 
withi
n a 
num
ber 
of 
squar
es of 
you if 
they 
try to 
take 
a 
speci
fic 
type 
of 
actio
n. An 
exam
ple 
woul
d be 
forci
ng 
enem
ies 
that 
attac
k an 
ally 
to 
take 
a 
decre
ase if 
they 
are 
withi
n 1 
squar
e of 
the 

Stephen Palacios (order #4831696) 76.202.181.103



Aetherianica 

Copyright 2012 © Kel and Lok games . Give feedback at www.kelandlokgames .com 

Avat
ar. 
Anot
her is 
forci
ng 
enem
ies 
that 
are 
withi
n 1 
squar
e of 
the 
Avat
ar to 
take 
a 
decre
ase if 
they 
attac
k 
with 
small 
weap
ons. 
Ther
e 
must 
alwa
ys be 
a 
requi
reme
nt. 

Enhance 
Abilities by 
taking 
longer to 
use 
(Special) 

10 Each 
segme
nt 
taken 
to 
enhan
ce an 
Ability 
increas
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es the 
effect 
of the 
Ability 
by 1 
increas
e, 
wheth
er this 
is 
applie
d to 
damag
e, 
damag
e dice, 
attack, 
or 
anothe
r effect 
is up 
to the 
user. If 
hit 
from 
the 
time 
the 
Ability 
was 
started 
and 
before 
it was 
finishe
d, the 
ability 
is 
interru
pted 
and 
any 
Exploit 
points 
spent 
are 
return
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ed to 
the 
users 
pool. 
Cannot 
be 
taken 
by an 
Avatar 
that 
has 
anothe
r 
(Specia
l) Trait. 

Chain 
abilities for 
increases 
(Special) 

10 Each 
time 
the 
Avatar 
succes
sfully 
hits 
with 
an 
Ability 
against 
the 
same 
target 
they 
gain 1 
cumul
ative 
increas
e to 
damag
e, 
damag
e dice, 
attack, 
or 
anothe
r effect 
chosen 
by the 
user. If 
an 
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Ability 
is used 
that 
does 
not 
have 
an 
attack 
or an 
Ability 
is used 
that 
misses 
or an 
Ability 
is used 
against 
anothe
r 
target, 
all 
accum
ulated 
increas
es are 
lost. 
Each 
time 
the 
Avatar 
gains 
an 
increas
e in 
this 
way 
they 
can 
choose 
which 
featur
e to 
increas
e, 
either 
the 
same 
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or 
differe
nt. 
Cannot 
be 
taken 
by an 
Avatar 
that 
has 
anothe
r 
(Specia
l) Trait. 

Prepare 
increases 
(Special) 

10 Every 
round 
an 
Avatar 
choose
s to 
use a 
Norma
l 
action 
to 
‘prepa
re’ for 
a 
specifi
c 
target 
they 
gain 1 
cumul
ative 
increas
e to 
their 
choice 
of 
damag
e, 
damag
e dice, 
attack, 
or 
anothe
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r 
effect. 
On 
their 
next 
attack 
against 
the 
target 
they 
use all 
the 
increas
es they 
have 
gained
. 
Wheth
er they 
hit or 
miss 
they 
lose all 
accum
ulated 
increas
es. 
They 
cannot 
transfe
r the 
accum
ulated 
increas
es to 
anothe
r 
target, 
if they 
use an 
Ability 
on 
anothe
r 
target 
they 
lose all 
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accum
ulated 
increas
es. 
Cannot 
be 
taken 
by an 
Avatar 
that 
has 
anothe
r 
(Specia
l) Trait. 

Increase 
maximum 
Exploit 
pool. 

10 per Point Increas
e the 
maxim
um 
Exploit 
pool 
by 1 
point. 
Betwe
en 
encou
nters 
the 
Avatar 
may 
store 1 
extra 
Exploit 
Point. 

Use a skill 
to add 
increases to 
Abilities 
(Special) 

10 Pick a 
skill on 
Avatar 
creatio
n. The 
Avatar 
can 
make a 
skill 
check 
using 
this 
skill 
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with a 
RT of 
11 + 
Level 
of 
Ability 
applyin
g 
increas
es to, 
with 
no 
increas
es or 
decrea
ses. If 
they 
succee
d they 
gain an 
increas
e for 
every 
5 
points 
they 
beat 
the RT 
by. If 
they 
fail 
they 
gain a 
decrea
se for 
every 
5 
points 
they 
fail the 
RT by. 
The 
Increas
es or 
Decrea
ses can 
be 
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added 
to 
damag
e, 
damag
e dice, 
attack, 
or 
anothe
r 
effect. 
They 
must 
declar
e they 
are 
using 
this 
trait 
before 
they 
use 
the 
Ability 
to gain 
its 
benefit
s. 
Cannot 
be 
taken 
by an 
Avatar 
that 
has 
anothe
r 
(Specia
l) Trait. 

Trade a 
number of 
Increases 
for an equal 
number of 
Decreases 
(Special) 

10 Add a 
numbe
r of 
increas
es to 
one 
featur
e and 
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add an 
equal 
numbe
r of 
decrea
ses to 
anothe
r 
featur
e. If 
the 
featur
e is not 
a roll 
then it 
lasts 
until 
the 
end of 
the 
Avatar
s next 
round. 
3 
combi
nation
s are 
chosen 
on 
creatio
n. Each 
combi
nation 
has a 
set of 
Increas
es and 
Decrea
ses. 
The 
Avatar 
choose
s one 
of the 
combi
nation
s to 
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use at 
any 
given 
time. 
Cannot 
be 
taken 
by an 
Avatar 
that 
has 
anothe
r 
(Specia
l) Trait 
other 
than 
this 
one. 

Gain 
Increases 
for taking 
damage 
(Special) 

10 Add a 
numbe
r of 
increas
es to 
damag
e, 
damag
e dice, 
attack, 
or 
anothe
r 
effect. 
For 
each 
increas
e take 
1d4 
damag
e to 
either 
Traum
a, 
Stress, 
or 
Endura
nce. 
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Only 
one 
kind of 
hit 
points 
can be 
affecte
d each 
round. 
Cannot 
be 
taken 
by an 
Avatar 
that 
has 
anothe
r 
(Specia
l) Trait 
other 
than 
this 
one. 

Gain a 
bonus to 
maximum 
Trauma, 
Stress, or 
Endurance 

1 per point. Gain a 
point 
bonus 
to the 
maxim
um 
value 
of 
either 
Traum
a, 
Stress, 
or 
Endura
nce 

Convert 
Increases 
into extra 
damage 
dice 
(Special) 

10 The 
player 
can 
choose 
to 
conver
t each 
increas
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e they 
have 
into 
1d6 
extra 
damag
e on 
an 
ability 
that 
deals 
damag
e. 
Cannot 
be 
taken 
by an 
Avatar 
that 
has 
anothe
r 
(Specia
l) Trait 
other 
than 
this 
one. 

Gain extra 
Abilities 
that can be 
swapped 
out during 
an 
extended 
rest 
(Special) 

10 * number of sets of Abilities For 
each 
Specie
s, 
Career, 
and 
Lifestyl
e 
Ability 
you 
have 
gain an 
extra 
inactiv
e 
Specie
s, 
Career, 
and 
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Lifestyl
e 
Ability, 
each 
time 
you 
gain 
anothe
r 
Ability 
you 
also 
gain 
anothe
r 
inactiv
e 
Ability 
of the 
same 
catego
ry (not 
when 
you 
get 
replac
ement
s only 
new 
slots). 
During 
an 
extend
ed rest 
period 
you 
may 
choose 
to 
swap 
out 
one 
each 
of 
these 
inactiv
e 
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Abilitie
s with 
an 
active 
Specie
s, 
Career, 
and 
Lifestyl
e 
Ability. 
You 
may 
only 
have 
the 
same 
numbe
r of 
active 
Specie
s, 
Career, 
and 
Lifestyl
e 
abilitie
s at a 
time as 
your 
level 
progre
ssion 
allows. 
Cannot 
be 
taken 
by an 
Avatar 
that 
has 
anothe
r 
(Specia
l) Trait. 

Gain 
increases 

10 Each 
time 
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on 
successful 
hits and 
unleash 
them all at 
one time 
(Special) 

the 
Avatar 
succes
sfully 
hits 
with 
an 
Ability 
(once 
per 
Ability) 
they 
gain a 
potent
ial 
increas
e. Each 
time 
they 
get hit 
by a 
succes
sful 
Ability 
(once 
per 
Ability) 
they 
gain 
anothe
r 
potent
ial 
increas
e. The 
Avatar 
can 
unleas
h 
these 
potent
ial 
increas
es in a 
single 
use of 
an 
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Ability, 
they 
can 
place 
these 
increas
es on 
Attack, 
Damag
e, or 
Damag
e Dice. 
An 
Avatar 
can 
have 
as 
many 
potent
ial 
Increas
es as 
they 
have 
levels 
+ 2. 
Cannot 
be 
taken 
by an 
Avatar 
that 
has 
anothe
r 
(Specia
l) Trait. 

Gain a 
permanent 
increase to 
one stat 

10 * increase amount Gain a 
perma
nent 
increas
e to 
either 
Mystic, 
Nimble
, 
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Person
a, or 
Power. 

See the specifics table for effects that call for a specific situation. 

Custom Enhancements (Complex) 
 Creating a custom enhancement can help distinguish a species, career, or background from 

another one. The custom enhancement must balance with other enhancements. The following 

guidelines must be followed. 

1 Create a descriptive name that gives you an idea what the enhancement does at a glance. 

2                In one line describe what the enhancement does. Enhancements may grant no more 

than one increase to any single act. This can be to a skill check, any check involving a specific 

subject, topic, or area, or a situational bonus to attacks or damage rolls. It must describe the 

situation and it must be specific. Situations must not come up all the time. For instance you 

can’t create an enhancement where the avatar gains an increase when breathing air, but you 

could create an enhancement where the avatar gains an increase when in high mountainous 

terrain (or the equivalent). Common situations are being adjacent to objects or organisms, or 

being in a specific area type or terrain. The enhancement gains level + 3 Modify points 

 

Feature Modify Points Descript
ion 

Increases (2 * number of increases) + (2 * number of targets) Adds a 
number 
of 
increase
s to a 
specific 
type of 
roll or 
skill 
check, 
under 
specific 
circumst
ances. 

Decreases (2 * number of decreases) + (2 * number of targets) Adds a 
number 
of 
decreas
es to a 
specific 
type of 
roll or 
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skill 
check of 
a 
number 
of 
targets. 
The 
decreas
e may 
only be 
added 
on a 
situatio
nal 
basis. 
The 
situatio
n should 
be 
uncom
mon at 
best. So 
it is all 
right to 
add a 
decreas
e to a 
target’s 
attack 
roll if 
that 
targets 
has 
decreas
es to 
move 
speed. It 
is not 
accepta
ble to 
add 
decreas
es to a 
target 
that is 
breathin
g air. 

Change damage 
Type 

2 * number of damage types changed to and from. For 
instance 
physical 
damage 
could be 
altered 
to 
physical 
fire 
damage. 
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It costs 
2 * the 
number 
of 
damage 
exchang
es. For 
instance 
to 
change 
physical 
damage 
into 
physical 
and 
magical 
fire 
damage 
would 
require 
4 
modify 
points. 

Change damage 
destination 

2 * number of damage types changed to and from Change 
the 
damage 
from 
one 
type 
(Trauma
, Stress, 
or 
Enduran
ce) to 
another 
type. All 
damage 
types 
default 
to 
Trauma. 

Treat self as 
another species 

4 * number of new Species For 
purpose
s of 
what 
affects 
the 
Species, 
the 
Avatar 
can 
choose 
to be 
treated 
as the 
new 
species 
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as well 
as the 
old one.  

Treat a weapon or 
armor as another 
type of weapon or 
armor 

4 * number of new types For 
purpose
s of 
what 
affects 
the 
weapon 
or 
armor, it 
is 
treated 
as the 
new 
type as 
well as 
the old 
one. 
This 
allows 
Avatars 
to be 
use the 
weapon 
or 
armor in 
situatio
ns that 
are 
advanta
geous to 
all types 
allowed. 

Increase Damage 
Die Size 

3 * number of increase  Increase 
the 
damage 
die size 
of a 
specific 
attack 
under a 
specific 
circumst
ance. 
For 
instance 
increasi
ng the 
damage 
of an 
attack 
made 
while 
stealthy, 
or 
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against 
a certain 
species. 

Gain a bonus to 
maximum 
Trauma, Stress, or 
Endurance 

1 per point Gain a 
point 
bonus 
to the 
maximu
m value 
of either 
Trauma, 
Stress, 
or 
Enduran
ce 

Restriction Modify Points Gained Descript
ion 

Does not affect a 
specific species 

3 This 
Enhance
ment 
doesn’t 
affect a 
specific 
chosen 
species 
in any 
way. 
This can 
be taken 
multiple 
times. 
Each 
time a 
differen
t species 
is 
chosen. 

Require a Skill 
check 

3 This 
Enhance
ment 
requires 
a skill 
check 
chosen 
at 
creation 
to be 
passed 
to take 
affect. If 
another 
creature 
is 
involved 
(like 
with 
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attacks) 
then the 
check 
should 
be 
consider
ed 
opposed 
by the 
target 
creature 
or 
creature
s. 

Requires at least 
1 exploit point in 
reserve 

3 This 
Enhance
ment 
requires 
that the 
Avatar 
has at 
least 1 
unspent 
Exploit 
point. It 
become
s 
inactive 
and 
unusabl
e  if the 
Avatar 
falls 
below 1 
Exploit 
point. 

Requires at least 
2 Exploit points in 
reserve 

5 This 
Enhance
ment 
requires 
that the 
Avatar 
has at 
least 2 
unspent 
Exploit 
points. 
It 
become
s 
inactive 
and 
unusabl
e if the 
Avatar 
falls 
below 2 
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Exploit 
points. 

Requires at least 
3 Exploit points in 
reserve 

7 This 
Enhance
ment 
requires 
that the 
Avatar 
has as 
least 3 
unspent 
Exploit 
points. 
It 
become
s 
inactive 
and 
unusabl
e if the 
Avatar 
falls 
below 3 
Exploit 
points. 

Require no more 
than a number of 
creatures within a 
range 

3 - number of creatures, 3 - number of paces This 
Enhance
ment 
requires 
that the 
Avatar 
has at 
least a 
number 
of 
creature
s be 
within a 
number 
of Paces 
in order 
for this 
Enhance
ment to 
be 
effective
. 

 

Enhancements can also be used to change one type of damage to another. For instance 

changing physical Trauma damage to magical fire damage. Changing magical cold damage to 

physical cold damage. 
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A Species can use an Enhancement to be treated as another Species when interacting 

with the rules. For instance a Half-Drayas that would normally be treated as a Terran, can use an 

enhancement to be treated as a Drayas when interacting with the rules. 

Custom Abilities (Complex) 
 Creating a custom ability can give a certain type of flair to a species, career, or background. The 

custom abilities must balance with other abilities. Follow these guidelines. 

1 Choose a name that brings the action to mind. 

2 Determine the level of the ability. You gain a number of modify points equal to the level + 9. 

3 Determine which action category the ability will use. Abilities always start as Full actions. You 

can spend a modify point to reduce the action by one category. 

Action Category Modify Point Cost 

Full 0 

Normal 1 

Median 3 

Negligible 5 

Reaction (Requires another action category and a reaction requirement) 1 

 

When choosing ‘Reaction’, an additional action category must be chosen and paid for. In 

addition to that, you must also choose the reaction requirement. This is the requirement for the player 

to choose to use the Ability. For instance if the Requirement is  ‘Adjacent enemy attacks and misses’, 

then the player cannot choose to use the Ability unless an enemy within 1 pace attacks their Avatar and 

misses. 

Reaction Requirement Point Cost Description 

Adjacent enemy attacks and misses 1 An enemy within 1 pace attacks the 
Avatar and misses. 

Adjacent enemy attacks and hits 2 An enemy within 1 pace attacks the 
Avatar and hits. 

Adjacent enemy attacks 3 An enemy within 1 pace attack the 
Avatar. 

Adjacent enemy attacks an ally and misses 2 An enemy within 1 pace attacks an ally 
and misses. 

Adjacent enemy attacks an ally and hits 2 An enemy within 1 pace attacks an ally 
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and hits. 

Adjacent enemy attacks an ally 3 An enemy within 1 pace attacks an ally. 

Enemy moves through threatened area 3 An enemy that moves through the area 
that the Avatar threatens with their 
weapon. 

Enemy attacks and misses 3 An enemy attacks the Avatar and 
misses. 

Enemy attacks and hits 3 An enemy attacks the Avatar and hits. 

Enemy attacks adjacent ally and misses 3 An enemy attacks an ally within 1 pace 
and misses. 

Enemy attacks adjacent ally and hits 3 An enemy attacks an ally within 1 pace 
and hits. 

Enemy attacks adjacent ally 5 An enemy attacks an ally within 1 pace. 

Drop an enemy to zero Trauma 5 An enemy reaches zero Trauma due to 
an action of the Avatar. 

Drop an enemy to zero Stress 5 An enemy reaches zero Stress due to 
an action of the Avatar. 

Drop an enemy to zero Endurance 5 An enemy reaches zero Endurance due 
to an action of the Avatar. 

An adjacent ally drops to zero Trauma 4 An ally within 1 pace reaches zero 
Trauma 

An adjacent ally drops to zero Stress 4 An ally within 1 pace reaches zero 
Stress 

An adjacent ally drops to zero Endurance 4 An ally within 1 pace reaches zero 
Endurance 

 

4 Determine the number of targets.  

Target Type Cost 

Self 0 

Number of Targets 1 * number of targets affected 

All Targets in the Area 5 (Can specify all allies or all enemies) 

 

5 Determine the number of increases or decreases. Each increase to either the check, attack roll, 

damage roll, or other roll costs 2 modify points to add. For each decrease you gain back 2 

modify points. Bonuses cost 1 point per point of bonus and penalties cost 1 point per point of 

penalty. 

Increase/Decrease Type Cost 
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Stat Check + (2 * number of increases) or -(2 * number of 
decreases) 

Attack Roll + (2 * number of increases) or -(2 * number of 
decreases) 

Damage Roll + (2 * number of increases) or -(2 * number of 
decreases) 

Damage Dice + (2 * number of increases) or -(2 * number of 
decreases) 

Bonus + (1 * number of increases) or -(1 * number of 
decreases) 

Move Speed + (2 * number of increases) or -(2 * number of 
decreases) 

Magic Defense + (2 * number of increases) or -(2 * number of 
decreases) 

Physical Defense + (2 * number of increases) or -(2 * number of 
decreases) 

Physical Size Category + (2 * number of increases) or - (2 * number of 
decreases) 

Trauma + (2 * number of increases) or - (2 * number of 
decreases) 

Stress + (2 * number of increases) or - (2 * number of 
decreases) 

Endurance + (2 * number of increases) or - (2 * number of 
decreases) 

 

6 Determine Damage. To add damage to an ability, it costs 1 modify point and starts at +1d4. Each 

modify point spent increases the damage dice by 1 category (i.e. 1d6 to 1d8 is one point, 1d6 to 

1d10 is two points). Multiples of these can be added. 

Damage Cost 

1d4 1 

1d6 2 

1d8 3 

1d10 4 

1d12 5 

1d10 + 1d4 6 

1d10 + 1d6 7 

1d10 + 1d8 8 

2d10 9 

Weapon Damage 3 
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Add a Stat to Damage 3 

Add Level to Damage 3 

 

7 Determine Requirements. Many abilities that deal damage require some kind of weapon or a 

type of weapon. Others may require the user, allies or enemies to be in certain positions. 

Generally to keep things simple you don’t want more than one or two requirements. See the 

requirements table at the end of the Custom sections. 

8 Determine Effects if any. Figure out what kind of non-damage effects you want the ability to 

apply. Adding an effect that happens on a miss or an effect that happens on a hit costs 2 modify 

point. Adding an effect that happens regardless of a miss or hit costs 2 modify points. 

When Effect Happens (Required: pick one if there 
is an effect) 

Cost 

With an attack roll Success or Failure (chosen at 
creation) 

2 

With an attack roll regardless of success or failure 5 

Without an attack or skill roll 7 

With a skill (chosen at creation) roll of RT (11 + 
Ability Level). Either succeeded by the user or 
failed by the target (chosen at creation) 

5 

With a skill (chosen at creation) roll of RT (13 + 
Ability Level). Either succeeded by the user or 
failed by the target (chosen at creation) 

4 

With a skill (chosen at creation) roll of RT (15 + 
Ability Level). Either succeeded by the user or 
failed by the target (chosen at creation) 

3 

With a skill (chosen at creation) roll of RT (17 + 
Ability Level). Either succeeded by the user or 
failed by the target (chosen at creation) 

2 

With a skill (chosen at creation) roll of RT (19 + 
Ability Level). Either succeeded by the user or 
failed by the target (chosen at creation) 

1 

With either an attack roll success or failure (chosen 
at creation) and a skill (chosen at creation) roll of 
RT (11 + Ability Level). Either succeeded by the user 
or failed by the target (chosen at creation) 

4 

With either an attack roll success or failure (chosen 
at creation) and a skill (chosen at creation) roll of 
RT (13 + Ability Level). Either succeeded by the user 
or failed by the target (chosen at creation) 

3 

With either an attack roll success or failure (chosen 2 
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at creation) and a skill (chosen at creation) roll of 
RT (15 + Ability Level). Either succeeded by the user 
or failed by the target (chosen at creation) 

With either an attack roll success or failure (chosen 
at creation) and a skill (chosen at creation) roll of 
RT (17 + Ability Level). Either succeeded by the user 
or failed by the target (chosen at creation) 

1 

With either an attack roll success or failure (chosen 
at creation) and a skill (chosen at creation) roll of 
RT (19 + Ability Level). Either succeeded by the user 
or failed by the target (chosen at creation) 

0 

With an opposed skill check (chosen at creation) 3 

With either an attack roll success or failure (chosen 
at creation) and an opposed skill check (chosen at 
creation) 

1 

When a hit point category (chosen at creation) hits 
zero 

3 

Summon a Creature Cost 

Trauma (Required) 1 per point of hit points 

Stress (Required) 1 per point of hit points 

Endurance (Required) 1 per point of hit points 

Physical Defense (Required) 2 * number of defense points 

Magical Defense (Required) 2 * number of defense points 

Add a point to a Stat 2 * number of points added to this stat 

Trait 1 * Number of Modify Points used to create Trait 

Enhancement 1 * Number of Modify Points used to create 
Enhancement 

Ability 1 * Number of Modify Points used to create Ability 

Ability Effect Cost 

Force an Avatar to move (2 * number of Avatars moved) + (2 * number of 
paces moved) 

Force an Avatar to take a negligible action (chosen 
at creation) 

7 

Force an Avatar to take a Median action (chosen at 
creation) 

9 

Force an Avatar to take a Normal action (chosen at 
creation) 

12 

Force an Avatar to take a Full action (chosen at 
creation) 

16 

Target receives a Decrease (2 * number of Decreases) 
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Target receives an Increase (2 * number of Increases) 

Damage Dealt is of a type (Fire, Ice, Lightning, Dark, 
Light, Earth, Water, Air, Kinetic, Necrotic) 

2 

Repair or Heal Trauma (requires damage which is 
converted into healing) 

2 

Allow Communication within an area 2 * number of Languages known (or 10 for all) 

Detect a Species Within an Area 2 

Detect an Object Within an Area 2 

Create a Sound Within an Area 2 

Create a Visual Within an Area 2 

Create a Smell Within an Area 2 

Create a Feel Within an Area 2 

Create a Taste Within an Area 2 

Move an Object (2 * number of pounds moved) + (2 * number of 
paces moved) 

Use one skill to have the effect of another skill 
(Requires skill use) 

5 + (2 * point of bonus to the check) 

Add the effect of a skill 2 

Add a keyword to the target or user 2 

Change Targets Species Cost 

Change Trauma to Species Equivalent 2 * Level of New Species 

Change Stress to Species Equivalent 2 * Level of New Species 

Change Endurance to Species Equivalent 2 * Level of New Species 

Change Physical Defense to Species Equivalent 2 * Level of New Species 

Change Magical Defense to Species Equivalent 2 * Level of New Species 

Change a Stat to Species Equivalent 2 * Level of New Species 

Add a Trait from the Species 3 * Level of New Species 

Add a Enhancement from the Species 3 * Level of New Species 

Add an Ability from the Species 3 * Level of New Species 

  

Area Type Roll Target Description 

1 pace 0 All actions start with this. Weapons can allow the effect 

to equal their range. 

Expand 2 * paces outward from It starts at a central pace and expands outward by 1 

pace. Increase the number of paces by * 2 per pace of 
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center. expansion. 

Shaft 2 per wide * 2 per length. Starting at a pace and moving in the chosen direction +1 

per width (left and right of the user) and * 1 per pace 

moving away from the user. So a 2x3 area would increase 

the Roll Target by 2 (wide) * 3 (length) = +6. 

Barrier 2 * number of paces + 2 per 

90 degree turn. 

2 for each pace. All paces must be adjacent making a line, 

may not go diagonal if using a grid. If the Barrier needs to 

turn, its +2 to turn in a 90 degree angle. 

Cone 2 * length of cone The cone starts out at one pace in front and expands 
forward one pace and the two adjacent paces. This is 
repeated until it has expanded to the length of the cone. 

 

If the ability affects an area and last longer than instantaneous, any creature moving into the 

area acquires the effect, and loses it if they move out of the area. For twice the cost of the area 

and the duration the effect can persist on creatures that move into then out of the area. Adding 

an increase or decrease costs 2 modify points per increase or decrease. 

 

Duration Modify Point 

Cost 

Description 

Next Round 1 Automatically applied to all Special Conditions. Cannot be applied to 

Damage. Continues until the end of the targets next round. 

Continuing 5 Continues each round until the conditions are met to remove the 

effect. Requires dice roll and on a 1 stops. 

Rounds Number of 

Rounds * 2 

Any number of rounds up to the user’s level. The first round is 1, the 

second round is 4, the third round is 9, etc…etc… 

Resisted 5 Each round the affected Avatar can choose to take as many negligible 

actions as they want to roll stat checks (determined by the GR) with a 

RT of 11, if successful the effect is removed. 
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Maintained 
(Median) 

5 Use a Median action to continue the effect until the end of the next 
round. Each round this effect can be continued until the Avatar 
doesn’t spend an action to extend it.  

Maintained 
(Negligible)  

7 Use a Negligible action to continue the effect until the end of the 
next round. Each round this effect can be continued until the 
Avatar doesn’t spend an action to extend it.  

Effect 
persists 
after move 

Duration Cost 
* 2 

The Effect persists on target after the target moves out of the area 
of the affect that has a duration. 

 

9 Add a cost to use the ability to get more modify points as follows: 

Cost Points 
Gained 

Require the use of 1 Exploit Point to activate the Ability 3 

Require the use of 2 Exploit Points to activate the Ability 6 

Require the use of 3 Exploit Points to activate the Ability 10 

Require the use of 4 Exploit Points to activate the Ability 15 

Require a specific species type in area of effect 3 

Requires the Avatar to have at least 1 unused Exploit point 3 

Requires the Avatar to have at least 2 unused Exploit points 5 

Requires the Avatar to have at least 3 unused Exploit points 7 

Require Avatar to take 1d4 damage 2 

Require Avatar to take 1d6 damage 3 

Require Avatar to take 1d8 damage 4 

Require Avatar to take 1d10 damage 5 

Require Avatar to take 1d12 damage 6 

Doesn’t affect A specific species chosen at creation 3 

Require a Weight Category of Weapon 3 

Require a Type of Weapon 3 

Require target to have a specific Keyword 3 

Require the user to have a specific Keyword 3 

 

See the specifics table for effects that call for a specific situation. 

 

Specific Situations 

Only affects a specific Species 
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Only affects a specific Career 

Only affects a specific Lifestyle 

Can only be used in a specific terrain type (Mountainous, hilly, grassland, tundra, glacier, etc...etc...)  

Can only be used when adjacent to a specific type of pace (Obscured Pace, Covered Pace, Difficult Pace, 
Obstructed Pace, etc...etc...) 

Can only be used within a specific type of pace (Obscured Pace, Covered Pace, Difficult Pace, etc...etc...)  

Only affects targets with a specific keyword 

Only usable while under the effects of a specific keyword 

Only usable with a specific category of weapon 

Only usable with a specific weight of weapon 

Only usable with a specific range category of weapon 

Only usable with a specific weight of armor 

Only usable with a specific material of armor 

Only usable with a specific flexibility of armor 

Only affects targets with a specific category of weapon 

Only affects targets with a specific weight of weapon 

Only affects targets with a specific range category of weapon 

Only affects targets with a specific weight of armor 

Only affects targets with a specific material of armor 

Only affects targets with a specific flexibility of armor 

Only usable when adjacent to a specific Species 

Only usable when adjacent to a specific Career 

Only usable when adjacent to a specific Lifestyle 

Only usable when 1 ally is adjacent 

Only usable when 1 enemy is adjacent 

Only usable when at least 2 or more allies are adjacent 

Only usable when at least 2 or more enemies are adjacent 

Only usable when no more than 1 ally is adjacent 

Only usable when no more than 1 enemy is adjacent 

Only usable on the closest enemy 

Only usable on the closest ally 

Only usable when the target is not adjacent to any allies 

Only usable when the target is not adjacent to any enemies 

 

Leveling Up and Getting Better 
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 Over time Avatars become more experienced. Where once they may have had a problem going 

toe to toe with a dragon, now they do it on a regular basis. Convincing guards and mayor’s used to be 

difficult, but now a laugh and a smile is all it takes to convince the Queen you are allies. Exploring an 

ancient tomb used to be a deadly experience, now its a walk in the park. 

 When an Avatar gains enough experience they increase their level. When they do this they get a 

number of advantages. They gain hit points equal to the Species, Career, or Lifestyle they are leveling. 

They may gain another Enhancement, Trait, or Ability. They may retrain an Enhancement, Trait, or 

Ability. 

 

Level Advantage Experience 

1 1 Species, Career, and Lifestyle Enhancement and Ability. 2 
Species, Career, and Lifestyle Traits. 3 Species, Career, and 
Lifestyle Skills. 

0 - 100 

2 1 Career Ability, Retrain an Enhancement, Increase 1 skill by +1 
or choose a new skill at +2 

100 - 200 

3 1 Species Ability, Retrain an Ability, 1 Stat Increase 200 - 400 

4 1 Lifestyle Ability, Retrain a Trait, Increase 1 skill by +1 or 
choose a new skill at +2 

400 - 800 

5 1 Career Enhancement, Retrain an Enhancement 800 - 1,600 

6 1 Species Enhancement, Retrain an Ability, 1 Stat Increase, 
Increase 1 skill by +1 or choose a new skill at +2 

1,600 - 3,200 

7 1 Lifestyle Enhancement, Retrain a Trait 3,200 - 6,400 

8 1 Career Trait, Retrain an Enhancement, Increase 1 skill by +1 
or choose a new skill at +2 

6,400 - 12,800 

9 1 Species Trait, Retrain an Ability, 1 Stat Increase 12,800 - 25,600 

10 1 Lifestyle Trait, Retrain a Trait, Increase 1 skill by +1 or choose 
a new skill at +2 

25,600 - 51,200 

11 Retrain any one Enhancement, Ability, or Trait 51,200 - 102,400 

12 Retrain Any one Ability, 1 Stat Increase, Increase 1 skill by +1 or 
choose a new skill at +2 

102,400 - 204,800 

13 Retrain Any one Enhancement 204,800 - 409,600 

14 Retrain Any one Trait, Increase 1 skill by +1 or choose a new 
skill at +2 

409,600 - 819,200 

15 Retrain Any one Ability, 1 Stat Increase 819,200 - 1,638,400 

16 Retrain Any one Enhancement, Increase 1 skill by +1 or choose 
a new skill at +2 

1,638,400 - 3,276,800 

17 Retrain Any one Trait 3,276,800 - 6,553,600 

18 Retrain Any one Ability, Enhancement, or Trait, 1 Stat Increase, 6,553,600 - 13,107,200 
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Increase 1 skill by +1 or choose a new skill at +2 

19 Retrain Any one Ability, Enhancement, or Trait 13,107,200 - 26,214,400 

20 Retrain Any one Ability, Enhancement, or Trait, Increase 1 skill 
by +1 or choose a new skill at +2 

26,214,400 - 52,428,800 

 

Exploit Points 
Exploit points can be used to add increases to abilities or allow some abilities to be used which 

have an exploit point cost. 

Avatars gain their level in exploit points at the start of the day. They also gain 2 exploit points at 

the start of an encounter. They lose any unused exploit points after a long respite. At the end of an 

encounter they lose any exploit points above their level. 

A level 5 Avatar would start the day with 5 exploit points. If they entered a dangerous situation 

or an encounter they would gain 2 point for a total of 7 points. If they used one point during the 

encounter they would have 5 points at the end of the encounter because they cannot carry over more 

than their level of points between encounters. 

What can a player do with Exploit Points? A player can use Exploit Points to take any action with 

an Exploit Cost. They must have an action of the required type left in their action pool and they must 

pay the cost of Exploit Points before the action is attempted. Other things an Avatar can do with an 

Exploit Point are detailed below. 

Get an extra Median action 

 A player can trade an Exploit point for an extra Median action on their turn. They must use this 

Median action before they end their turn or they lose it. 

Get an Increase 

 A player can trade an Exploit Point for an increase to any one roll they make. The Exploit Point 

cost must be paid before the Avatar makes the roll. 

Grant a Decrease 

 A player can grant a decrease to one target for any one roll that affects them for the cost of one 

Exploit Point. The Exploit Point cost must be paid before the Avatar makes the roll. This may be used off 

turn, but must be used before the roll to which it is applied. 

Convert to Mystic Gems 

 If an Avatar takes an hour outside of any stressful encounter they can convert their Exploit 

points to an equal number of Mystic Gems. Mystic Gems are used in the creation of items with Mystical 
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powers. The process works by mouthing a well known mystical phrase while concentrating on a rock. 

The rock over the course of the hour is converted to a Mystic Gem. A mystic gem is a semi-precious 

stone that has a faint glow and is semi-transparent. They come in many colors. If a mystic gem is away 

from its creator for more than a few minutes it reverts back to the stone it was originally. The Mystic 

Gem retains the level of the Avatar that created them. 

Proficiencies (skill) 
 When choosing Proficiencies (skills) you first choose a skill, then add +2 to the skill. When using 

a skill you add the skill bonus, the category bonus the appropriate two stat bonuses. Each category gets 

a bonus equal the +1 per three known skills within it. 

Athletic Acrobatic Dexterous  Memory Insight Social  

Sprint Tumble Trigger Mechanism Historical Motive Convince 

Leap Maneuver Create Mechanism  Book Knowledge Design Deceive 

Swim Exploit Prestidigitation Magic Enchant Intimidate 

Lift Stabilize (Balance) Sneak Species Honesty Entertain 

Climb Escape  Disable Mechanism  Religion Perceive Impress 

Fortitude Fall  Terrain    

   Medical   

      

 

Skill checks can be done multiple times each time they fail they have to deal with the negatives 

of failure, but they also get an increase on each succeeding check to succeed. So if a player had a RT of 

15 and they rolled a modified 14 the first time they would take the effect of failure (a trap would spring, 

a social interaction would go sour, a wrestler would become trapped), but they would be able to try 

again with an increase... 

Sprint 

Any attempt to run fast while in danger requires a Sprint check. Sprinting allows you to move 
through dangerous areas and terrain while maintaining speed and control.  

Leap 

 Jumping over pits and leaping fissures all fall under the Leap skill. An Avatar can leap a number 

of paces horizontally equal to 1 pace per 5 points above 11 on a Leap check. An Avatar can leap a 

number of paces vertically equal to 1 pace per 7 points above 11 on a Leap check. Using specialized 

jumping gear may increase the chance to jump further or higher. 

Swim 
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 Swimming against a current or wrestling with a giant snake under water all count as Swim 

checks. Swim checks are made anytime water poses a danger to the Avatar. In common situations like 

swimming across a calm pond a swim check is not needed, but when there is danger present like 

swimming across a large lake a swim check may be needed. The GR will tell you when to make a Swim 

check. Generally an Avatar can swim a number of paces equal to their swim check before taking 1d4 

damage to Endurance. 

Lift 

 Lifting a log off an ally, holding a stone door open, or carrying a boulder are all examples of Lift 

checks. Usually an Avatar can lift a number of pounds equal to their lift check times 10. An Avatar can 

carry a number of pounds equal to their lift check times 10. Each round they carry it they must make 

another Lift check with each additional check having 1 cumulative Decrease. Normally an Avatar can lift 

and carry a number pounds equal to 11 plus their Lift skill Bonus times 10 without having to make a 

check. 

Climb 

 Climbing is used when trying to scale a cliff or castle wall. It is also used when trying to rappel 

down a city wall or into a pit. An Avatar can climb a surface after making a climb check with an RT 

chosen by the GR. They can climb 1 pace. For every 3 points above the RT the player rolls, the Avatar can 

move an additional pace in the round. A new Climb check needs to be made each round. One failed 

check means no progress that round. Two failed checks in a row mean the Avatar falls taking 1d4 points 

of damage to Trauma, Stress, and Endurance per pace fallen above 2 paces. 

Fortitude 

 The ability to hold onto a rope, reach into boiling water, or endure physical pain or suffering fall 

under Fortitude checks. The Avatar makes a Fortitude check with an RT chosen by the GR. If they 

succeed they can endure the situation with no ill effects. If they fail they take 1d4 Endurance damage. If 

they fail two times in a row they cannot continue what they are doing and either stop or fall 

unconscious. 

Tumble 

 Many forms of acrobatic movement fall under the Tumble skill. Moving past an armed enemy 

without provoking an attack or cartwheeling through a narrow gap are all Tumble skills. An Avatar can 

try to Tumble past an enemy without taking Move Speed decreases or provoking an attack by rolling a 

Tumble check with an RT equal to 11 + the Primary Stat of each enemy that threatens the area. If they 

fail they provoke a Reaction (Median) from the enemy that threatens the area they move through. They 

must make a Tumble check for each enemy that threatens a pace they move through. So they may make 

multiple checks as they move through an area. 

Maneuver 
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 Maneuveri 

Exploit 

 The ability to spot an opening or see a weakness fall under the Exploit skill. An Avatar may study 

a target in exchange for a Median action and make an Exploit check to see if they can find a weakness. 

They must make an Exploit check with an RT equal to 11 + Level of the target. If successful the Avatar 

gains 1 Increase to their next attack roll against the target. 

Stabilize 

 Balancing on a beam in the roof of a building, on a tight rope, or on a narrow ledge are all 

examples of the Stabilize Skill. The GR sets the RT of the stabilize check based on the difficulty of the 

balance required. 

Escape 

 Slipping out of bonds, resisting a magical paralysis, or breaking out of a choke hold are all 

examples of using the Escape skill. When attempting an Escape check an Avatar makes a check opposed 

by the Nimble or Power check of the enemy that is trying to hold them, unless the enemies ability 

requires the check, in that case use the RT the Ability describes. 

Fall 

 The ability to slow falling or know how to land when falling to minimize damage are examples of 

Fall checks. An avatar may stop their descent by making a Fall check with an RT set by the GR. In order to 

reduce damage from a fall an Avatar makes a Fall check the number of points about 11 on the check is 

equal to the amount of damage removed from the fall. 

Trigger Mechanism 

 Picking a lock, setting off a trap, using a trebuchet are all examples of Triggering a Mechanism. 

The GR sets an RT for these checks based on the difficulty and level of the Mechanism being triggered. 

Create Mechanism 

 Creating a mechanism first requires some form of instructions or a successful Design check. 

Magic Items 
 Magic items have effects that can be used by expending exploit points. Each point expended will 
allow one Magic Item Ability to be used. Some minor abilities don’t cost exploit points, but generally 
they are very weak such as glowing when a certain species is near. 

Weapon and Armor Proficiencies 
 There are different categories of weapons and armor. If an Avatar is not proficient with weapons 

or armor they gain 1 decrease to all attack rolls and skill checks and stat checks while using or wearing 

them per feature of the weapon that they are not proficient with. For instance if an Avatar has a 
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proficiency with Light Inflexible Armor and they put on a suit of Heavy Inflexible Armor they gain 1 

decrease because of not having Heavy armor proficiency. If they put on a suit of Medium Flexible armor 

then they would gain 2 decreases because of not having Medium proficiency or Flexible proficiency. 

Weapons 
 Weapons are composed of what class of weapon they are (sword, axe, spear (arrows are 

spears), club, magic wand, magic rod, and flail), what materials they are made up of (the functional 

parts, a wooden handle on a sword doesn’t affect the use of the blade), How heavy they are (Light, 

Medium, Moderate, Hefty, Massive), and reach (Close, Extended, Ranged). For instance a Light Metal 

Close Sword might be considered a dagger or a knife. 

 Close weapons can target anyone in an adjacent pace. Extended weapons can target anyone 

within extended range of the user. Ranged weapons can target anyone within a set number of paces, 

but get 1 decrease for targeting adjacent paces. 

An easy way to determine the weight of the weapon is to determine how many hands it uses. If 

it can easily be used in one hand it is light. If it can be used in either one hand or two hands it is medium. 

If it can generally only be used in two hands, but occasionally is used one handed it is Moderate. If it has 

to be used in two hands then it is Hefty. If it can only be used in two hands and requires a lot of strength 

or training it is Massive. 

The weight affects damage by choosing the base damage. Light weapons have a base damage of 

1d4. Medium weapons have a base damage of 1d6. Moderate weapons have a base damage of 1d8. 

Hefty weapons have a base damage of 1d10. Massive weapons have a base damage of 1d12. 

 

Weight Base Damage 

Light 1d4 

Medium 1d6 

Moderate 1d8 

Hefty 1d10 

Massive 1d12 

 

 

Normal Reliable High 

1d4 1d4+1 1d6 

1d6 1d6+1 1d8 

1d8 2d4 1d10 

Stephen Palacios (order #4831696) 76.202.181.103



Aetherianica 

Copyright 2012 © Kel and Lok games . Give feedback at www.kelandlokgames .com 

1d10 1d6 + 1d4 1d12 

1d12 2d6 1d10 + 1d4 

 

When attacking with a normal damage weapon on a critical success max out the damage then 

add 1d4. When attacking with a reliable damage weapon on a critical success max out the damage then 

add 1d6. When attacking with a high damage weapon on a critical success max out the damage then add 

1d8. 

Damage Category Critical Damage 

Normal Maximum + 1d4 

Reliable Maximum + 1d6 

High Maximum + 1d8 

 

The effective material of the weapon affects whether they are Normal, Reliable, or High damage 

weapons. Metal usually means High damage, wood usually means Normal damage, and stone usually 

means reliable damage. High damage is a single die that has a large range. Reliable damage is two 

smaller dies that are less half the single die range maximum. Normal damage is the default damage for 

the size. High damage increases the damage die by one category, at 1d12 increasing the die category 

results in 1d10 + 1d4. Reliable if possible swaps out the max die size for two dice that when added 

together equal the normal die size. If that is not possible simply add a +1 to the default die size. For 

instance 1d4 default with reliable is 1d4+1. 1d8 reliable is 2d4. High damage 1d4 is 1d6. High damage 

1d8 is 1d10. Extended weapons reduce the damage type by one category. A reliable 1d4 is 1d4+1, 1d6 is 

1d6+1, 1d8 is 2d4, 1d10 is 1d6 + 1d4, and 1d12 is 2d6. A high 1d4 is 1d6, 1d6 is 1d8, 1d8 is 1d10, 1d10 is 

1d12, and 1d12 is 1d10 + 1d4. 

Effective Material Damage Category 

Wood Normal 

Stone Reliable 

Metal High 

Bone Normal 

 

  

Weapon Name Class Material Weight Reach Damage 
Type 

Damage 

Dagger Sword Metal Light Close High 1d6 

Rampuri Sword Metal Medium Close High 1d8 
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Throwing Knife Sword Metal Light Ranged 3 High 1d6 

Neolithic Dagger Sword Stone Light Close Reliable 1d4+1 

Cudgel Club Wood Light Close Normal 1d4 

Jutte Club Metal Light Close High 1d6 

Rungu Club Wood Medium Ranged 5 Normal 1d4 

Mace Club Metal Medium Close High 1d8 

Shillelagh Club Stone Medium Extended Normal 1d6 

Morning Star Club Metal Massive Extended High 1d10 + 
1d4 

Meteor Hammer, Single Club Stone Moderate Extended Normal 1d8 

Meteor Hammer, Double Club Stone Hefty Extended Normal 1d10 

Flail, One-Handed Club Metal Medium Close High 1d8 

Flail, Two-Handed Club Metal Moderate Extended High 1d10 

Javelin Spear Metal Medium Ranged 7 High 1d6 

Bamboo Spear Spear Wood Medium Ranged 6 Normal 1d4 

Spear Spear Metal Moderate Ranged 7 High 1d6 

Lance Spear Metal Hefty Extended High 1d12 

Pila/Pilum Spear Metal Medium Ranged 8 High 1d6 

Sickle Sword Metal Light Close High 1d6 

Scythe Sword Metal Moderate Close High 1d10 

War Scythe Sword Metal Massive Extended High 1d10 + 
1d4 

 

 The weight category for armor determines how much the armor weighs and counts against their 

maximum carrying capacity. The weight category adds to any movement decreases. Cloth has no move 

penalties. Wood adds 1 to the move decreases. Metal adds 2 to the move decreases. The Flexibility 

determines the move speed decreases. Cloth has no decreases, but metal adds 1 decrease. The physical 

defense bonus is calculated by adding the values for Weight, Flexibility, and Material. Light is 0, Medium 

is 1, Heavy is 2. Flexible is 0, Inflexible is 1. Cloth is 0, Wood is 1, Metal is 2. The armor bonus is what the 

player uses to determine the RT for attacking that character. The natural bonus determines how much 
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you subtract from your career, species, and lifestyle Physical Defense bonus before applying it to your 

Physical Defense. This amount can never go below 0. The move decreases and natural bonus penalties 

don’t stack between shields and armor, everything else does. 

Weight Physical 
Defense 

Move 
Decreases 

Natural 
Bonus 

Light 0 0 0 

Medium 1 1 0 

Heavy 2 2 0 

 

Flexibility Physical 
Defense 

Move 
Decreases 

Natural 
Bonus 

Flexible 0 0 0 

Inflexible 1 1 -1 

 

Material Physical 
Defense 

Move 
Decreases 

Natural 
Bonus 

Cloth 0 0 0 

Wood 1 0 -1 

Metal 2 0 -2 

Titanium 3 0 -3 

 

Armor Weight Flexibility Material Physical 
Defense 

Move 
Decreases 

Natural 
Bonus 

Description 

Clothes Light Flexible Cloth 0 0 0 Plain thin cloth 

Soft Leather Medium Flexible Cloth 1 1 0 Thick leather 
suit 

Hard 
Leather 

Medium Inflexible Cloth 2 2 -1 Hardened 
leather breast 
plate 

Chain Medium Flexible Metal 3 1 -2 A suit of linked 
chains 

Scale Medium Inflexible Metal 4 2 -3 Large 
overlapping 
metal scales 

Plate Heavy Inflexible Metal 5 3 -3 Thin metal 
plates covering 
vital areas 
including a 
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breast plate 

Light Shield Light Inflexible Cloth 1 1 -1 A hardened 
leather plate 
with straps 

Medium 
Shield 

Medium Inflexible Wood 3 2 -2 Bands of thin 
wood held 
together with 
straps 

Heavy 
Shield 

Heavy Inflexible Metal 5 3 -3 A curved metal 
sheet with 
straps 

 

 

Charm Armor 
Bonus 

Natural 
Bonus 

Description 

Rabbit Foot 1 0 The hind left foot from a rabbit. 

Gem Necklace 2 -1 A gem with protective properties. 

Lucky Coin 3 -2 A coin with lucky properties. 

Pendant 2 0 A hanging necklace or earring. 

Charm Bracelet 3 -1 A bracelet with charms attached. 

Ring 4 -2 A ring with magical properties. 

 

Magic Items 
 Magic items are infused with power from Mystical sources. Whether this is magic or the soul of 

the creator or user is unclear. An Avatar can create a magic item of their level or lower by expending the 

required amount of Mystic Gems. This process takes at least an hour a day for seven days. The item and 

gems must stay in contact and cannot be used for the entire week while being enchanted. The magic 

item cannot have more than 1 Trait, 1 Enhancement, and 1 Ability. The Mystic Gem cost to upgrade an 

existing magic item is the total Mystic Gem cost for the new item minus the total levels of the Traits, 

Enhancements, and Abilities of the existing item. Use the following chart to determine how many Traits, 

Enhancements, and Abilities the magic item has. 

Feature added Mystic Gem Cost 

Trait Level * 10 

Enhancement Level * 8 
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Ability Level * 8 

 

 Some features of a magic item may not be known right away. For instance A weapon that can 

sense Giblunn within 5 feet may begin to glow if it senses one is near. Anyone can hold a magic item and 

concentrate and make an Enchant check to find out what features the item has. 

Magic Weapons and Armor 
 Magic weapons and armor hold certain properties. 

Conversion ritual The conversion ritual can be used to turn one kind of item into another, weapons can 

be converted to other weapons made of the same material, and armor can be converted to the same 

material type of armor. This ritual costs 2 action points and takes an uninterrupted hour. 

 Magic Armor doesn’t grant additional Physical Defense instead it grants either Magical Defense 

or it grants Damage Drop. Magic Weapons don’t grant additional bonuses to attack, they grant bonuses 

to damage. 

Hit Points 
 Hit points are the total physical destruction, mental stress, and endurance that a person can 

take before becoming unconscious. 

Trauma - The physical damage you can take before falling unconscious and dying. 

Stress - The mental stress you can take before having a breakdown. 

Endurance - The amount of pain the Avatar can take and the amount of physical effort the Avatar can 

put forth. 

You keep track of it separately in all three tiers. You have one pool of Trauma points, one pool of 

Stress points, and one pool of Endurance points. For example the avatar would have 30 Trauma points, 

30 Stress points, and 30 Endurance points. For instance say the above avatar took 10 points of Trauma, 3 

points of Stress, and 7 points of Endurance. That would leave them with 20 Trauma points, 27 Stress 

points, and 23 Endurance points. 

If an Avatar reaches 0 on Trauma they are immediately restricted to 1 Negligible action and 5 

decreases in move speed. If they go lower than their Trauma value below 0, they are considered dying, 

and lose all actions. If they reach 0 in Stress they gain 5 decreases to all checks . If they go lower than 

their Stress value below 0, they are considered insane and the GR takes control of them, until they 

receive healing. The actions they might take while insane are attacking allies, running away 

uncontrollably, or curling up in a ball and weeping. If they reach 0 in Endurance they double the action 

cost of any abilities (even non-career and non-species ones). If they go lower than their Endurance value 

below 0 then they are limited to 1 Negligible action and are considered unconscious. 
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Avatar Death 

 What happens when an Avatar reaches 0 Trauma? When they fall off a cliff? When they are 

defeated in battle? When they drown in the middle of the ocean? Generally its up to the GR and the 

Player. A Player can get very invested in their Avatar and may not want to see them die. Its generally 

only acceptable to kill an Avatar when both the Player and the GR agree. If the Player doesn’t agree, 

then the GR can have an in story reason of why they don’t die. For instance if the Avatar falls on the 

battlefield, then the GR might have an old crone nurse the Avatar back to health. If the Avatar falls off a 

cliff, the GR might have them hit a ledge after being bruised up hitting the sides of the cliff. The ledge 

might have a berry bush growing there and it might take the Avatar a few days to recover. If the Avatar 

is lost at sea, their body might wash up on the shores of a distant land where they are brought back to 

health by a villager. In the worst case scenario an Avatar might have to fight their way back from hades. 

In any case if a Player wants to keep playing that Avatar they should be allowed to. 

     For a more gritty game the GR can talk to the players and make sure they are on board to play a 
game where any character that reaches a negative Trauma value equal to their Trauma total is 
considered dead instead of ‘dying’. 

 

Breaking Things 

 What happens when a player has their Avatar try to break down a door, shatter a weapon, or 

smash through a wall? The Avatar makes an improvised check and the GR determines whether the 

action is trifling, extra-common, common, unlikely, unrepeatable, very unrepeatable, once in a while, or 

once in a lifetime. Common things that get broken are glass (trifling), rotted or weak wood or specially 

hardened glass (extra-common), fresh or strong wood or iron like glass (common), sandstone or cracked 

or weak stone (unlikely), rusty thin cracked metal (unrepeatable), thin metal (very unrepeatable), metal 

(once in a while), thick metal (once in a lifetime). 

Size 

 Different sized creatures have different effects on the game. All creatures have 1 Increase 

against creatures that are different sizes than themselves. A tiny creature takes up ¼ of a pace. A small 

creature takes up ½ a pace. A medium creature takes up 1 pace, and a large creature takes up 2x2 paces. 

A huge creature takes up 3x3 paces. A Gigantic creature takes up 4x4 paces. 

Tiny 

 Tiny size Avatar’s gain 2 increases to Defenses, and 1 Increase to Endurance. 

Small 

 Small size Avatar’s gain 1 increase to Defenses, and 1 Increase to Endurance. 
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Large 

 Large Avatar’s gain 1 increase to Move Speed, 1 Increase to damage dice size, and 1 Increase to 

Trauma. 

Huge 

 Huge Avatar’s gain 2 increases to Move Speed, 2 Increases to damage dice size, and 1 Increase 

to Trauma. 

Gigantic 

 Gigantic Avatar’s gain 3 increases to Move Speed, 3 Increases to damage dice size, and 1 

increase to Trauma. 

Combat 
 Tactical combat allows battles to seem interesting and filled with action. It also keeps arguments 

to a minimum. 

Pace 

 Each square on a battle mat is a ‘pace’. A pace is somewhere between 3 feet and a meter. When 

using paces to measure simply keep all measurements in paces and you won’t have to worry about 

converting from feet to meters. 

Threatened Area 

 The threatened area of a creature is defined by their reach and the reach of the weapon. If they 

have extended reach it increases their reach by 2 paces. So a creature that has a natural reach of 3 paces 

wielding a weapon with an extended reach threatens 5 paces around it. 

Moving through a threatened area 

 When moving through a threatened area the player can decide that the avatar will take an extra 

pace of movement for each creature that threatens each pace moved in order to avoid attacks from the 

threatening enemies. They can choose move normally, but each creature that threatens may choose to 

make a reaction action against the moving Avatar. For instance if an Avatar is moving through 1 pace 

that is threatened by 3 different enemy creatures then that pace of movement costs 4. 

Ranged attacks in a threatened area 

 Making a ranged attack while in a threatened area is difficult. For each creature that threatens 

the ranged attacker, they take one decrease. So if the ranged attacker is within the threatened areas of 

2 creatures they take 2 decreases to the ranged attacks. 

Physical Defense 
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 Physical defense for an Avatar is calculated by adding together the physical defense of the 

species, career, lifestyle and the higher of the Power or Nimble stats. 

Magical Defense 

 Magical defense for an Avatar is calculated by adding together the magical defense of the 

species, career, lifestyle and the higher of the Mystic or Persona. 

Saving Throws 

A Combat Round  

Initiative 

 Initiative determines what order Avatars and Enemies take actions in combat. To determine 

initiative the GR (Game Referee) has each player roll 2d10 and add their Nimble to the roll. The GR 

(Game Referee) then rolls for each enemy or each group of enemies. The order is from highest initiative 

to lowest. 

An Avatars Turn 

 When it is a players turn, they determine what actions their Avatar will take. These action can 

include any of the general listed actions as well as any of the abilities that the player has chosen or 

created. 

Area Effects 

Cone 

 A cone starts out at one pace in front and expands forward one pace and the two adjacent 

paces. This is repeated until it has expanded to the length of the cone. 
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