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INTRODUCTIONINTRODUCTIONINTRODUCTIONINTRODUCTION 

 
“What we believe will make all the difference here.” 

-Akiya- 

 

 

 

What you hold in your hand is more 

than a new roleplaying setting. It is the 

key to a land where imagination and 

belief hold a measure of power over 

reality. Notions such as good and evil 

are as meaningless as a point of view 

and just as loaded as the barrel of an 

industrial-revolution era gun.  

Ancient survivors carrying dark 

curses are just as evil as their 

prejudiced ‘holy’ hunters. Shape-

shifting horrors scheme and plot 

among unsuspecting oppressors. Can 

one truly weigh a man’s hatred for his 

own kind against the xenophobic 

theocracy of his enemies and call his 

the more noble emotion? Is progress 

the real evil, or the fear thereof? 

Powers of all kinds inhabit the land, 

and it is the soul of the user that makes 

them benevolent or malevolent. 

 

The Unchained Earth dispenses with 

absolute notions of good or evil. This 

is a world where the energies that 

shape our lives and interactions are 

freely available for manipulation by 

anyone. Reality punishes both the 

wicked and the righteous in equal 

measure, and likewise the energies are 

uncaring of who wields them. As tales 

are told and stories woven, almost all 

of them will confront the issue of what 

truly constitutes a moral or immoral 

act. As worlds collide and heroes are 

born, who will hold the seed of 

absolute truth within their hands? 

 

The Purpose of this Book: 
Rather than simply being another 

roleplaying setting, the Unchained 

Earth is geared towards a specific type 

of roleplaying. It focuses on 

compelling storytelling, and the 

additional rules contained herein are 

designed to bring that out in your 

sessions. Some of them are designed to 

force players to roleplay; if you’re 

going for a standard dungeon crawl 

then your game might benefit from 

ignoring the new rules. 

 Other changes are to allow 

greater character freedom, and to lend 

a more logical flow to the story. 

Additions such as racial feats, racial 

skills, class kits and the like are to 

assist players in the creation of their 

ideal character and to make him or her 

as unique as possible. The rules 

pertaining to the training of feats and 

gathering of food help to bring about 

more character interaction, and give 

rewards for total immersion. 

 The central focus is having fun. 

If any or all of these rules are of no 

interest, they can easily be discounted. 

You and your players will still have 

one of the most dynamic and engaging 

worlds in the fantasy genre within 

which to immerse yourselves. 

 

Breakdown of the Book: 
The following chapter relates to the 

Unchained Earth setting directly. It 

details the history and geography of 

the world, listing important NPCs and 
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adventuring sites of interest. The stats 

of all the NPCs can be found later 

within the book. 

 Chapter two deals with the 

eight playable races of Sekes. Every 

aspect from their religion to the 

language they speak is extensively 

discussed, as well as the relevant game 

rules information required to play each 

race. 

 Chapter three outlines the 

various career options—Classes—

available to your characters. Each class 

has between two and three ‘kits’—skill 

and feat combinations that allow for 

greater focus or specialisation in one 

aspect or area of that class. The rules 

for taking more than one character 

class are also provided. 

 Chapter four deals with any 

changes made to the Skills system. It 

also mentions which source books 

were taken into account as compatible 

with this one, and lists them and their 

skill uses as appropriate. The source 

material within these books is not 

presented, however, as that would be 

infringement of copyright. 

 Chapter five focuses on the 

Feats. A list of feats (and their relevant 

sourcebooks) is provided. In addition, 

there are some new feats only pertinent 

to the Unchained Earth. The racial 

feats are detailed here, as are any 

others that are unique to the setting—

such as martial arts feats. 

 Chapter six deals strictly with 

magic. Certain skills and feats are 

classified as ‘magical’, and for 

simplicity’s sake they’ve been grouped 

into this chapter. It also enables ease of 

reference. Other mechanics, such as a 

creative caster’s faith points and 

asserting one’s will on the energies are 

also dealt with. The parallels and 

differences between creative and 

destructive energies and casting are of 

prime importance in this chapter. 

 Chapter seven will focus on 

adventuring and supplemental rules 

unique to the setting. These include the 

rules pertaining to training and food 

mentioned above. Some sections 

outlined within this chapter are not 

rules, but hints for ease of play, and 

will be marked as such. Yet again all 

these rules are variations and changes 

made to the standard d20 system game. 

They can be discarded at the behest of 

the Game Master. 

 Chapter eight finally deals with 

certain NPCs and monsters in greater 

detail, providing the necessary story 

and rules details. Detailed tables for 

randomly generated enemies are also 

included. 

 

In closing: 
The golden rule that deserves 

reiteration yet again is ‘have fun’. 

Make use of these pages and reshape 

the world of Sekes with your legends. 

There are many tales of heroic deeds 

that get forgotten and are left unsung. 

Yours doesn’t deserve to be one of 

them.  

 

 

-ZANE MARC GENTIS 
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SETTINGSETTINGSETTINGSETTING    

 
“What makes a hero, you ask? That’s a tricky one. 

Unlike us ordinary mortals, heroes are never born. 

 Theirs is a world of sharp contrast and unshakeable ideals.  

That doesn’t mean we’re completely unalike, oh no. 

Like us, all heroes die. That is the essence of their courage.” 

-Tolgaan, Last Oracle of Saragon- 

 

 

 

The world of Sekes is a place of myriad danger, adventure and wonder. The following 

chapter describes the history of the world, much of its mythology and gives a detailed 

breakdown of the different nations and peoples. 

 

 

HISTORYHISTORYHISTORYHISTORY    

 
THE BIRTH OF ALL THAT ISTHE BIRTH OF ALL THAT ISTHE BIRTH OF ALL THAT ISTHE BIRTH OF ALL THAT IS 

Before all that is there was a great 

emptiness, a void of endless dark. 

Within the dark, as within everything, 

is the word. This word contained all 

other words that ever were and ever 

will be within its sound. As the word 

echoed forth into the void it created 

ripples within the darkness. These 

ripples collided and coalesced, and 

thus the void became thicker in some 

places and thinner in others. Where the 

void was thinnest flames burst forth, 

igniting light into the depths of 

darkness. Not all these flames had the 

strength to battle back the void, 

however. Those that continued to light 

the dark became the stars, and those 

smaller bodies that had not the strength 

to fight back became the worlds, 

moons and debris. 

 

The Heralds 
Birthed of the original flames and the 

energy released into the gaps of the 

nothing were beings of light and 

power, known as Heralds. The flare of 

life within the hearts of the stars beat 

within the breasts of creation’s first 

children. Delighting in their newfound 

awareness the Heralds set out into void 

soaring on great leathery wings. 

 They gambolled amongst one 

another, these first few, and set to 

explore all that had been birthed by the 

Word. Within some of the stars they 

found their unbirthed kin, and warmed 

these eggs with the fires of their being 

to no avail. Thus the Heralds 

discovered grief, and learnt the value 

of life. 

 

Children of Creation 
Their grief over their stillborn kin 

ended the Heralds’ play and they set 

about with the Great Work. The first 

children of creation set forth into the 

universe, intent in their grief that they 

should not be alone. 

 Their wings took them to the 

worlds of rock and ice, where their 
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radiance shone forth in waves. The 

Heralds’ radiance warmed the frozen 

hearts of the worlds. The icy skin 

melted into seas and oceans below and 

clouds above. The Heralds’ love for 

their creations coaxed forth life, beasts 

roaming the wild lands that teemed 

with new plant life. The plants and 

beasts became the second children of 

creation. 

 Not all the worlds were equal, 

however. The Heralds set about their 

task with love and dedication, finding 

joy in the beauty they gave birth to. On 

many worlds they created not only life, 

but intelligence as well. Civilisation 

became the pinnacle of Heraldic 

artistry. These new creatures and their 

civilisations were the third children of 

creation. 

 

A World Called Home 
One world at the furtherest corner of 

the void was left for last. The Heralds, 

weary from their travels and the 

rigours of birthing life into the void, 

reserved one world as their place of 

rest. The Great Work finished, the 

Heralds sought to set themselves apart 

from Creation’s other children. They 

settled within the core of the world and 

slumbered, content to wait till their 

brothers and sisters within creation 

might need them again. 

They called this world Sekes, 

which in their tongue means ‘Home’. 

Nestling within its heart, they 

dream. The Heralds failed to 

understand the strength of their 

radiance, however, and slumbering 

within Sekes heart they inadvertently 

brought life to this, their world. Their 

energies teem within the world and 

have overflowed into every living 

creature upon it. Deep in slumber, the 

Heralds were unaware. 

 Fauna, flora and civilisation 

were spawned on Sekes, but their birth 

was unforeseen and unguided. Though 

life teems upon the world of the 

Heralds’ rest, they are often viewed as 

the fourth, illegitimate children of 

creation. 

 

The Heralds’ Dream 
The radiance of the Heralds permeates 

everything upon Sekes and is thick 

within the air. Two powerful brothers 

arose on Sekes, in addition to a myriad 

of wild and barbaric creatures and 

lesser beasts. Unaware that the first 

children slept within their world’s 

heart, they proceeded with their lives, 

oblivious that they alone in all of the 

void were gifted with an abundance of 

the first fruits of creation. 

 The Heralds’ power gifted the 

fourth children with belief, with 

vitality and an understanding of 

shaping these essential energies which 

dwelled within everything. 

 The First Children, the Heralds, 

found their illegitimate brothers and 

sisters intruding into their dreams, and 

so they awoke to their misguided folly. 

Joy, however, was the flavour of their 

astonishment. Eager to meet the 

creatures born of their neglect, the 

Heralds focussed within their dreams 

and sent their questing minds to the 

surface of Sekes. Though most 

slumber to this day, many manifest on 

the surface through the focussing of 

their dream-wills. 

 

The Two Brothers 
The foremost among the fourth 

children were two brothers, Itji and 

Djahn. Itji was shorter, stockier, darker 

in skin and covered in hair. Djahn, the 

younger of the two, was taller, more 

slender, lighter in skin and covered in 

scales. 

 The two brothers laboured side 

by side on this world without a sun and 

blessed by three moons. The First 

Children’s radiance made their days 

long, their nights short and their work 

light. The brothers had many children 

whom they loved and cherished. Yet 
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even in abundance jealousy reared its 

ugly head. 

 It is unknown which of the 

brothers struck first. Some stories hold 

that the dispute arose over falsely 

claimed livestock that wandered into 

neighbouring pastures. Other tales hold 

that the brothers held a bounteous 

feast, and that one was dissatisfied 

with the other’s contribution. In the 

end, though, the two brothers came to 

blows, a conflict that led to Djahn’s 

death. His sons and daughters, angered 

at their father’s demise, fell upon the 

weakened Itji and killed him. 

 Rather than see the conflict 

escalate, the families agreed that the 

bloodshed stop there and they made 

their ways to separate corners of 

Sekes: the children of Djahn to the 

north and the children of Itji to the 

south. 

 There the children carried on 

with their lives, the existence of their 

cousins fading into legends of hatred. 

 

The Third’s Blessing 
The children of Itji were gifted in 

many ways their cousins were not. In 

the parting of ways between Itji and 

Djahn, the Itjians gained the fertile 

southern lands that teemed with game, 

few powerful enemies and verdant 

croplands. They tamed the beasts of 

the land and the birds of the air, built 

permanent dwellings and accumulated 

wealth. Their children were numerous 

and bedecked in gold and jade. Great 

pyramids worshipping their fallen 

father rose into the sky. Writing, 

calendars, medicine and a priesthood 

all gave the Itjians a rich and 

prosperous culture. 

 The Djahn’Gar fared worse in 

the far north. The beasts of the land 

were many and fierce. The ground was 

unsuitable for crops, and only the 

hardiest of plants could survive here. 

The Djahn’Gar split into wandering 

tribes, constantly on the move when 

their land could no longer support 

them. They became hardy and tough, 

but felt increased bitterness towards 

their cousins for the lot that had 

befallen them. 

 The Heralds in their dreams 

had witnessed the plight of Itji and 

Djahn’s sons, and sought to give 

whatever subtle aid they could to the 

fallen children. Within the Itjian 

civilisation the Heralds remained 

hidden, directing the fourth children’s 

growth and allowing their culture to 

burgeon and thrive. Among the 

Djahn’Gar they chose rather to make 

their status and power known. The 

Djahn’Gar worshipped them as gods, 

and the Heralds used this newfound 

status to create a spiritual centre to 

Djahn’Gar life. 

 Thus the blessing the Heralds 

had conferred on the third children of 

creation they extended to the fourth: 

civilisation. 

 

The First Immortal 
The Fourth Children’s worship had 

profound effects upon the shape of 

their world. Belief and superstition 

shaped the energies emanating from 

the Heralds. Shaped energies became 

ghosts that haunted and protected 

crypts of the dead. Ordinary creatures 

were shaped and warped into fearsome 

echoes of their former selves. Certain 

charms were seen to bestow luck. 

Sekes was a world unlike any other, 

where belief shaped reality. 

 The children of Itji worshipped 

a priest-king they believed to be most 

directly descended from their father. 

Many believed that their king was their 

father reincarnated. So it came to pass 

that through mass belief and violent 

fundamentalism, the energies shaped 

the forty-ninth heir into Itji reborn. 

 The kingdom rejoiced at the 

miracle, and a religious holiday was 

declared to mark this moment for 

centuries to come. Yet the new heir’s 
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brothers plotted his downfall, and on 

his twentieth birthday, when he was to 

ascend the throne and take his place as 

rightful king and Father reincarnate, 

his brothers drove a dagger into his 

chest and offered his heart to the 

heavens. 

 The betrayers failed to realise 

their mistake, however. In destroying 

his mortal vessel they allowed his soul, 

the pure life essence gifted by the 

Heralds, to bond with the energies. 

Unencumbered by flesh, his soul was 

fed with the beliefs and worship of 

thousands of Itji’s children. 

 The soul was given new flesh, 

flesh of the spirit, and its radiance was 

dazzling to behold. The betrayers were 

struck down in a conflagration of 

scarlet fire, their names to forever be 

forgotten and their deed cursed. 

 Itji had been reborn as the First 

Immortal. One of the slain brothers of 

old had been given new life through 

the adoration of his children, and ruled 

them once again. 

 

Iteera Yal 
The Djahn’Gar in their worship came 

across a large inland sea in the 

northern wild lands they travelled. The 

sea was the most fertile place they had 

encountered in these inhospitable 

lands. Natural enemies in the wild 

lived peacefully side by side here, 

feeding on the abundant greenery and 

water life within the sea. Old creatures 

had travelled here to die as well, and 

their bones were gathered in many 

areas in peaceful repose. 

 The Djahn’Gar conceived that 

their godly instructors had to have 

come from a suitably miraculous place, 

and in finding the sea believed they 

had found the abode of their 

benefactors. Their shamans and 

matriarchs set about overseeing the 

construction of stone monoliths around 

the sea’s perimeter to mark its 

boundaries. The monoliths were pain-

staking carved with images of power, 

declaring this body of water as the gate 

by which the dreaming Heralds entered 

onto the surface of Sekes. 

 Those Heralds who dreamt 

themselves onto the surface were 

horrified by what the Djahn’Gar had 

done. The First Children, in their 

naïveté, failed to realise that their own 

powers were being unknowingly 

shaped by Djahn’s children to imprison 

them. When the last monolith was in 

place the dreaming Heralds realised the 

error of their ways. Their brothers and 

sisters were forever trapped in the 

world’s heart, unable to traverse 

Sekes’ surface in their sleep. Those 

who remained on the surface were 

unable to return to peaceful slumber, 

and so were forced to continue walking 

the dreamscape. 

 The sea was the one place 

where the dreamers and sleepers of the 

First Children could commune, and the 

lake’s surface hence forth shimmered 

with visions of their dreams, banter 

and memories. 

 The First Children named this 

sea Iteera Yal, a name meaning ‘The 

Court of Worlds’. All knowledge of 

the many stars and worlds of creation 

reside within the minds of the sleeping 

Heralds. Only here, at Iteera Yal’s 

shores, can one petition the sleeping 

First Children for any knowledge. 

 The Dreamers, distraught by 

what Djahn’s children had done, fled 

Iteera Yal to the southern lands of the 

First Immortal. Many of them return to 

the sea’s shores to commune with their 

sleeping brothers and reveal the shape 

the surface world’s events have taken. 

 

THE RAVAGITHE RAVAGITHE RAVAGITHE RAVAGINGNGNGNG 

Under the direction of their father from 

old the Itjians became a great nation. 

With the power of their worship they 

learnt to shape and meld rock with 

their hands. Great airships travelled the 

skies. Living constructs of steal and 
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jade dug for precious metals deep 

within the earth. Ships set forth across 

the great oceans in search of other 

lands and peoples. Many expeditions 

set forth north, into the empty lands. 

 It was here that the children of 

Itji and Djahn came into contact yet 

again, and here the Dreaming Heralds 

finally revealed themselves to the First 

Immortal and his offspring. 

 

The Failed Unity 
In the empty lands the Dreamers 

revealed themselves to the Itjians and 

the First Immortal. The Fourth 

Children were deeply honoured to 

know the First Children, and 

welcomed them openly into their 

society. Itji had many questions for 

their would-be creators, and so it came 

to pass that the Dreamers were 

accepted by the priesthood as Creator 

Deities. 

 Not all that the Dreamers had 

to teach was embraced openly and 

unquestioningly, however. The 

Djahn’Gar and Itjians were beseeched 

to forget the crimes of the past and 

unite towards a common destiny. The 

First Immortal, though a resurrected 

legend, was also urged to take a less 

active role in the lives of his subjects 

by joining the Dreamers and fading 

into obscurity. That many of his 

subjects worshipped the Dreamers 

before him was an insult he found 

unforgiveable. 

  For a time the proposed unity 

was successful. The Djahn’Gar and 

many Itjians worshipped the Dreamers 

and constructed a great temple to them 

within a far corner of the empty lands. 

As time passed and the Fourth 

Children found uneasy peace, Itji’s 

jealousy of the Dreamers grew. 

 His loyal priests and soldiers 

moved quickly into position at his 

orders. The Dreamers were branded as 

false gods, worshipped by the heathen 

Djahn’Gar. Itji declared that they must 

pay for the sins of their father, who 

attempted to slay him but failed 

because a just fate had seen to his 

resurrection. 

 

The Poison of Corruption 
Unbeknownst to the First Children, 

they carried a poison within their 

hearts. As they set about bringing life 

to all that was, the poison remained 

with them and spread as corruption 

into all their creations. This poison was 

grief, which first beset the Heralds 

when they came across their still-born 

brethren. 

 It spread as corruption through 

the hearts of everything else in 

creation. All things born had within 

their hearts the potential for evil, the 

ability to make mistakes and the 

appetite for destruction. 

 Within Itji’s heart the poison 

had festered as jealousy. It is this 

corruption that led him to strike against 

the Dreamers and the Djahn’Gar, for 

fear that his power and authority were 

undermined. Yet as he did so 

something within the First Immortal 

changed, as it did for his loyal 

worshippers. 

 The power that raised and 

sustained him, that self-same power he 

shared with his worshippers, became 

corrupted. The poison seeped into the 

energies that sustained and gave life, 

corrupting them. 

The corruption grew in strength 

and the poison became a form of 

power. The bodies and souls of those 

who used the corrupted energies were 

ravaged and abused, but became 

mighty nonetheless. The jealous First 

Immortal grew cold in his heart and the 

Dreamers became alarmed. 

 Never in all of creation had 

their gifts and powers been so warped 

by the poison within the hearts of their 

brothers and sisters. Creation was 

being undone by the corruption, the 

destruction that had been birthed 
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within the hearts of the Fourth 

Children. 

 The Itjians were not alone in 

their turn from creation to destruction; 

many of the primitive monsters and 

Djahn’Gar also embraced the cold and 

dangerous powers offered by the 

poison within their souls. The Itji 

Empire was torn apart by civil war as 

followers of the First Immortal battled 

against those loyal to the legacy of the 

First Children. 

 

The Elemental Races 
The First Immortal extended a plea to 

the destructively inclined Djahn’Gar 

and barbaric races, saying that all 

mistakes of the past would be forgiven 

and all their sins redeemed provided 

they followed him. Many heeded his 

call, but many did not. Those that 

didn’t sided with the Heralds, and the 

whole of Sekes was thrust into conflict 

and turmoil. 

 The Dreamers communicated 

with the Sleepers at Iteera Yal. The 

First Immortal and his followers were 

marching into the north, intending to 

attack The Court of Worlds. Originally 

the First Children had intended to 

defend themselves and appeal to 

reason. They weren’t blind to the 

danger posed, however: war is the 

worship of destruction. Having already 

witnessed what worship could do to 

the energies in the raising of the First 

Immortal, the Heralds feared what the 

worship of destruction could bring 

about. 

 The Dreamers thus resolved to 

take to the offensive and battle the 

First Immortal directly. Four of them 

gathered at the temple the Itjians had 

erected in their honour: Arkeminas, 

Cejira, Kelledris and Mordakal. Many 

Djahn’Gar and Itjians gathered in 

worship, aiding the Dreamers in a vast 

ritual of binding. The Dreamers 

sundered all ties to their slumbering 

forms within the planet’s heart and 

created new bodies from the 

surrounding elements. Their power 

was too great for a single body of each 

element to contain, however. 

 The residual energy spilled 

over into the respective elements, 

giving rise to new mortals intrinsically 

tied with their parent elements. Thus 

four Dreamers became the Elemental 

Gods and gave birth to the four 

Elemental Races. Each set about 

preparing itself for war, defending 

Iteera Yal in its own way. 

 The children of Arkeminas 

were the Alianvael, the Elemental 

Race of Air. They began work on the 

largest city Sekes would ever see, Nue 

Salia Divira, a metropolis to defend all 

the paths north from the empty lands. 

Cejira’s children, the 

Worthanes, were incredibly frail on 

land. Their weak bodies were balanced 

by their powerful minds, however, and 

they are still the most powerful 

spellcasters to date. They rallied to the 

First Children’s call with their 

fearsome powers. 

The Xenandra, children of 

Kelledris, were tiny sprite-like 

creatures one with the earth. They 

formed the bulk of the army of the 

forces of creation. 

Mordakal divided his forces. 

The Elves, children of fire, were to 

battle against forces that had intruded 

into the north as well as strike into the 

south and repel the enemy. 

 

The Face of Destruction 
Yet despite their efforts, the Dreamers 

were too late. If they were to 

participate directly Sekes might suffer 

irreparable harm, but without their 

participation the war continued too 

long. The creation of the Elemental 

Gods and Races only served to add 

fuel to the fire. Destruction was fed a 

steady blood sacrifice and grew in 

strength. 
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 One Alianvael warrior, Jessian, 

was scarred by the bloodshed and 

chaos. He was a noble officer and 

prominent general in the defence of 

Nue Salia Divira. The division under 

his command was charged with 

guarding the caves and underground 

passages through the World Divide 

mountains between the empty lands 

and the north. Generals had been gifted 

with vials of water from Iteera Yal, 

allowing them to communicate via the 

Sleepers and obtain vital battlefield 

information in times of dire need. 

 In a moment of despair Jessian 

took his own life, giving in to the 

poison of his soul. He fell upon his 

sword, nd act which shattered the vial 

of mystic waters that then mingled 

with his corrupted blood. In his last 

moments he felt fear of death, fear of 

oblivion. Through the spilled waters 

the poisonous grief of the First 

Children answered the corrupting fear 

of his blood. 

 A way out was offered. He 

didn’t have to die. The corrupted 

energies, fuelled by the blood of the 

fallen, surged towards him as his fear 

screamed into the heart of the Herald’s 

grief. Jessian retreated into the furthest 

corner of his mind as something other 

intruded. He was overwhelmed by fear, 

by grief, by jealousy, rage, anger, 

hatred and all that is evil, envious and 

destructive in the heart of mortals and 

gods alike. 

 He had become an avatar for 

the corrupting poison within the hearts 

of all the children of creation. He was 

the Destroyer, Apollyon, also known 

as Abaddon in the Elven tongue. 

 

Dreamer’s End 
The First Immortal and his forces were 

overcome by the presence of the 

Destroyer. Being ever wise, the First 

Immortal fell to his knees before the 

Destroyer, acknowledging his right to 

lead and infinitely superior power. 

They struck northwards through the 

tunnels Jessian had intimate 

knowledge of, seeking the element of 

surprise. Almost three quarters of their 

forces managed to enter the northern 

lands before the Elemental Gods 

realised what had happened and 

collapsed many of the mountains. The 

underground passages and hidden 

caves were blocked, and many of the 

forces of destruction were eradicated. 

 The presence of the Destroyer 

took the Dreamers by surprise. 

Kelledris confronted him and was 

wounded terribly. She still slumbers 

deep in a healing coma to present 

times, but she would have died if not 

for the influence of two Dreamers: 

Dirian and Kel. Kel was also wounded, 

but managed to carry the sleeping body 

of the Elemental Goddess to safety. 

Dirian, battling to allow them time to 

escape, fell before the Destroyer and 

First Immortal. 

 The event reverberated 

throughout Sekes, felt as a keen loss 

and emptiness within the life energies. 

The Sleepers felt the body of their 

dreaming brother become cold and die. 

The Destroyer stole the bones of 

Dirian’s dream self, gifting them to the 

First Immortal as an undead mount. 

Through Dirian’s death, one of the 

Dreamers thus became corrupted fully 

and fell into destruction. 

 

The Forces Rally 
The destruction of almost all of the 

mountain passages weakened the 

forces of destruction, but also 

eradicated the land bridge between Val 

d’Or and the World Divide. Fully half 

the Elven soldiers were unable to get to 

the battle to be of any use. Kelledris’ 

weakness in this time of need, as well 

as the fact that it was her who 

collapsed the mountains, earned her 

Mordakal’s enmity. The Xenandra 

were demoralised by the loss of their 

goddess. 
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 The Destroyer and First 

Immortal, trapped, had no choice but 

to make a final strike for the heart of 

Iteera Yal. Sensing that they were 

outnumbered, the Destroyer sought 

allies amongst the third children. He 

summoned all of his powers and tore a 

rent to another world, summoning 

forth a host of the third children to 

fight at his side. These creatures, 

formshifters unused to the energies of 

the Heralds, called themselves the 

Malevorns. They rallied to the 

Destroyer’s side, as he promised that 

they would be sent home once the war 

was over. 

 Kel, feeling responsible for 

Dirian’s death, was the only Dreamer 

to fight by the side of the Elemental 

Gods, their forces and the creative 

armies of Itjians and Djahn’Gar. The 

two opposed armies met and engaged 

in a great battle on the shores of Iteera 

Yal. Alcheminas and Kel engaged the 

Destroyer. Mordakal and his mortal 

bride arrived at the battle late, but both 

entered the fray. 

 The Destroyer delivered a 

crippling blow to Mordakal’s bride, 

inciting the Flame Lord’s fury. The 

First Immortal rallied to the 

Detsroyer’s side upon Dirian’s skeletal 

form. Kel veered into his draconic 

form, knocking the First Immortal to 

the ground and rending the remains of 

his former friend to pieces. Sensing the 

tide of the battle turning, the First 

Immortal turned on his master, striking 

the Destroyer in the side before fleeing 

the battle. 

 Even with the aid of the 

Malevorns the Destroyer’s forces were 

hopelessly outnumbered. Together Kel, 

Alcheminas and Mordakal struck the 

killing blows. With his mortal avatar 

annihilated the Destroyer’s presence 

was unable to remain. Its retreat was 

marked by a conflagration of fiery blue 

flames that tore the sky and seared the 

earth. 

THE AFTERMATHTHE AFTERMATHTHE AFTERMATHTHE AFTERMATH 
The land north of the World Divide 

was scarred by the death of Jessian and 

the unleashing of the Destroyer’s 

corruption. The sky was filled with 

waves of coloured light and bathed in 

eternal night. Powerful storms and 

blizzards permanently buffet it. The 

immense cold that testifies to its 

corruption by destructive energies has 

killed almost all the life that once 

roamed those verdant plains. It became 

known as Shimera Tirail, and all of it 

save for the shores of Iteera Yal are 

snowy wastes. 

 

Fate of the Elementals 
The Elemental Races and Itjians 

travelled across the blasted wastes of 

Shimera Tirail, losing many of their 

number in the process. Upon reaching 

the World Divide the Alianvael 

blocked the armies’ paths, destroying 

all destructive spellcasters who had 

survived the journey south. They set 

upon themselves the task of helping 

the Itjian priesthood ensure that none 

of the fourth children ever turned to 

Destruction again. They also maintain 

a vigil in Nue Salia Divire, watching 

the chaos of Shimera Tirail for any 

signs that Destruction is gathering in 

strength and advancing on the southern 

half of the continent. 

The Elves made the long 

journey to Val d’Or, a process 

quickened by their God and his 

priesthood. There they became 

isolationist and distrustful of the Itjians 

and Djahn’Gar, believing that any non-

elemental race was still capable of 

beginning a second Ravaging. They 

came to view the other Elemental 

Races as misguided for showing mercy 

to the Fourth Children and their enmity 

for Kelledris and the Xenandra only 

deepened. To prevent green life—the 

vessels of the Xenandra—from 

encroaching on his land’s borders, 
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Mordakal blighted Val d’Or and made 

it a desert. 

 The Worthanes disappeared 

from all knowledge at that point in 

time. They saw little reason to remain 

and interfere with the affairs of their 

land-dwelling cousins, and were much 

more at home beneath the waves of 

oceans and lakes. Before they left 

Cejira approached Mordakal with a 

request. Together with their most loyal 

followers they forged a weapon to 

battle the forces of Destruction should 

a second Ravaging ever occur. With 

this weapon entrusted to their care, the 

Worthanes departed the surface world. 

 The short-lived Xenandra 

gathered south of the World Divide, in 

the heavily wooded areas surrounding 

the Heraldric Temple and what little 

remained of the former land bridge to 

Val d’Or. The mysterious nature of the 

Xenandra gave rise to myths that their 

land was inhabited by fell beasts and 

restless spirits. The Itjians called that 

land Darkwind, and their descendents 

stayed far away from it. 

 

Rising from the Ashes 
The conflagration of the Destroyer’s 

passing had scarred many Itjians to 

their core, changing them 

fundamentally. They found that they 

were unable to get sick or age, a gift 

from the Destroyer. Yet this gift also 

carried a curse, as so many do. Any 

attempt to wield the energies would 

result in their deaths. Many of them 

came to view themselves as 

‘Abominations’ and thus brought about 

their own swift ends through the 

despair the Destroyer had planted in 

their hearts. 

 A number of them, however, 

saw the ruins of what their civilisation 

had once been. The arrival of the 

Destroyer and the betrayal of the First 

Immortal had beggared their people 

into barbarity. Taking the appellation 

of their fallen comrades as a mark of 

honour, the Abominations set about 

guiding the surviving Itjians along the 

path back to greatness. 

 The children of Itji, however, 

were deeply divided. They had very 

little knowledge of what they had once 

been, but vividly recalled the horrors 

of the Ravaging. A deep schism 

divided them. There were those who 

heeded the Abominations’ call and set 

about rebuilding their former glory. 

Others, however, viewed civilisation as 

the corrupting influence. It was the 

lack of hardship that had allowed their 

god to turn to the poison within his 

heart, they believed. 

 All Itjians instinctively avoided 

the birthplace of what had once been 

their civilisation. The ruins of past 

glory still litter these lands of the far 

south. The advocates of remaining 

primitive settled in the grasslands just 

north of the ruined lands. Abandoning 

fully the legacy of their past, they 

created a new language fused from 

Elven, Djahn’Garrian and Alianvael. 

They called themselves Yenarians, 

meaning ‘The Lost’. Dividing into 

scattered tribes and engaging in a 

martial lifestyle, they rejected the 

proposal of the Abominations. 

 Those remaining Itjians that 

followed the Abominations’ calls for 

civilisation’s rebirth travelled 

nervously closer to the World Divide 

and the lands of the Elemental Races. 

In memory of the two Dreamers who 

had fought during the Ravaging, the 

Abominations chose to name their land 

Kel Dirain. Slowly they began to 

rebuild their civilisation. When they 

could see that their nurturing was no 

longer needed, the Abominations chose 

to disappear and blend in with the 

society of their mortal cousins. 

 

The Alchemist’s Blessing 
The Djahn’Gar had had their lands 

destroyed and their gods cut off from 

them. The children of Itji now 
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outnumbered them and controlled 

almost all the lands south of the World 

Divide. Uncertain of which way the 

Elemental Races would swing in the 

event of war, the Djahn’Gar were 

paralysed by indecision and fear. 

 Thanidor, an Abomination who 

had previously been an Itjian 

alchemist, took pity on the Djahn’Gar. 

He was the only one of his kind to 

show them a degree of mercy and so 

set about trying to find a solution to 

their plight. 

 He was particularly interested 

in what the Djahn’Gar told him of the 

growth of crystals in Shimera Tirail. 

Another product of the Destroyer, 

these crystals had magical properties. 

They were named Apollyon’s Tears. 

Using his ingenuity and the 

Djahn’Gar’s desperate openness to 

experimentation Thanidor conceived of 

a new model for their civilisation. 

 The Djahn’Gar remained in 

Darkwind while Thanidor began his 

ambitious project. Many of their 

number journeyed with him into the 

heart of Shimera Tirail. The land was 

becoming more frigid with each 

passing day, so he knew his time was 

limited. The Destroyer’s taint was 

travelling southwards ever faster. 

Many thousands of these crystals were 

harvested. 

 Little is known of what 

transpired in Shimera Tirail, but 

Thanidor eventually arrived back in 

Darkwind and the Djahn’Gar 

disappeared into the shimmering 

wastes. They have not been heard from 

since, and war was averted because of 

the mercy of one alchemist. 

 

The Separation 

Kel had hidden Dirian’s remains and 

chose to watch over the slumbering 

Kelledris in the heart of Darkwind. The 

rest of the Dreamers chose to retreat. 

Before their disappearance they 

convened with the three surviving 

Elemental Gods.  

They decided that for 

immortals to dwell amongst mortals 

had helped to create the conditions that 

brought about the Ravaging. The 

Dreamers gave of themselves to form 

‘dream realms’, small pockets of 

reality wherein the immortals could 

dwell. Only through extreme effort and 

sacrifice could mortals and immortals 

dwell within the same realm. Mortals 

were still able to petition their deities, 

though, and worship served as the 

conduit by which an immortal’s power 

could influence the mortal world. 

 Another decision the Dreamers 

made was to limit the power of the 

immortals. Each immortal would be 

given specific spheres of mortal life to 

manage. Their power was thus linked 

to responsibility, something which 

afforded them greater control while 

limiting the scope of their abilities. 

 The Dreamers—all save Kel—

thus faded from Sekes to become the 

dream realms of the immortals. The 

Elemental Gods ascended into their 

dream realms, leaving their subjects in 

the care of mortal rulers. 

 As the years passed many 

heroes among the fourth children 

ascended into their own dream realms. 

Sekes was under the management of 

the gods, whose very nature limited 

their power and ambition. 

 

Turbulent Generations 
Much enmity evolved between the 

Yenarians and the Imperials of Kel 

Dirain. The Imperials engaged in a 

policy of subjugation, assimilating 

fallen peoples and cultures surrounding 

them. The Yenarians were distressed at 

how the Imperial philosophy appealed 

to so many of Itji’s fallen children. 

Numerous battles and raids have 

occurred along the borders of Kel 

Dirain and Tan Yenar. The Imperial 

policy of enslaving any captured 
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Yenarians did little to soothe the 

enmity. 

The Malevorns lived amongst 

the Yenarians and Imperials, using 

their shape-shifting powers to blend in 

seamlessly. Many of their number wish 

to bring about the Destroyer’s return so 

that they may return to their beloved 

home. Others are more realistic and see 

their current situation as beneficial. 

They still plot and scheme to either 

rule Kel Dirain and Tan Yenar, or else 

to accumulate vast wealth. 

 Surprisingly, destructive 

spellcasters have surfaced in Tan 

Yenar and Kel Dirain throughout the 

centuries, but quick actions on the part 

of their priesthoods and the Alianvael 

ensure that the Ravaging is never 

repeated. One exception was when 

Emperor Lanoss revealed himself to be 

Destructive in nature and a worshipper 

of the First Immortal. Many of his 

citizens rallied behind him in his 

worship. He declared war on Tan 

Yenar officially and marched his 

forces south. 

 The Alianvael and Imperial 

priesthoods rallied their armies and 

engaged the Imperial armies, 

beginning the first civil war since the 

Ravaging. The Elves launched a 

crusade, viewing the Emperor’s 

madness as a sign that they had been 

right in their distrust. Their cavalry 

began a wholesale slaughter of 

Imperial civilians in the Empire’s far 

south. Many Elven soldiers were 

disgusted by the butchery of helpless 

innocents. They rebelled against the 

orders of the Elven priesthood and 

were thus banished from their 

homelands. Even worse was that the 

priests stripped their banished brothers 

of their Elemental Essence, making 

them no better than Yenarians or 

Imperials. These Outcast Elves proudly 

retreated into the forests of Tan Yenar. 

 The Imperial Civil War lasted 

less than a year, the mad emperor and 

his followers quickly destroyed. The 

Emperor’s brother ascended the throne 

and order was restored. The Yenarians 

welcomed the Outcasts and, ironically 

protecting the Imperials, engaged with 

the Elven forces and drove them back. 

This was the first and last time 

Imperial and Yenarian troops fought 

side by side. 

 

RECENT YEARSRECENT YEARSRECENT YEARSRECENT YEARS 
The history of the world had been 

much more peaceful in the last few 

centuries. This has all changed 

recently. 

 Destructive spellcasters have 

been steadily becoming much more 

numerous within Kel Dirain and Tan 

Yenar despite the churches’ best 

efforts to hunt them down. This 

culminated with the ascendance of 

Farijara, the Weeping Goddess. As a 

destructive spellcaster, one simply 

needs to worship her in order to be 

infected with the Destroyer’s 

corruption. 

 The burgeoning numbers of 

destructive spellcasters, called mages, 

had become a problem too great for 

even the Alianvael to handle. Despite 

this, the mages were disorganised and 

easily routed. One of their number, 

calling himself the Prince of Illusion, 

was able to pierce the barriers between 

the dream realms and Sekes. 

Traversing this link he killed Saragon, 

the God of Knowledge and Prophecy. 

Ordinarily this would have caused the 

Prince of Illusion to ascend, but he 

chose to remain among his mortal 

followers. The presence of the Prince 

and his influence among the mages 

threatens to tear the Empire apart with 

an even greater civil war than those 

that had occurred before. 

 The Empress, Kathryn, is 

young and untested. Both her parents 

were assassinated prior to the Prince’s 

emergence and her most trusted 

advisor, Tolgaan, is missing. The 
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Yenarian tribes are uniting. With no 

one left to help Kathryn, and forces 

arrayed against her both from within 

and without her borders, the young 

Empress will confront challenges none 

in the Imperial Family ever dreamed 

they’d have to face. 

 The Elves are rumoured to be 

preparing for another crusade. The one 

condition they’re waiting for is the 

rebirth of the great prophet who helped 

found their civilisation. They are 

waiting for their messiah to lead them 

to victory over the heathen Imperials 

and Yenarians. 

 Those who know of the 

Malevorns also know that they are 

using the current conflict to their own 

advantage, perhaps finally prepared to 

orchestrate their master plan of 

domination. 

 Figures from legend are said to 

be wandering the land, from the 

enigmatic Lo-Ruhamah, bride of 

Mordakal, to the reticent Kel. 

Sightings of Worthanes are quickly 

discounted, but none can help feel 

unsettled by the feeling that the nights 

are becoming colder and longer; a sign, 

perhaps, that Shimera Tirail is 

advancing beyond the World Divide. 

 This is the time in which you 

find yourself. This is the time that 

needs heroes.
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RACESRACESRACESRACES    

    
“You expect me to be afraid? You, the pathetic apes with exploding sticks, whose 

cousins wield sharp rocks? Go back to your camp-fires and cower, fools! Mine is the 

darkness that you so rightly fear!” 

-Lilliandryn- 

 

 

A myriad of races call Sekes home. From the slumbering Heralds within the planet’s 

core to the trapped Malevorns in enemy cities, from Elves in the far-of deserts of Val 

d’Or to the Worthanes in their underwater cities. Each race has its place in the world, 

whether welcomed with open arms or forced into hiding. Some creatures in the wild 

may form primitive societies, but the truly civilised see themselves as the High Races. 

 

CHOOSING A RACECHOOSING A RACECHOOSING A RACECHOOSING A RACE 

After you roll your ability scores and 

before you write them on your 

character sheet, choose your 

character’s race. At the same time, 

you’ll want to choose his or her class, 

since race affects how well he or she 

can do in each class. Once you know 

your character’s race and class, assign 

the ability score rolls according to 

particular abilities, and make the 

necessary racial adjustments. 

 You can make a character of 

any race and class, but certain races are 

better suited to certain careers. Race is 

also of greater importance in the 

Unchained Earth Setting, as different 

races have feat choices pertinent to 

them alone. For instance, a Worthane 

could very well be a Warrior, but her 

skills and abilities make her better 

suited to being a priestess or a shaman. 

Worthanes also get Fleshcraft feats, 

and a Worthane who pursues this path 

would be better suited to being an 

artisan. 

 Race can also give some insight 

into how to play your character. Elves 

tend to be rather xenophobic, Outcasts 

are nomadic as a rule and 

Abominations often keep to 

themselves. These trends are true for 

the majority, however, and your 

character is always free to be the 

exception to the rule. Roleplaying and 

having fun come first, the guidelines 

given here second. 

 

RACIAL CHARACTERISTICSRACIAL CHARACTERISTICSRACIAL CHARACTERISTICSRACIAL CHARACTERISTICS 

Your character’s race determines some 

of his or her qualities. 

 

Ability Adjustments 
Certain races have certain intrinsic 

advantages over others. Some include 

ability adjustments. Elves are more 

dextrous than Imperials, Xenandra are 

stronger than Alianvael, Djahn’Gar are 

hardier than Outcasts. If your ability 

scores fall below 3 or are raised above 

18 after adjustments, this is perfectly 

fine. The one exception is that no 

character’s Intelligence ever falls 

below 3 at character creation. 

 Certain races also have magical 

abilities or bonuses to their skills. All 

of this reflects one race’s advantage 

versus the others. 

 

 

Racial Feats 
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Each race has three different feat 

groups from which its members alone 

can select. Examples include the 

Worthane’s Telekinesis and Fleshcraft 

feats. These racial feats can be 

substituted for the feats gained at 1
st
 

level and every 3
rd
 level thereafter.  

It is sometimes possible for 

outsiders to gain some of the feats. For 

instance, an Outcast who has helped 

the Yenarians in 

numerous battles 

against the Imperials 

may be awarded 

tribal tattoos. He 

would be unable, 

however, to learn 

Malevorn Shaping 

feats or the Tainted 

feats of the 

Abominations. It is 

up to the GM to use 

his or her discretion 

when deciding what 

feats may be 

awarded and what 

feats may not. A 

bare minimum 

requirement for an outsider would be 

an allegiance rating of 10 with the 

respective race. 

 

 

 

Race and Language 

Each race also possesses its own 

language and alphabet. Some, such as 

Yenarian, are a combination of Elven 

and old Itjian. In cases such as this 

there is a greater chance of the 

Yenarian being able to communicate 

with an Elf, even though he may not 

know the full Elven language. 

Languages that have the same roots 

give a +2 bonus to Intelligence rolls 

made to understand 

someone of another 

language. For 

example, Elven and 

Xenandra have the 

same roots in the 

Heraldric alphabet. 

Hence, any time 

Killian wishes to 

make sense of what 

Arrowan is saying, 

he gets a +2 bonus 

on his Intelligence 

rolls. 

Some primitive races 

have their own 

languages, but 

unless a character 

has an appropriate class, race and/or 

history it is very unlikely that he would 

know the language. All characters—

even Yenarians—are literate, and can 

read or write any language they can 

speak. 

 

THE ITJIAN RACESTHE ITJIAN RACESTHE ITJIAN RACESTHE ITJIAN RACES 

 
ABOMINATIONSABOMINATIONSABOMINATIONSABOMINATIONS 
The Abominations, of all human stock, 

are closest to the founding Itjians. 

Ageless survivors carrying the stigma 

of cursed blood, they’re doomed to 

keep their real natures hidden. Many 

are assets to their communities, 

bringing their centuries of knowledge 

to benefit the greater good. Others lead 

solitary existences, reviled for too long 

and haunted by their secrets. Their 

boundless knowledge, carefully honed 

skills and secretive demeanour are 

almost as famous as their allergy to 

magic. 

 Personality: Abominations 

tend to keep their real identity secret 

and do their best to blend in with 

Imperial or Yenarian society. Though 

outwardly open, those closest to them 

LANGUAGESLANGUAGESLANGUAGESLANGUAGES    

LANGUAGE ALPHABET 

Alianvael Heraldric 

Aquatic Heraldric 

Avian Heraldric 

Djahn Djahn’Gar 

Elven Elven 

Fierras Elven 

Heraldric Heraldric 

Imperial Itjian 

Itjian Itjian 

Malevorn Malevorn 

‘Primitive’ Itjian 

Terrestria Heraldric 

Yenarian Heraldric and 

Itjian 

Xenandra Heraldric 
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are always suspicious of something 

being hidden. A somewhat taciturn 

nature develops amongst some 

Abominations; their reluctance to form 

close bonds with others is not 

surprising. How many loved ones and 

companions have they seen die due to 

disease, poison or the ravages of time? 

Or, perhaps more chilling, how many 

loved ones have driven them away 

when their true nature has been 

discovered? 

 Physical Description: 
Abominations come in all sizes, 

typically matching their more recent 

cousins. They typically stand about 1.8 

metres tall and weigh between 62kg 

and 125kg. Men tend to be taller than 

women. Though physically diverse, 

Abominations tend towards black or 

dark brown hair and light-brown skin. 

Eyes can be any colour, but are more 

often a brown or hazel. Whether as a 

result of their cursed blood or the 

climate of where they’ve chosen to 

settle, many sometimes sport fairer or 

darker skin and hair that can be thick 

and straight or sparse and curly. They 

adopt the cultural styles and patterns of 

their current region zealously, blending 

in perfectly. Abominations are ageless. 

 Relations: Abominations tend 

to keep their true nature hidden. All the 

Elemental Races are suspicious of 

them for their destructive taint. Elves 

would kill Abominations on sight, 

whereas Xenandra and Worthanes will 

give the tainted ones the benefit of the 

doubt. Alianvael have had 

Abomination aid defending their 

homeland from demons before, and as 

such are the most accepting. Imperials 

are openly accepting of Abominations 

for their role in the creation of Kel 

Dirain, but some remote regions retain 

negative prejudices. Yenarians openly 

despise Abominations. 

 Abomination Lands: 
Abominations can be found 

everywhere the offspring of Itji are. 

Though a few inhabit Tan Yenar and 

the island of Lokiel, and even fewer 

inhabit some coastal ports in Val d’Or, 

the vast majority live amongst the 

Imperials in Kel Dirain. They stay for 

many generations hidden in sprawling 

cities or isolated wildernesses. The 

regions they inhabit are typically home 

to rumours of a particularly skilled 

healer, famous artisan or legendary 

hunter. 

 Their solitary nature does lead 

them to wander from time to time to 

prevent discovery, and many embrace 

the nomadic life permanently. Stories 

of heroes who appear briefly to right a 

wrong before moving on are usually 

attributed to Abominations. 

 Religion: The Abominations 

are not, as a rule, religious. They are 

viewed by both themselves and others 

as cursed—no god would want them. 

Some still worship their father, Itji. A 

small number even pray to Imperial 

patrons or Yenarian spirits. The 

majority are completely secular and 

consider their more religious 

counterparts as the doomsday prophets 

and crazy uncles of their race. 

 Allegiance: Abominations as a 

race are varied in their allegiance and 

cursed to be discriminated against no 

matter which power they side with. 

They have a tendency to be Covert in 

their leanings, something that comes 

naturally to a race used to secrecy. 

Many go against the type and declare 

their affiliations boldly. A fair number 

are Creative, marching under the 

banner of their homeland: Kel Dirain. 

Increasingly many are becoming 

Destructive, however. The Prince of 

Illusion has welcomed them with open 

arms and—some say—even given 

them the power of magic once more. 

 Language: All Abominations 

still retains the ability to speak the 

Itjian language. Its harsh tones, 

complex syllable combinations and 

pictographic language make it difficult 
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to learn. Most ancient artefacts in the 

human lands bear the script. In 

addition, the Abominations know at 

least one other language—typically 

that of the region they’ve settled in. 

Many bother to acquire a third 

language, hesitant to stand out and 

knowing that it may prove useful. 

 Names: Many Abominations 

have ‘true names’ and ‘assumed 

names’. For some, the names are the 

same. Thanidor, for instance, 

abandoned his old name, thus his 

assumed name became his true name. 

The true name is in Itjian, the assumed 

name in the tongue of the 

Abomination’s region. Acolmiztli is 

the true name of Leonard, an Imperial 

Abomination. Many Abominations 

only share their true name with their 

closest companions, something that has 

almost mystical connotations. With the 

break-down of family structures, 

family names have faded. 

 Male True Names: Ahexotl, 

Ecatzin, Huetzin, Huitzilihuitl, Luc, 

Mamexi, Panitzen, Quilaztli, 

Xiucaque, Yaotl, Zoanacochtzin 

 Female True Names: 
Acaxochitl, Centehau, Chantico, 

Eloxochitl, Malinal, Miahuaxiuitl, 

Omecihuatl, Papantzin, Teotalco, 

Tepin, Uacalxochitl, Xoco 

 Adventurers: Abominations 

are ruled by wanderlust, and as such 

tend to adventure more than any other 

race. They enjoy travelling and being 

left to their own devices. When 

injustice or change threaten, however, 

they are quick to right what they 

perceive as a wrong. Others are quick 

opportunists who leave the areas they 

stop off in for the worse. 

 

ABOMINATION RACIAL ABOMINATION RACIAL ABOMINATION RACIAL ABOMINATION RACIAL 

CHARACTERISTICS:CHARACTERISTICS:CHARACTERISTICS:CHARACTERISTICS:    

• +2 to Wisdom: Abominations have 

learnt many lessons from their long 

lives. 

• Medium Size: as medium-sized 

creatures, Abominations have no 

special bonuses or penalties due to 

their size. 

• Abomination base speed is 10 

metres. 

• Racial skill: Abominations may 

trade one class skill for any one of 

the following racial skills: 

Alchemy, Gather Information or 

Knowledge (Any). 

• 4 extra skill points at 1
st
 level and 1 

extra skill point at each additional 

level: Abominations have lived 

longer than anyone else, allowing 

them to quickly learn and adapt 

(the 4 extra skill points are added 

as a bonus, not multiplied in). 

• 1 extra feat at 1
st
 level: 

Abominations have learnt a few 

tricks in their quest for survival. 

• Ageless: Abominations do not age 

as others do, and do not gain 

penalties over time. Experience 

rather than age gives Abominations 

bonuses to mental abilities. They 

gain a +1 bonus to Intelligence, 

Wisdom and Charisma at 6
th
 level, 

and then again at 12
th
 and 18

th
 

level. An Abomination that was 

cursed during his or her old age 

still retains the age-dependent 

bonuses and penalties. 

• Immunity to poison and disease: 

the taint of the Destroyer within 

their blood kills any poison or 

disease that enters their body. 

• Magic allergy: the most dire result 

of their curse. Abominations may 

attempt to use any magic untrained 

and can very well succeed. The 

spell will be Destructive in nature. 

Their magical allergy causes their 

bodies to self-destruct in a huge 

conflagration of magical energy, 

dealing 20d6 damage in a 10 metre 

radius. 

• Automatic languages: Itjian and the 

language of the Abmination’s 

region. Bonus Languages: 
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Alianvael, Djahn, Elven, Heraldric, 

Imperial, Primitive, Yenarian, 

Xenandra. 

 

 

IMPERIALSIMPERIALSIMPERIALSIMPERIALS 
After the Ravaging, the remaining 

Itjians were ideologically divided. 

Some believed that technology and 

advanced magics were what had led to 

their corruption, whereas others 

contended that progress was the only 

way to combat and defeat the forces of 

Destruction. These latter tribes united 

behind the Abominations and soon 

conquered all of the lands north of Tan 

Yenar’s great forests. Different peoples 

were assimilated and subjugated until 

now, millennia later, when they’re 

united behind the Imperial Throne of 

Kel Dirain. 

 Personality: Imperials are 

perhaps the most open-minded of all 

the Sekesian races. The arts of alchemy 

and magic, though often coming into 

conflict, often co-exist to the benefit of 

the Empire. Their reverence for the 

Emperor and a strong sense of family 

values might account for this 

culturally. Despite their friendly 

nature, Imperials can be somewhat 

haughty and assured of their own 

superiority. Their hallmark is their 

flexibility. 

 Physical Description: 
Imperials stand slightly shorter and a 

little stockier than their Abomination 

and Yenarian cousins, at about 1.5-1.7 

metres tall. Their weight is also 

between 62kg and 125kg. The women 

naturally weigh less and are slightly 

shorter. Skin colour tends to vary from 

an olive complexion to as dark as the 

Yenarians. Aristocracy are the palest, 

tracing their origins to the original 

families that rallied to the 

Abominations. Almost any 

combination of hair and eye colour is 

imaginable in the Imperials. Likewise, 

dress varies from region to region but 

tends to be very conservative and 

reflective of one’s social station. 

 Relations: Imperials get on 

best with the Alianvael. Many 

Alianvael live in Imperial lands, and a 

large number of Imperials even 

worship Arkeminas. Outcasts are 

generally shunned but are permitted to 

travel in Imperial lands. The goods 

they bring to trade are enough to buy 

them temporary acceptance. Though 

they trade with each other frequently, 

the Elves and Imperials maintain a 

grudging policy of neutrality. 

Yenarians frequently raid the southern 

borders of the Empire and are the 

sworn enemies of the haughty people 

of Kel Dirain. Xenandra, Djahn’Gar, 

Abominations and Malevorns are 

considered to be myths by all except 

scholars and priests. 

 Imperial Lands: After the 

many conquests made within the first 

millennia, the Empire of Kel Dirain 

was born. It stretches from the World 

Divide in the north to the thick forests 

of Tan Yenar in the south. In width it 

covers all the land from the west coast 

on the Inner Sea to the east coast, 

except for the forested kingdom of 

Darkwind. 

 Imperials are a diverse lot, but 

for the most part gather in cities or 

outlying villages. Most of the land is 

owned by the aristocracy, but a strong 

merchant class has emerged to fund the 

alchemists and industrialise. Railways 

are being built to the outlying sectors 

of the Empire, and air travel is being 

experimented with. Soon all areas of 

Kel Dirain will be quickly accessible. 

Imperials in other lands tend to be 

merchants, missionaries or soldiers. 

 Religion: Imperials have more 

flexibility when it comes to religion 

than all their counterparts. Most of the 

ascended Gods are of Imperial stock, 

numbering more or less twenty. 

Creative spells are heavily aspected, 

and depending on the deity you 
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worship some spells will be easier and 

others more difficult. Imperials often 

have large cadres of priests in their 

armies. Though this may make them 

somewhat cumbersome, they have the 

greatest potential to specialise in 

battlefield magic. 

 Allegiance: Neither Creation 

nor Destruction is inherent to the 

Imperials, and they may keep their 

allegiance covert or overt. Their 

civilisation has been Creative for all 

their history, save for one Emperor 

who allied with the powers of 

Destruction. The churches have 

managed to keep this constant. 

However, Imperials are the most 

vulnerable to the lure of destruction 

due to their open minds and permissive 

society. By far the greatest number of 

mages since the Ravaging come from 

their lands. 

 Language: Imperials speak the 

common language of their realm, as 

well as certain regional tongues. All 

are based on the Itjian alphabet, and 

are similar in structure and written 

form if not in pronunciation. Some are 

fluent in Alianvael, and all merchants 

know Elven and Yenarian. Only a 

select few scholars and all priests 

know Heraldric. 

 Names: Lineage and blood is 

very important to the Imperials as they 

hail from a multitude of tribes and 

peoples. Aristocrats can often trace 

their family trees back at least ten 

generations, and family feuds are not 

easily forgotten. First names vary from 

region to region within the Empire. 

 Male Names: Acelin, Alleyne, 

Bellamy, Cassidy, Darren, Ehner, 

Ewan, Gair, Hogan, Kinnard, Udell. 

 Female Names: Adelle, 

Aldora, Bridgett, Brooke, Cerise, 

Dacey, Dawn, Edeva, Fionavar, 

Kayley, Lesley. 

 Family Names: Adams, Blair, 

Bountimoore, Callaghan, Ennis, Fern, 

Foster, Knight, Shaw, Sullivan, Young. 

 Adventurers: Imperials have 

many reasons for adventuring. Some 

experience wanderlust and wish to 

escape the responsibilities of family 

life. Others feel they can make their 

fortune doing things other than 

harvesting cabbages. Nobles run from 

the social rules and strictures, priests 

go out to spread the good word. 

Almost any Imperial will consider the 

adventuring life as the ideal at some 

point or another. The open road, 

however, isn’t cut out for everyone. 

 

IMPERIAL RACIAL IMPERIAL RACIAL IMPERIAL RACIAL IMPERIAL RACIAL 

CHARACTERISTICS:CHARACTERISTICS:CHARACTERISTICS:CHARACTERISTICS:    

• +2 Intelligence: Imperials tend to 

be quick-witted and open-minded. 

• Medium Size: as medium-sized 

creatures, Imperials have no special 

bonuses or penalties due to their 

size. 

• Imperial base speed is 10 metres. 

• Racial skill: Imperials may trade 

one class skill for any one of the 

following racial skills: Alchemy, 

Disable Device or Gamble. 

• Uncanny Luck: Sometimes belief 

creates reality, and the Imperials 

believe in their own success. Once 

per day a d20 roll that would 

ordinarily result in a character’s 

death can be rerolled and the 

second result is taken. 

• +2 racial bonus on attack rolls 

made against Yenarians: the 

southern border is hotly contested, 

and these two Itjian races are old 

enemies. 

• Open Mind: +2 racial bonus on all 

Alchemy, Gather Information and 

Sense Motive checks. 

• Firearms proficiency: all Imperials 

are proficient with at least two 

pistols and one rifle from an early 

age. 

• Automatic Languages: Imperial. 

Bonus Languages: Alianvael, 

Elven, Heraldric, Yenarian. 
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YENARIANYENARIANYENARIANYENARIANSSSS    
Far to the south of the continent are the 

honourable Yenarians. A proud race 

with strong ties to nature and a vibrant 

warrior tradition, they are often viewed 

by others as barbarians. Their tribes 

travel frequently, migrating with the 

game, and a Spartan lifestyle toughens 

them more than their contemporaries. 

They are best known for their skill in 

battle and slow friendships. 

 Personality: Yenarians come 

across as taciturn to the other races. 

They prefer to be companionable in 

silence, and show their friendship 

through gestures and acts too subtle for 

many of the more outspoken peoples. 

Honour is of supreme importance to 

them, and death is preferable to 

humiliation. Hardship has bonded 

many of them together, and they are 

accepting of others who have 

accompanied them through their trials. 

Aid a Yenarian in completing his rite 

of passage and you have a loyal friend 

for life. 

 Physical Description: 
Yenarians stand about 1.8 metres tall 

and weigh between 70kg and 150kg, 

with the men being larger and more 

heavy-set than the women. Body-fat is 

a sign of prosperity, but physical 

prowess is a measure of respect. Their 

skin and hair is typically dark brown to 

black, with a few lighter exceptions. 

Yenarians are always ready for battle 

and carry weapons and armour at all 

times—even women and children. 

Both men and women tend to grow 

their hair long and braid it, or else 

shave it all off. It is customary for their 

bodies to be tattooed and for battle 

trophies and religious fetishes to be 

braided into their hair. 

 Relations: Yenarians are the 

sworn enemies of the Elves and the 

Imperials, both of whom frequently 

invade the grasslands for Yenarian 

slaves. Xenandra are viewed with great 

respect, and the other Elemental Races 

are seen as worthy allies or opponents. 

Malevorns and Djahn’Gar are spoken 

of in stories to frighten the young, and 

Abominations are discussed with a 

mixture of pity and revulsion. It is 

possible for anyone to gain acceptance 

within a tribe provided they prove 

themselves worthy. 

 Allegiance: Yenarians tend to 

be Overtly Creative, though there are a 

few loners who tend towards 

Destruction. These are often 

individuals who fail to uphold the strict 

discipline of the warrior lifestyle or 

loath the communal lifestyle of the 

tribe. Druids and shamans are revered, 

and few would dare cross them. 

 Yenarian Lands: Tan Yenar, 

or ‘Land of the Lost’, is the only home 

of the Yenarians. Some of the darkest 

skinned among them have settled on 

small islands around the coast, and 

some small few choose to make Itji 

their permanent home. There are fewer 

Yenarians than Imperials and the land 

can support them. Whether they dwell 

within its verdant jungles or roam the 

grassy plains, their harsh environment 

has conditioned them one and all. 

 Yenarians are frequently found 

in Val d’Or, Lokiel and Kel Dirain as 

slaves. Tensions are created as some 

amongst them worship the deity known 

as the Shimmering One. Their 

pilgrimage requires that they travel 

through the heart of Kel Dirain right up 

to the World Divide. 

 Religion: Yenarians worship 

ancient spirits. When Imperials were 

ascending to godhood, Yenarian 

warriors ascended and became the 

original Totems that guarded the tribes. 

Ancestor worship is also fairly 

common, and as a result the spirits of 

fallen Yenarians can be called upon to 

aid the Totems in times of duress. 

Some scant few Yenarians worship the 

Shimmering One, but their numbers 

are few. Even fewer are those who 
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worship the Itjian god, or the Weeping 

Goddess Farijara. All Yenarians are 

deeply committed to their religious 

duties with a devotion that would 

shame all save the Elves and 

Alianvael. 

 Language: The Yenarian 

tongue is a combination of Itjian, 

Elven and Heraldric. The other races 

know it as the ‘bastard tongue’, but 

they overlook its application. 

Yenarians are better able than their 

‘civilised’ cousins to read the glyphs 

on artefacts and in Itjian ruins. They 

are able to communicate the bare 

basics with any priest or Elemental 

race, and can hold complex 

conversation with their old enemies the 

Elves. The script they use is a 

combination of Itjian and Heraldric, 

and all Yenarians are literate. 

Names: Names are believed to 

be of the utmost importance, and are 

said to guide a child’s destiny. Though 

all names have meanings, the 

Yenarians are more aware of their 

importance. As such, names typically 

confer some great praise or a promise 

of great deeds to come. The tribe is the 

extended family, so all Yenarians use it 

in place of family names. To avoid 

confusion, they also mention their 

mother’s names. An example would be 

Alko of the Urzeti, son of Milla. 

Male Names: Adalardo, 

Beacan, Dheran, Dun, Essien, Jarrah, 

Juma, Kolya, Mulga, Odern, Tabari. 

Female Names: Arziki, 

Birkita, Bron, Ekala, Ellin, Emogen, 

Kapera, Korra, Myndee, Peta, Sukutai. 

Tribal Names: Ajani, Azi, 

Bayo, Darin, Jumoka, Kito, Lakota, 

Odion, Penda, Sade, Zuri. 

Adventurers: Yenarians 

adventure to gain experience and hone 

their skills. Whether on religious 

quests, war raid, initiation rites or even 

exiled in shame, their reasons for 

travelling are numerous. All hope to 

bring honour to their tribes on their 

journeys, and should they return 

bearing treasures they’re only assured 

of a warmer welcome home. What 

truly motivates them above all else is 

the promise of a worthy battle and—

should they die—glory for their 

bravery. 

 

YENARIAN RACIAL YENARIAN RACIAL YENARIAN RACIAL YENARIAN RACIAL 

CHARACTERISTICS:CHARACTERISTICS:CHARACTERISTICS:CHARACTERISTICS:    

• +2 Strength, -2 Intelligence, -2 

Charisma: Yenarians are stronger 

and hardier than their other Itjian 

cousins, but tend to reject progress 

and have a hard time getting on 

with others. 

• Medium Size: as medium-sized 

creatures, Yenarians have no 

special bonuses or penalties due to 

their size. 

• Yenarian base speed is 10 metres 

• Racial skill: Yenarians may trade 

one class skill for any one of the 

following racial skills: Climb, 

Intimidate or Survival. 

• +2 bonus on Craft (Weapons) 

checks: If lost in the wilderness 

without weapons, Yenarians are 

frequently forced to make their 

own with the materials on hand. 

• +4 bonus to Intimidate and 

Survival checks: Yenarians have a 

fearsome reputation and an 

uncanny ability to survive in the 

wilderness. 

• +2 bonus on Fortitude saves to 

resist poison and disease: 

Yenarians survive amongst 

dangerous fauna and flora, and 

have developed a resistance. 

• Beserker Rage: certain Yenarian 

warriors are able to enter into a 

frenzied state to aid them in battle. 

They gain phenomenal strength 

and ability at the cost of being able 

to defend themselves. They gain a 

+4 bonus to Strength, +2 vitality 

points per level and a +2 raging 

bonus to Fortitude and Will saving 
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throws. While raging Yenarians 

cannot perform any skill or feat 

that requires concentration or 

finesse—such as Craft (any), Move 

Silently or Combat Expertise. This 

includes any magical skills. The 

rage last for a number of rounds 

equal to 5 + the character’s 

Constitution modifier. After the 

rage is over the extra vitality points 

are lost and the character suffers a -

2 penalty to all Strength and 

Dexterity based rolls. The character 

is also unable to run or charge. 

• Automatic Languages: 

Yenarian. Bonus Languages: Elven, 

Heraldric, Imperial, Itjian, Primitive, 

Xenandra.

 

 

THE ELEMENTAL RACESTHE ELEMENTAL RACESTHE ELEMENTAL RACESTHE ELEMENTAL RACES 

 
AAAALIANVAELLIANVAELLIANVAELLIANVAEL    
Alianvael are the children of 

Arkeminas, Elemental God of the Air. 

They are frail and other-worldly, yet 

always welcome wherever they choose 

to travel. Alianvael priests bring their 

religion to anyone who’ll listen and 

ambassadors and traders carry their 

citizens and goods to the far corners of 

the known world. Yet behind all of this 

prosperity is a profound duty. The 

Alianvael city of Nue Salia Divira, 

home to their race, is the lone bastion 

that stands between the civilised world 

and destruction. Whether fighting back 

encroaching demons or hunting down 

mages, the Alianvael see themselves as 

Creation’s first defenders. 

 Personality: Alianvael are 

light-hearted and relaxed. By nature 

they are peace-loving and friendly; 

those who show a more war-like 

temperament often become warrior 

priests and are frequently sent on 

missions away from home. Moderation 

in everything is an Alianvael saying, 

and they tend to frown upon those who 

indulge in excess. They are patient and 

good listerners. 

 Physical Appearance: 
Alianvael typically stand about 1.5 

metres tall and weigh between 40kg 

and 75kg. Men and women are more or 

less the same size. They appear 

emaciated by Imperial standards, 

seeming to be little more than bone and 

muscle encased in skin. Their bones 

have many hollow air-pockets to lessen 

their weight. Alianvael hair is available 

in as many colours as Imperial hair, 

but tends to acquire a metallic sheen, 

the most common being silver. Their 

skin is the palest white, like marble, 

and sometimes appears to glow. 

Alianvael eyes are typically grey, 

green or blue—a rare few have violet 

eyes, and are said to be destined for 

great or terrible things. All Alianvael 

have a pair of feathery wings on their 

back. 

 Relations: Alianvael have no 

real enemies and often act as mediators 

in disputes between the other races. 

They are the most open to having 

Abominations within their city, and 

have long-standing ties with the 

Imperials. They consider the Yenarians 

and Outcasts a bit uncultured, if useful 

allies. Xenandra, Worthanes and Elves 

are their ancient allies against the 

forces of Destruction, and Heralds are 

their parent race. The only races 

Alianvael could be said to despise are 

Malevorns and the Demons of Shimera 

Tirail. 

 Allegiance: Alianvael are 

Overtly Creative. Some few might be 

Destructive, but they are incredibly 
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rare. Those that lean towards 

Destruction are the shell-shocked 

warrior-priests, hedonists and 

disenchanted loners. A race that places 

as much pressure on good performance 

and moderation as the Alianvael do is 

sure to drive away many well meaning 

people who are of a more fragile bent. 

 Lands: Alianvael can be found 

all through-out Kel Dirain and on the 

eastern coast of Val d’Or as traders and 

priests, but the one place they truly 

think of as home is Nue Salia Divire. 

The city is a sprawling metropolis of 

white marble, precious stones and 

stained glass. Eleven mountain-tops in 

the World Divide and the man-made 

land bridges between them host 

thousands of buildings, walkways and 

temples. This is the single-largest city 

on Sekes and a shining light of trade, 

spirituality and intellectual growth. 

 Religion: Alianvael worship 

the god Arkeminas almost exclusively. 

Some rebellious elements may have 

turned towards the Weeping Goddess 

and become destructive, but these 

deviants are quickly sentenced to 

death. Arkeminas demands loyalty and 

respect, but few signs thereof. The 

Alianvael have very few religious 

ceremonies and duties, rather 

dedicating their every action to their 

god. The way they live their lives is a 

sign of their commitment. Other 

Elemental Gods are given cursory 

respect. Imperial gods and Yenarian 

spirits, while acknowledged, are rarely 

worshipped. 

 Language: The Alianvael 

language uses the Heraldric alphabet. 

It is musical and airy, often sounding 

like a series of fluty exhalations and 

melodic tones. The words tend to flow 

easily into each other very quickly, so 

Alianvael slow their speech down and 

emphasise pauses for listeners of other 

races. The other languages are 

considered somewhat unrefined. 

Interestingly, Alianvael struggle with 

all other languages save the Imperial 

tongue. Most Alianvael 

communication is via telepathy, unless 

conversing with other races. 

 Names: Alianvael put very 

little stock on names. For a race that 

can communicate telepathically, you 

learn to identify others by the feel and 

character of their thoughts more than 

any material name. They tend to adopt 

Imperial names, as Imperials are more 

likely to use them. No family names 

are used, as everyone in the 

community knows who is related to 

who. Young Alianvael choose their 

names when their wings are strong 

enough to fly, though there is no 

pressure to do so. 

 Male Names: Alexis, Avel, 

Chrysander, Deacon, Demetrius, 

Erastus, Evander, Ioannes, Killian, 

Kiron, Lykaios. 

 Female Names: Acantha, 

Belanca, Bethany, Callisto, Dacia, 

Ellice, Graeae, Hesper, Jeno, Kalika, 

Marmara. 

 Adventurers: Alianvael who 

venture from home often do so on 

missions for the church. Alianvael, 

more than any other race, spread the 

teachings of their god and carry out 

services in his name across the breadth 

of Sekes. Others seek to find their own 

path in the world, not content to 

remain cloistered within their city of 

wonders. All Alianvael encountered 

are pleasant companions and welcome 

members of any party. 

 

ALIANVAEL RACIAL ALIANVAEL RACIAL ALIANVAEL RACIAL ALIANVAEL RACIAL 

CHARACTERISTICS:CHARACTERISTICS:CHARACTERISTICS:CHARACTERISTICS:    

• -2 Constitution, +2 Charisma: 

Alianvael have incredibly frail 

forms due to their low body mass 

and hollow bones, but are loved 

by all and enemies of none 

• Medium size: as medium-sized 

creatures, Alianvael have no 

special bonuses or penalties due 

to their size 
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• Alianvael base land speed is 10m 

• Racial skill: Alianvael may trade 

any one class skill for one of the 

following racial skills: 

Diplomacy, Search or Sense 

Motive. 

• Flight: Alianvael adolescents have 

wings strong enough to carry 

them through the air. They can fly 

at a top-speed of 30m and have 

average manoeuvrability. 

• Telepathy: Alianvael can 

communicate with each other 

telepathically within a range of 

500m at no effort. Other races 

must be within line of sight and 

no further than 10m away. Only 

those directly communicated with 

can listen to telepathic messages, 

even if they themselves are not 

telepathic. The receiver of the 

message can make a will saving 

throw to ignore the message. The 

DC is equal to 10 + the Alianvael 

sender’s level. 

• Immunity to Lightning damage 

• Double damage from Acid 

• Hardened Air: Alianvael artisans 

are able to make items out of 

magically hardened air. This 

substance is light and durable. 

Armour made of Hardened Air 

can be glammered 

• +4 to Defence bonus against 

Djahn’Gar: Alianvael, having 

fought for centuries against 

Djahn’Gar trying to cross the 

World Divide, have learnt a few 

tried-and-tested battle techniques 

• Automatic languages: Alianvael. 

Bonus Languages: Avian, Elven, 

Heraldric, Imperial, Yenarian, 

Xenandra. 

 

ELVESELVESELVESELVES    
The Elves of Val d’Or are infamous. 

Their xenophobia and fanaticism has 

led them on many religious wars 

against the other races. Their prowess 

as powerful priests and exemplary 

cavalry has earned them a reputation as 

fearsome opponents. Many are the 

poor Imperials told of jewelled cities in 

the far off deserts, or of the exotic 

spice plantations on the western coast. 

Ruled by the priesthood, the forces of 

Creation are nowhere more stalwart in 

their vigilance or successful in their 

battle against corruption. The children 

of the Flame Lord are feared and 

admired in equal measure. 

 Personality: Elves are widely 

known for being aloof. They tend to be 

a proud race that values politeness 

above all else. As such they have a 

code of etiquette and conduct that has 

been refined over their long lifetimes 

which other races can’t begin to 

fathom. Though they may seem short-

tempered, it is because the other races 

seem brash and insulting by 

comparison. They are hardly ever 

direct with their words, and the true 

meaning must often be puzzled out. 

Their politeness is matched only by 

their religious fanaticism and contempt 

for the ‘barbarians’ that inhabit the rest 

of Sekes. 

 Physical Appearance: Elves 

are tall and wiry, at a height of on 

average 1.8 metres and a weight of 

between 65kg and 110kg. Their skin is 

typically light brown or a golden tan, 

with many among them bearing dark 

moles or freckles. Elves are famous for 

their slanted eyes and devilishly 

pointed ears. Their hair tends to be 

thick and wavy, with shades ranging 

from dark brown to platinum blonde, 

the most common being a fiery red. All 

Elves have golden or hazel eyes, and 

their features tend to be finely 

chiselled. The men enjoy sporting 

short beards and hair, except for some 

warriors. The priests have jewels 

embedded in their foreheads; the more 

valuable the jewel, the higher the rank. 

All women—except slaves and 
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concubines—keep their bodies 

completely covered and wear veils. 

 Relations: The Elves are 

unloved by the children of Itji for their 

numerous crusades and the slave trade. 

Imperials get along with Elves through 

vibrant trade, but otherwise have little 

to do with each other. Alianvael and 

Worthanes are seen as old—perhaps 

somewhat misguided—allies. 

Malevorns are killed on sight, and 

were relations with Kel Dirain better 

the Elves would be able to conduct a 

purge. The Xenandra are also hated for 

what Mordakal perceives as Kelledris’ 

betrayal during the Ravaging. 

Djahn’Gar and Outcasts are seen as 

ancient foes and traitorous heretics. 

 Allegiance: Elves are without 

exception Overtly Creative. None 

would dare worship the Weeping 

Goddess, and for a Destructive caster 

to survive long enough in Val d’Or to 

gain disciples would be a great feat 

indeed. However, the lure of power 

may prove more magnetic than the 

strength of faith for some. 

 Elven Lands: Val d’Or and the 

protectorate of Lokiel are almost 

exclusively the only lands where one 

would reasonably expect to find Elves. 

Lokiel is the slaver’s island, and 

conducts much trade with the 

mainland. 

 Val d’Or is a desert peninsula 

of the continent. Mordakal scoured it 

of its vegetation in ages past to purge it 

of Kelledris’ children. Nej Thuril, a 

mountain fortress, is the source of a 

poison river that blights any vegetation 

that might cross into the holy land’s 

borders. The western coast is the heart 

of the spice trade, and a versant area 

with a tropical climate. The east coast 

and interior are harsh desert lands, but 

rich in oil and gemstones. The gems, 

viewed as a testament to Fire’s victory 

over Earth, are considered holy and 

used to decorate all the buildings in the 

cities. 

 Religion: Elves worship the 

Flame Lord, Mordakal. His priests 

educate the people and form the 

bureaucracy, forming a political and 

spiritual base of power. More than any 

other God, Mordakal has strict 

requirements of his people and the 

duties they perform on a daily basis are 

staggering. This harkens back to the 

days when every Elf was a soldier. 

Most of the laws also serve to 

encourage discipline and cleanliness as 

well as social cohesion. Once per year 

every follower is expected to make a 

pilgrimage to Mortabal, the holy city. 

 Language: The Elven tongue 

is completely divorced from Heraldric, 

although many words do sound 

similar. The prophet Jiheed created the 

language as he oversaw the 

construction of the Elven civilisation, 

while his god was fighting the war to 

the north. The language utilises a 

flowing script that oddly translates into 

a rather harsh tongue. Sharp emphasis, 

quick tone changes and varied 

meanings based on the position of the 

words in relation to each other make 

Elven a complex language. 

Interestingly, most people learn it 

rather quickly as their future in the 

merchant or diplomatic enterprises 

often depend on it. 

 Names: Elves use names that, 

translated, glorify their god or their 

history. Many names serve to 

commemorate the greatness of those 

who have gone before. An increasing 

trend is to name the child to accrue 

future blessings, all of which are 

acknowledged as the Flame Lord’s to 

give. 

 Male Names: Aden, Amon, 

Bilal, Gadil, Gurion, Hassan, Lamech, 

Nirel, Phineas, Zahur, Zakai. 

 Female Names: Akila, Atara, 

Cala, Cassia, Farah, Ilana, Jehan, 

Kefira, Nashaw, Ozora, Talitha. 
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 Family Names: Adara, Anata, 

Bashir, Cy, Fariel, Givon, Kalil, 

Melkior, Qadir, Rashne. Roshan. 

 Adventurers: Most Elves that 

adventure do so for religious reasons. 

They seek to purge Sekes of 

destruction for their god, conduct 

missions in distant lands for the church 

or go seeking holy relics lost since the 

Ravaging. Others belong to the great 

merchant families and seek to expand 

their riches, while yet others are 

warriors hoping to hone their expertise. 

It is rare to meet an Elf outside of Val 

d’Or who is not a merchant, priest or 

warrior. They make for fearsome 

enemies in large numbers or competent 

and versatile allies—if one can 

stomach their blatant arrogance. 

 

ELVEN RACIAL ELVEN RACIAL ELVEN RACIAL ELVEN RACIAL 

CHARACTERISTICS:CHARACTERISTICS:CHARACTERISTICS:CHARACTERISTICS:    

• +2 Dexterity: Elves are incredibly 

lithe and fast-moving. 

• Medium size: as medium-sized 

creatures, Elves have no special 

bonuses or penalties due to their 

size. 

• Elf base land speed is 10m. 

• Racial skill: Elves may trade any 

one class skill for one of the 

following racial skills: Handle 

Animal, Ride or Search. 

• Low-light vision: an Elf can see 

twice as far as an Itjian in 

starlight, moonlight, torchlight 

and similar conditions of poor 

illumination. They retain their 

ability to distinguish colour under 

these conditions. 

• Immunity to Fire damage 

• Double damage from Cold 

• +2 to Craft (Gem-cutting) and 

Handle Animal skills: Elves are 

experts at working with jewels 

and gemstones and also have a 

long history raising horses. 

• +4 to Ride: Elves are the finest 

cavalry in the world. 

• Mounted Combat: all Elves, 

regardless of upbringing, are 

trained to ride horses at an early 

age. 

• Instant success to Spot a 

Malevorn: Malevorns do not 

possess a flame of life, and Elves 

can sense them within a range of 

10 metres. 

• +2 bonus to Reflex and Will 

saves: preternatural speed helps 

Elves avoid most serious dangers, 

and their fanaticism affords some 

mental protection. 

• Elven steel: Elven artisans are 

incredibly skilled and capable of 

making weapons of the magical 

material Elven Steel. Armour 

made of Elven steel can be 

glammered.  

• Weapon proficiency: all Elves 

receive weapons training and are 

proficient with three bladed 

weapons of the player’s choice. 

One of these must be the razor-

whip. Typical choices include the 

scimitar and dagger. 

• Automatic languages: Elven. 

Bonus Languages: Alianvael, 

Fierras, Heraldric, Imperial, 

Yenarian, Xenandra. 

 

 

WORTHANESWORTHANESWORTHANESWORTHANES    
One of the most mysterious of the 

Elemental Races, the Worthanes are 

the children of Cejira. They look like 

humanoid Octopi, and though usually 

peaceful and friendly this is enough the 

strike fear into most. Their cities exist 

entirely underwater and are living 

constructs of coral. The Worthanes are 

powerful telepaths and telekinetics, 

specialising in the engineering of 

living organisms. Generations ago 

Cejira and Mordakal created an 

ultimate weapon, which was placed in 

the Worthanes’ care. They have 

watched the surface world from the 
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shadows, and are now returning to 

avert the coming conflict. 

 Personality: Worthanes are a 

peaceful race that—until they first 

encountered the Destroyer—did not 

understand violence. They now view it 

as an evil, but a necessary one, and 

look down on those who are too quick 

to resort to it as a recourse. Their 

notions of morality are somewhat 

unconventional. The greater good has 

precedence over all, and harmony 

between peoples and the environment 

is of supreme importance. Slavery, 

therefore, is only wrong because some 

object to it; otherwise it would be an 

efficient and desireable source of 

labour. Life is sacred, and killing is 

justified only for subsistence. Anything 

else is barbaric. 

 Physical Appearance: 
Worthanes are on average between 

90cm and 110cm tall, weighing 32kg 

to 67kg. Females and males are 

completely indistinguishable to the 

other races. Their skin ranges from a 

pale light blue to a dark black, but the 

most common shades are light to dark 

browns with an orange tint. They have 

brightly coloured markings on their 

body which glow in the absence of all 

light (underwater and underground, not 

in moonlight). Their eyes are deep, 

inky spheres. Their torso ends in many 

trailing tentacles, as does each flexible 

arm. They have the heads of octopi, 

with tentacles surrounding their beaks. 

They also possess two smaller tentacle 

clusters on their head that secrete ink, 

allowing them to escape danger. 

 Relations: Worthanes are old 

allies of the other Elemental Races, for 

all that they abhor violence. The Elves 

are their closest friends. Imperials are 

disliked for their disregard for the 

greater good, whereas Abominations 

and Yenarians are considered amiable 

if dangerous. Malevorns are killed on 

sight, despite the Worthane abhorrence 

thereof. Outcasts, Xenandra and 

Djahn’Gar are avoided, as they are 

foes of the Elves. Worthanes are easy 

to get along with and even-tempered, 

but it is their strange morality that 

makes connecting with them difficult. 

 Allegiance: Overtly Creative. 

It is not harmonious for a Worthane to 

become Destructive. Were they to 

suffer great mental and emotional trials 

it could be justified, but it would 

involve mass-murder of some sort. If 

there are three Worthanes in all of 

Sekes who are destructive, it would be 

considered a lot. 

 Worthane Lands: Not 

operating with traditional boundaries, 

or living on the surface world, 

Worthanes gather together in large 

underwater cities. These cities are 

abundant in marine life and constantly 

growing. The Worthanes live in 

harmony with the ocean life, and their 

cities are made of coral. A small city 

exists in the Inner Sea, but all their 

other lands exist out beyond Kel 

Dirain’s eastern coast in the deep 

waters. None living—not even the 

Inner Sea Worthanes—save perhaps 

Kel or Lo Ruhamah have seen these 

cities. 

 Religion: Cejira, Elemental 

Goddess of Water, is worshipped by 

the Worthanes exclusively. She 

appears as a cross between a Worthane 

and a Herald, though many Imperials 

choose to believe she is a beautiful, 

naked maiden. By maintaining a 

balanced life and living in harmony 

with the world one worships Cejira. 

The Worthanes pray frequently for 

guidance, seeing themselves as little 

more than physical vessels of her 

divine will. 

 Language: Worthanes are 

physiologically incapable of speaking 

in any means except telepathy. Rather 

than using words they communicate in 

visuals and emotions, and as such are 

more intuitive in their communication. 

They are capable of framing their 
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thoughts into words for the other races, 

though they may seem to struggle at 

times. The difference in language 

usage only heightens their alien nature. 

 Names: As with the Alianvael, 

the Worthanes have no names. Unlike 

the Alianvael, however, they have 

never had enough contact with the 

surface world to force them to adopt 

names. Worthanes find the concept a 

strange one, but can acknowledge its 

necessity amongst the less-connected 

societies. Those who live in secret on 

the surface adopt names as necessity 

warrants it. A strangely named 

individual could easily be a Worthane 

in disguise. 

 Adventurers: Many 

Worthanes belong to a secret 

organisation called the Grey 

Brotherhood. These ‘brethren’, as they 

call themselves, hide amongst the 

Itjian descendants and combat the 

forces of Destruction. Others combat 

the harmful effects of civilisation, 

often trying to find a useful 

compromise between progress and 

preservation. Others hunt down the 

rogue members of their race who have 

experienced psychological breakdown 

and committed numerous acts of 

violence. Wherever they roam, 

Worthanes strive to preserve the 

harmony of all that is. 

 

WORTHANE RACIAL WORTHANE RACIAL WORTHANE RACIAL WORTHANE RACIAL 

CHARACTERISTICS:CHARACTERISTICS:CHARACTERISTICS:CHARACTERISTICS:    

• -2 Dexterity, +2 Intelligence, +2 

Wisdom: on land the Worthanes 

are sluggish and slow. Their fine 

intellects and powerful reasoning 

capacity make them valuable 

assets despite this. 

• Small size: as small creatures, 

Worthanes gain a +1 size bonus to 

Defence, +1 bonus to attack rolls 

and a +4 bonus to Hide checks. 

They are forced to use smaller 

weapons than the other races, 

however, and their lifting and 

carrying limits are three quarters 

that of an Imperial. 

• Worthane base land speed is 3m: 

their appendages are not designed 

for surface-world mobility 

• Racial skill: Worthanes may trade 

any one class skill for one of the 

following racial skills: Escape 

Artist, Knowedge (Any) or Swim. 

• Darkvision: Worthanes can see in 

the dark up to 20m. Darkvision is 

in black and white, but otherwise 

is exactly like normal sight, and 

Worthanes can function perfectly 

in conditions of no light. 

• Immunity to Cold damage 

• Double damage from Fire 

• Telepathy: Worthanes can 

communicate with each other 

telepathically within a range of 

500m at no effort. Other races 

must be within line of sight and 

no further than 10m away. Only 

those directly communicated with 

can listen to telepathic messages, 

even if they themselves are not 

telepathic. The receiver of the 

message can make a will saving 

throw to ignore the message. The 

DC is equal to 10 + the Worthane 

sender’s level. 

• +5 bonus to Telekinesis checks: 

Worthanes are telekinetically 

adept. A roll of 1 on a Telekinesis 

check is not an automatic fail for 

them.  

• Phosphorous markings: when in 

complete absence of light, the 

coloured markings on Worthanes’ 

bodies glow. All areas within 14m 

of the Worthane are considered to 

be ‘low-light’ conditions. The 

Worthanes suffer a -10 penalty to 

Hide checks under these 

conditions. 

• Instant Success to Spot a 

Malevorn: Malevorns have no 

moisture in their body, something 

Worthanes are able to sense at a 

range of 10m. 
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• Amphibious: Worthanes are 

capable of breathing equally well 

both on the surface and 

underwater. When underwater 

they have a Swim speed of 10m. 

• Automatic Languages: None. 

Bonus Languages: Alianvael, 

Aquatic, Elven, Heraldric, 

Imperial, Yenarian, Xenandra.

 

 

 

 

THE LOST RACESTHE LOST RACESTHE LOST RACESTHE LOST RACES 
 

MALEVORNSMALEVORNSMALEVORNSMALEVORNS    
A race of formshifters from a distant 

world, the Malevorns are lost and 

alone in a hostile alien environment. 

Despite their best efforts they cannot 

consciously affect the energies of this 

strange world the natives term ‘Sekes’, 

nor can they find acceptance among 

those who label them monsters. For 

many, survival is all that matters. For 

others among them, the Destroyer is 

their only hope. After all, if he could 

bring them to this world, surely he also 

has the power to send them home? 

 Personality: Malevorns are 

secretive and adaptable, a perfect 

combination of both Imperial and 

Abomination virtues. They are 

intensely driven and ambitious, known 

to prepare plots that only come to 

fruition after decades. Their morals are 

loose, as they can get away with just 

about anything and lay the blame on 

someone else. Malevorns may, as a 

result, come across as incredibly 

selfish creatures. Most of them only 

become aware of their true heritage 

during adolescence, when they are 

most likely to start abusing the powers. 

 Physical Description: 
Malevorns have no true form that they 

are aware of. They are the only 

formshifters on Sekes and, as such, are 

able to emulate anyone or even 

anything with enough practice. All 

Malevorns weigh 85kg, and can 

distribute this mass in any way they 

wish. Some do acquire more mass to 

allow for more flexible form-shifting. 

The only indication as to how a natural 

Malevorn may appear is the shifting 

whirlwind of black, dust-like particles 

that become visible whenever the form 

is shifted. 

 Relations: Malevorns have no 

allies amongst the other races of Sekes; 

should his or her true racial heritage be 

known, a Malevorn will be put to 

death. Elves and Worthanes are 

particularly despised as they can 

instantly detect Malevorns. 

Abominations and Djahn’Gar have 

proven worthy allies in the past, but 

only when convenience permits. 

Imperials and Yenarians are useful, as 

Malevorns blend effortlessly into their 

societies. 

 Allegiance: Malevorns are the 

only race that is Destructive in 

allegiance. A few find Sekes to be a 

worthy home and have dedicated all 

their ambitions to success here. This 

does not necessarily mean they’re 

Creative in allegiance, just that they 

don’t fanatically serve the Destroyer. 

Malevorns, inclined to secrecy, tend to 

be Covert. 

 Malevorn Lands: Malevorns 

are found everywhere the children of 

Itji are, provided they can stay out of 

sight of any Elves. They tend to keep 

far from the ocean just in case of the 

presence of Worthanes. The large 

majority find themselves in Kel Dirain, 

as the forward-looking Imperials give 

them plenty of opportunities to realise 



 32

their ambitions. Yenarians are perhaps 

a bit too backward for a Malevorn 

aspiring to greatness. 

 Religion: The Malevorns are 

entirely secular. Though many serve 

the Destroyer, few among their number 

ascribe a deity’s status to him. The 

crucial question for many of them is 

that since the Destroyer was killed, 

how can they create a new one or find 

some way of resurrecting him? They 

worship their vices as ambitions, and 

the Destroyer is simply one way to 

help them fulfil these goals. 

 Language: The Malevorn 

tongue is a secret language shared to 

none of the other races. Not even all 

Malevorns know how to speak it, as 

many are raised by their Itjian parents. 

The language is used to distinguish 

rank; anyone who’s anyone in the 

Malevorn secret society knows the 

tongue. Those who don’t are looked 

down upon. 

 Names: Malevorns, as 

formshifters, are neither male nor 

female. They have many names in the 

tongues of the lands they inhabit, but 

only one true name in their language. 

Regardless of what language they grew 

up speaking, their Malevorn name—no 

matter how derogatory—is the one 

they’re stuck with. 

 Malevorn Names: Ambika, 

Aneira, Bevan, Briallan, Conway, 

Derryth, Eleri, Gethin, Idris, 

Llewellyn, Mostyn, Rhonwen. 

 Adventurers: Malevorns are 

ambitious, and as such often adventure 

to fulfil some selfish goal. They also 

remain convinced of their own 

invulnerability, something that often 

causes them to do quite reckless things. 

Being distrustful of others when 

they’re so superior, a Malevron 

believes that anything worth doing is 

worth doing oneself. As such, any 

underlings they tend t have doing the 

adventuring for them are also 

Malevorns. 

 

MALEVORN RACIAL MALEVORN RACIAL MALEVORN RACIAL MALEVORN RACIAL 

CHARACTERCHARACTERCHARACTERCHARACTERISTICS:ISTICS:ISTICS:ISTICS:    

• +2 to Constitution, +2 

Intelligence: Malevorns are 

slightly harder to kill and 

incredibly cunning. 

• Medium Size: Malevorns gain no 

bonuses or penalties due to their 

size. 

• Malevorn base land speed is 10m 

• Racial skill: Malevorns may trade 

any one class skill for one of the 

following racial skills: Bluff, Hide 

or Sleight of Hand. 

• +2 to Fortitude saves: Malevorns 

are difficult to kill due to their 

alien physiology. 

• +10 to Disguise checks: 

Malevorns are formshifters and 

can take on the appearance of 

anyone they choose. 

• +2 to Hide checks: Malevorns can 

blend in better with their 

surroundings than most. 

• Fast Healing: Malevorns heal 

damage twice as fast as the other 

races. The heal 1 vitality point 

every half an hour spent resting 

and 1 wound point for every 

twelve hours spent resting. 

• Automatic Languages: Malevorn 

or the language of the non-

Malevorn parent. Bonus 

Languages: Alianvael, Imperial, 

Yenarian, Xenandra. 

 

 

OUTCASTSOUTCASTSOUTCASTSOUTCASTS    
When the Elves began the first 

Crusade against the Itjian lands, many 

of them felt their leaders were 

behaving immorally. Led by a man 

claiming to be the prophet Jiheed 

reborn, they were branded as heretics. 

For protesting their holy war to cast 

out destruction, they were stripped by 

the Flame Lord of everything that 

made them Elven and cast out of their 
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lands. Nomadic wanderers who profit 

off of trade, they now have no place to 

call their own and no history to tell 

them who they are. 

 Personality: The Outcasts are 

fun-loving and care-free. They were 

cast out, but this gave them the 

freedom to define their own destiny. 

Though some harbour bitter 

resentment for their pure Elven 

brothers, many are content to live their 

lives away from the gaze of their 

former god and brethren. They are 

incredibly fond of stories and dancing 

and many of them are either skilled 

chefs or brewers. Though considered 

flighty, they are good companions and 

fond of practical jokes. 

 Physical Description: Outcast 

Elves are shorter than their-pure blood 

cousins, having a lot more in common 

with the Imperials. Their average 

height is about 1.7m tall, and their 

weight anywhere between 55kg to 

115kg. Outcast skin is as pale as that of 

the Imperial nobles, and their hair is all 

the Itjian shades from platinum blonde 

to jet black, with the most common 

being light auburn. Their eyes as well 

have great variation, though the most 

common is green. They are strong 

individualists, but their clothes are 

always in bright colours. Their taste is 

eclectic, and they tend to show some 

eccentricity with their accessories and 

mementos. 

 Relations: Outcasts have 

formed very close bonds with many 

Yenarians, as they occupy the same 

lands and are both nomadic. Outcasts 

travel freely through Kel Dirain, and 

carry many Yenarian and Imperial 

goods for trade with them. Alianvael, 

Malevorns and Abominations consider 

them frivolous, but occasionally 

useful. Elves loath them, and though 

capable of cooperating with their 

banished cousins would rather see 

them dead. Wherever they go they are 

considered thieves, mystics and a bad 

influence. 

 Allegiance: Outcasts give their 

allegiance to whatever power or force 

strikes them as the most just, if they 

give their allegiance at all. They are 

equal measure Creative and 

Destructive, Overt or Covert. The only 

common denominator is that they fight 

for their freedom, regardless of which 

side chooses to oppress them. The 

noble aims of the Prince of Illusion 

speak to many of them. 

 Outcast Lands: Outcasts dwell 

within the forests and jungles of Tan 

Yenar mostly, though they never settle 

in one place. Their garishly decorated 

wagons travel the length and breadth 

of Kel Dirain and are common sights 

in the southlands. Many travel along 

the coasts purposefully hoping to meet 

their Elven cousins so they can slit a 

few throats. Truly having no lands of 

their own, they only place they call 

home is the interior of their wagon. 

 Religion: The Outcasts have 

eschewed all religion save one. A 

quarter of their race worships an 

Imperial Deity known as the 

Shimmering One, to fill the void left 

with their Lord’s denial of them. As 

their Elven cousins, they make an 

annual pilgrimage. Beyond this, 

religion is of little importance, and it is 

suspected that many of them worship 

out of habit more than devotion. 

 Language: Outcasts speak the 

Imperial tongue, having forsaken 

everything that makes them Elven. 

This slightly offends the Yenarians, 

but as their language contains many 

Elven words they readily understand.  

 Names: Outcast names are 

given on whim and often have no 

meaning. They’re chosen for their 

simplicity, melodic quality and for the 

pleasure of being spoken and heard. 

Family structures are of little 

importance, as children choose to 

wander at an early age. It matters little 
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to them which wagon family or 

adopted parent feeds them. 

 Male Names: Amador, Carlos, 

Diego, Efrain, Esteban, Javier, Juan, 

Marco, Miguel, Rafael, Tajo. 

 Female Names: Allegra, 

Belicia, Elina, Isabel, Jacinta, Liani, 

Neva, Rosario, Tia, Vina, Ysobel. 

 Adventurers: Outcasts fit 

naturally into the adventurer’s mould. 

They travel with little thought or care 

to a permanent existence, subsisting on 

what they can scrounge together. Their 

wealth is entirely accrued from petty 

theft, plundering ancient ruins and 

slaying terrible foes. None more 

readily take up the adventuring life, yet 

none can cast it off again as easily 

should they grow bored. 

 

OUTCAST RACIAL OUTCAST RACIAL OUTCAST RACIAL OUTCAST RACIAL 

CHARACTERISTICS:CHARACTERISTICS:CHARACTERISTICS:CHARACTERISTICS:    

• +2 Charisma: Outcasts are best 

known as con artists and 

tricksters, but are also famed for 

their charm. 

• Outcasts are medium creatures 

and suffer no penalties or bonuses 

due to their size. 

• Outcast base land speed is 10 

metres. 

• Racial skill: Outcasts may trade 

any one class skill for one of the 

following racial skills: Gamble, 

Perform or Sleight of Hand. 

• +2 to Survival and Handle 

Animal checks: Outcasts travel 

through areas that many find 

difficult to traverse, and are 

reliant on animals to pull their 

wagons. 

• +4 to Hide, Move Silently and 

Sleight of Hand: whether 

avoiding foes in the wilderness or 

the law in Eldin, whether hiding 

daggers or pick-pocketing nobles, 

Outcasts are adept at being sneaky 

and underhanded. 

• Bonus feat: Outcasts are versatile 

and trained from an early age. 

They gain one extra bonus feat at 

1
st
 level. 

• +2 bonus on Fortitude saves to 

resist poison and disease: 

Outcasts survive amongst 

dangerous fauna and flora, and 

have developed a resistance. 

• Outcasts are proficient in the use 

of the Longbow, shortbow, axe 

and dagger. All need to be able to 

protect themselves, even the 

children, though they have a 

certain distaste for swords, as 

these are the weapons of the 

Elves. 

• Automatic Languages: Imperial. 

Bonus Languages: Alianvael, 

Heraldric, Yenarian, Xenandra. 
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CLASSESCLASSESCLASSESCLASSES    

    
“I may be wearing the dirt of a common muck-raker, but I assure you, infidel, that I 

am something entirely different.” 

-High Councillor Talavein of the Mordakar- 

 

 

A further way in which characters are differentiated from each other according to the 

d20 rules is Class. Apart from Race, Class distinguishes your character from all 

others. Each class has its own skills, feats and special abilities.  

 One of the differences between Unchained Earth classes and most others is 

that they have ‘Kits’. Each class has between two and three kits. These kits are 

different skill and feat combinations that more accurately reflect a particular class’s 

different specialisations. 

 The many classes and their various characteristics are outlined below. The 

classes are fairly flexible, allowing for customisation of the fine details to truly set 

each character apart. 

 

ARTISANARTISANARTISANARTISAN
The skilled Imperial baker, expert 

Alianvael book-binder, shrewd Outcast 

sculptor and grizzled Elven blacksmith 

are all fine examples of the Artisan 

class. These individuals combine 

natural talent with the finest training 

their money or familial ties could buy. 

They are the elite craftsmen in their 

chosen fields. Whether pondering the 

meaning of the universe, hunting for 

ancient relics or crafting exemplary 

items for their companions, Artisans 

are always valuable members of any 

party. 

 

Exploits: 
Some artisans choose to adventure for 

the promise of new knowledge and a 

full purse. Yet others are hoping to 

gain an even more precious 

commodity: reputation as the finest 

artisan in the land. There are even a 

small number who feel the need to 

prove themselves the best, and go out 

searching for others to compete against 

to test their skill. Artisans in the party 

can be healers, alchemists, 

archaeologists or item manufacturers—

amongst other things. 

 

Characteristics: 
Artisans possess the all-round best 

technical ability, and may not initially 

seem well-suited to the adventuring 

life. Despite this, they often choose a 

field to specialise in as they find their 

focus narrow and their interests 

sharpen. All round adaptability with 

the potential to focus their skills make 

Artisans versatile. As they gain in 

experience, they get more 

opportunities to develop their 

proficiencies according to their natural 

proclivities. 

 

Background: 
Most Artisans have lives to come back 

to when they’re not on the road. For 

them, adventuring is a past-time to 

keep the business afloat. Years of 

study and practice to hone their 

abilities means they often feel more at  
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home in the library, studio or 

workshop. Though by no means the 

cream of society, Artisans are 

respected for their skills and valued by 

their home communities. An adventure 

is always an opportunity to fulfil a debt 

to an old friend, gather valuable new 

materials or glean that elusive piece of 

knowledge. That being said, nowhere 

is quite as homey as a workbench. 

 

Race: 
Abominations gravitate towards the 

Artisan lifestyle very easily, fulfilling 

their reclusive tendencies and giving 

something back to the community at 

the same time. Imperial and Malevorn 

Artisans tend to be ambitious and 

competitive, often shirking caution in 

favour of the progress there is to be 

made. Yenarian artisans, by contrast, 

prefer to rely on tried-and-tested 

methods with a good helping of 

patience. All the Elemental races have 

Artisans capable of working with 

supernaturally endowed materials and 

are capable of many wonders that 

leave the Itjian craftsmen scratching 

their heads. Outcasts, with their 

nomadic lifestyles and restless spirits, 

rarely become Artisans if they’re 

capable of avoiding it. 

 

GAME RULE INFORMATIONGAME RULE INFORMATIONGAME RULE INFORMATIONGAME RULE INFORMATION:::: 

Artisans have the following game 

statistics: 

 

Abilities: 
Intelligence is undoubtedly the most 

important ability for an Artisan. 

Wisdom and Dexterity also serve him 

or her well, providing for increased 

perception and finer attention to detail. 

Charisma might prove useful to the 

Artist, as he needs to impress potential 

buyers. Explorers benefit from having 

some additional strength, making their 

expeditions easier. 

 

 

THE ARTISANTHE ARTISANTHE ARTISANTHE ARTISAN    

Level Base Attack 

Bonus 

Fort 

Save 

Ref 

Save 

Will 

Save 

Defence 

Bonus 

Reputation 

Bonus 

Special 

1
st
 +0 +0 +1 +1 +2 +0 Skill Emphasis 

2
nd
 +1 +0 +1 +1 +3 +0 Obscure Lore 

3
rd
 +2 +0 +1 +2 +3 +1 Instant Mastery 

4
th
 +3 +1 +2 +2 +3 +1 Trademark 

Technique 

5
th
 +3 +1 +2 +2 +4 +1 Expert 

6
th
 +4 +2 +3 +3 +4 +1  

7
th
 +5 +2 +3 +3 +5 +2  

8
th
 +6/+1 +3 +3 +4 +5 +2 Trademark 

Technique 

9
th
 +6/+1 +3 +4 +4 +5 +2  

10
th
 +7/+2 +4 +4 +4 +6 +2 Expert 

11
th
 +8/+3 +4 +5 +5 +6 +3 Trademark 

Technique 

12
th
 +9/+4 +5 +5 +5 +7 +3  

13
th
 +9/+4 +5 +5 +6 +7 +3  

14
th
 +10/+5 +6 +6 +6 +7 +3 Trademark 

Technique 

15
th
 +11/+6/+1 +6 +6 +6 +8 +4 Expert 

16
th
 +12/+7/+2 +7 +7 +7 +8 +4 Instant Mastery 

17
th
 +12/+7/+2 +7 +7 +7 +9 +4 Trademark 

Technique 

18
th
 +13/+8/+3 +8 +7 +8 +9 +4  

19
th
 +14/+9/+4 +8 +8 +8 +9 +5 Trademark 

Technique 

20th +15/+10/+5 +9 +8 +8 +10 +5 Expert 



 37

 

Vitality: 
Artisans gain 1d6 vitality points per 

level. The character’s Constitution 

modifier applies. 

 

Class Skills: 
The Artisan’s class skills, and the key 

abilities thereof, are as follows: 

The Artist Kit: Appraise (Int), 

Bluff (Cha), Craft* (Int), Forgery (Int), 

Gamble (Wis), Heal (Wis), 

Knowledge* (Int), Perform* (Cha), 

Profession* (Wis), Repair (Int), Ride 

(Dex), Search (Int), Speak/Read/Write 

Language (none). 

 The Explorer Kit: Balance 

(Dex), Climb (Str), Craft* (Int), Heal 

(Wis), Jump (Str), Knowledge* (Int), 

Pilot (Dex), Profession* (Wis), Repair 

(Int), Ride (Dex), Search (Int), 

Speak/Read/Write Language (none), 

Tumble (Str). 

 The Inventor Kit: Appraise 

(Int), Alchemy (Int), Craft* (Int), 

Disable Device (Int), Heal (Wis), 

Knowledge* (Int), Open Lock (Dex), 

Pilot (Dex), Profession* (Wis), Repair 

(Int), Ride (Dex), Search (Int), 

Speak/Read/Write Language (none). 
 

* Each of these skills actually encompasses a 

variety of related skills. Such as Knowledge 

could be Knowledge (History) or Knowledge 

(Heraldry), Perform could be Perform 

(Dance), Perform (String Instruments) or 

Perform (Tragedy). Each time this skill is 

learned, a specific category must be chosen. 

 

Skill points at 1
st
 level:  

(4 + Int Modifier) x 4. 

Skill points at each additional level:  

4 + Int modifier. 

 

CLASS FEATURES:CLASS FEATURES:CLASS FEATURES:CLASS FEATURES:    

All of the following are class features 

of the Artisan. 

 

Starting Feat: 
The Artisan begins with the following 

feat. 

 Weapon Proficiency (any). 

 

Skill Emphasis: 
At 1

st
 level, the Artisan gains the feat 

Skill Emphasis. This feat must be 

applied to a skill from the following 

list, thus setting the direction for your 

Trademark Technique. 

 Alchemy, Craft (select one), 

Heal, Knowledge or Repair. 

 

Obscure Lore: 
The Artisan has a knack for finding 

obscure information of all types. 

Starting at 2
nd

 level, he gets to add his 

Artisan level to any Knowledge check 

whenever he searches through a library 

or equivalent data storage facility for 

any information. 

 

Instant Mastery: 
At 3

rd
 and 16

th
 level, the Artisan gains 

4 ranks in any Intelligence-based skill 

(including cross-class skills, but not 

magical skills) that he or she has no 

ranks in. 

 

Trademark Technique: 
At 4

th
, 8

th
, 11

th
, 14

th
, 17

th
 and 19

th
 level, 

the Artisan gains a Trademark 

Technique. Each time, the Artisan 

selects one Technique from those 

described below. It can be a different 

Technique each time, or the Artisan 

can choose the same Technique as 

many as three times over the course of 

the six selections. 

 Alchemist: Receive a +1 bonus 

on alchemy checks, both to create 

explosives and potions as well as to 

perform demolition operations. 

Additional selections of this 

Trademark Technique can improve the 

bonus to +2 and +3. 

 Healer: Receive a +1 bonus on 

the Heal skill. Additional selections of 

this Trademark Technique can improve 

can improve the bonus to +2 and +3. 

 Lore Master: Receive a +1 

bonus on the Knowledge skill of your 
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choice. Additional selections of this 

Trademark Technique can improve the 

bonus to +2 and +3. 

 Mastercrafter: Applying this 

Technique to a specific Craft skill 

allows you to build mastercraft items 

using that skill. The types of items that 

can be mastercrafted, and the relevant 

Craft skill for each type are as follows. 

 Weapons          Craft (weapons) 

 Armour            Craft (armour) 

 Healing Kits    Craft (tools) 

 Climbing Kit   Craft (tools) 

 Thieves Tools  Craft (tools) 

 One average, it takes twice as 

long to construct a mastercraft item as 

it does to create an ordinary item of the 

same sort. The material cost is doubled 

(2/3 of the item’s normal price as 

opposed to 1/3) and he result of every 

daily Craft check you make is halved 

(rounded down). You can add the 

mastercraft feature to an existing 

ordinary item by paying the raw 

material cost and then making the daily 

Craft checks as though you were 

constructing the item itself. 

 In addition to the cost of the 

materials, the Artisan must also spend 

a number of experience points equal to 

one half the price of an ordinary item 

(for example, 250 XP for a ceremonial 

dagger priced at 500 GP). These 

experience points must be paid along 

with the raw materials cost, before the 

character makes any Craft checks to 

create the mastercraft item. This action 

cannot be performed if the experience 

expended would cause the character to 

drop in level. 

 Mastercraft items are the only 

ones forged well enough to contain 

magical properties, and if any priest or 

mage wishes to enchant an item it has 

to be of mastercraft quality. 

 Creating a mastercraft item is 

one of great complexity, and the DC 

for the final Craft check to complete it 

is 20. When successfully completed, 

the mastercraft item provides a +1 

bonus to the quality of an ordinary 

item of the same type. 

 Selecting this Technique for the 

same Craft skill multiple times gives 

the character the ability to create +2 

and +3 mastercraft items. To create a 

+2 item, the Artisan needs a +1 

mastercraft item and pays the 

appropriate monetary and XP costs as 

described above. The same rules apply 

if a +2 item needs to be upgraded to 

gaina bonus of +3. 

 Mechanic: Receive a +1 bonus 

on the Repair skill. Additional 

selections of this Trademark 

Technique can improve the bonus to 

+2 and +3. 

 Surgical Specialist: improve 

the number of wounds you can restore 

using the Heal skill and Surgery feat 

by +1. Additional selections of this 

Trademark Technique can improve the 

number of wounds restored to +2 and 

+3. 

 

Expert: 
At 5

th
, 10

th
, 15

th
 and 20

th
 level the 

Artisan gains a specific Craft, 

Knowledge or Profession skill. Each 

time he or she must select a different 

skill. For example, he might select 

Craft (armour) at 5
th
 level and 

Knowledge (ancient ruins) at 10
th
 

level. A +2 Expert bonus is received 

on skill checks with the selected skill. 

Expert bonuses stack with Skill 

Emphasis, Obscure Lore, Trademark 

Technique and any other bonuses. 

 

Wealth: 
4d4 x 10 gold pieces 
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FRONTIERSMAN:FRONTIERSMAN:FRONTIERSMAN:FRONTIERSMAN: 
Individuals that live on the fringes of 

society, frontiersmen are characterised 

by curiosity and a penchant for 

survival. Independent figures, they 

prefer the solitude and untamed heart 

of the wilderness, finding solace where 

few people dare. Frontiersman are an 

invaluable resource to many 

adventuring parties, signing on while 

the pay is good and their skills are 

needed. They know how to recognise 

danger ad locate the basic necessities 

for survival. Many desire the thrill of 

the unknown, wanting to be the first to 

solve ancient mysteries and see 

something new and different. They 

embrace the wild freedom in the 

distant corners of the world—and 

within their own hearts. 

 

Exploits: 
Many Frontiersman take on the 

adventuring lifestyle for the simple joy 

of seeing what’s over the next horizon. 

They pick up skills that make them an 

excellent member of any team. 

Usually, Frontiersmen are the best 

trackers, trailblazers and survivalists 

Sekes has to offer. Others are 

archaeologists and alchemists who’ve 

learnt these skills so they don’t have to 

rely on others. Though some simply 

sell their skills to the highest bidder, 

most have a good heart and personal 

code of conduct. Whether braving 

unknown ruins, dank jungles, empty 

ocean or a city sewer system, 

Frontiersmen are at their happiest 

when free. 

 

Characteristics: 
Frontiersmen temper insatiable 

curiosity with excellent survival 

instincts. They make use of dexterity 

and intelligence, as well as wisdom, to 

spot and avoid dangers. The have 

unyielding faith in themselves and 

their abilities that can sometimes 

border on arrogance, but is a marked 

sign of resilience and inner strength. 

Though their desire to be the first to be 

anywhere or do anything is strong, 

they’d prefer to be alive to enjoy it and 

aren’t completely reckless. Whether 

gruff or companionable, silent or 

talkative, they appreciate the wonders 

the world has to offer and face them 

with bravery. 

 

Background: 
All Frontiersmen have one thing in 

common when coming into their 

profession: they’re searching for 

something. Each of them possesses a 

feeling of general dissatisfaction, 

believing something is missing from 

their lives. The other thing all of them 

possess is the desire to go searching for 

whatever it is that’s missing. Some 

take on military or private contracts to 

amass wealth for personal satisfaction. 

Scholarly Frontiersmen prefer to 

accumulate knowledge first hand, 

seeking fame and recognition. Maybe 

one or two believe they’ll find love 

somewhere. Others desire little more 

than wind in the hair, rain in the face 

and the thrill of adventure. Some 

Frontiersmen even combine their 

training with military experience, 

perhaps going on to be bounty hunters. 

 

Races: 
Abominations and Outcasts are most 

likely to become Frontiersmen. 

Abominations, because they desire the 

solitude of the wild and feel driven to 

keep moving and Outcasts because the 

freedom and joy of the nomadic life 

comes naturally to them. Yenarians 

also make effective Frontiersmen, but 

much prefer to fight the war than 

perform reconnaissance missions. The 

other races value civilisation greatly, 

and rarely produce any with the desire 

to wander or escape the trappings of 

the city. Imperial, Alianvael and Elven 

Frontiersmen do exist, however, and  
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they are no less skilled than their 

‘wilder’ brethren. 

 

GAME RULE INFORMATION:GAME RULE INFORMATION:GAME RULE INFORMATION:GAME RULE INFORMATION:    

Frontiersmen have the following game 

statistics. 

 

Abilities: 
Most of the Frontiersman’s abilities 

rely on Dexterity, Intelligence and 

Wisdom. Strength is also useful for the 

Frontiersman who uses many athletic 

skills. 

 

Vitality: 
Frontiersmen gain 1d8 vitality points 

per level. The character’s Constitution 

modifier applies. 

 

Class Skills: 
The Frontiersman’s class skills, and 

the key abilities thereof, are as follows: 

 The Ranger Kit: Awareness 

(Wis), Balance (Dex), Climb (Str), 

Craft* (Int), Handle Animal (Cha), 

Hide (Dex), Jump (Str), Knowledge* 

(Int), Move Silently (Dex), Pilot (Dex), 

Profession* (Wis), Repair (Int), Ride 

(Dex), Search (Int), Speak/Read/Write 

Language (none), Survival (Wis), 

Swim (Str). 

The Spy Kit: Awareness (Wis), 

Bluff (Cha), Climb (Str), Craft* (Int), 

Disguise (Cha), Gather Information 

(Cha), Hide (Dex), Knowledge* (Int), 

Move Silently (Dex), Profession* 

(Wis), Pilot (Dex), Repair (Int), Ride 

(Dex), Search (Int), Speak/Read/Write 

Language (none), Survival (Wis), 

Tumble (Dex). 

 
* Each of these skills actually encompasses a 

variety of related skills. Such as Knowledge 

could be Knowledge (History) or Knowledge 

(Heraldry), Perform could be Perform 

(Dance), Perform (String Instruments) or 

Perform (Tragedy). Each time this skill is 

learned, a specific category must be chosen. 
 

Skill points at 1
st
 level:  

(6 + Int modifier) x 4. 

Skill points at each additional level:  

6 + Int modifier. 

 

CLASS FEATURES:CLASS FEATURES:CLASS FEATURES:CLASS FEATURES: 

All the following are class features of 

the Frontiersman. 

THE FRONTIERSMANTHE FRONTIERSMANTHE FRONTIERSMANTHE FRONTIERSMAN    

Level Base Attack 

Bonus 

Fort 

Save 

Ref 

Save 

Will 

Save 

Defence 

Bonus 

Reputation 

Bonus 

Special 

1
st
 +0 +1 +1 +1 +2 +0 Bonus Feat 

2
nd
 +1 +2 +2 +2 +2 +0 Trailblazing 

3
rd
 +2 +2 +2 +2 +3 +0 Heart +1 

4
th
 +3 +2 +2 +2 +3 +1 Uncanny Dodge 

(keep Dex bonus) 

5
th
 +3 +3 +3 +3 +4 +1 Skill Mastery, 

Extreme Effort 

6
th
 +4 +3 +3 +3 +4 +1 Evasion 

7
th
 +5 +4 +4 +4 +5 +1 Uncanny Dodge 

(can’t be flanked) 

8
th
 +6/+1 +4 +4 +4 +5 +2 Bonus Feat 

9
th
 +6/+1 +4 +4 +4 +6 +2  

10
th
 +7/+2 +5 +5 +5 +6 +2 Skill Mastery 

11
th
 +8/+3 +5 +5 +5 +7 +2 Heart +2 

12
th
 +9/+4 +6 +6 +6 +7 +3 Bonus Feat 

13
th
 +9/+4 +6 +6 +6 +8 +3  

14
th
 +10/+5 +6 +6 +6 +8 +3 Heart +3 

15
th
 +11/+6/+1 +7 +7 +7 +9 +3 Skill Mastery 

16
th
 +12/+7/+2 +7 +7 +7 +9 +4 Bonus Feat 

17
th
 +12/+7/+2 +8 +8 +8 +10 +4  

18
th
 +13/+8/+3 +8 +8 +8 +10 +4 Heart +4 

19
th
 +14/+9/+4 +8 +8 +8 +11 +4  

20th +15/+10/+5 +9 +9 +9 +11 +5 Skill Mastery 
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Starting Feats: 
The Frontiersman begins play with the 

following feats: 

 Armour Proficiency (Light) 

 Weapon Proficiency (any) 

 

Bonus Feats: 
At 1

st
, 8

th
, 12

th
 and 16

th
 level the 

Frontiersman gains a bonus feat. This 

feat must be selected from the 

following list, and the Frontiersman 

must meet any prerequisites. 

 Ranger: Animal Affinity, 

Brachiation, Combat Reflexes, 

Endurance, Great Fortitude, Improved 

Two-weapon Fighting, Quick 

Recoinnoiter, Self-sufficient, Skill 

Emphasis (Survival), Two-weapon 

fighting. 

Spy: Blind Fight, Flick of the 

Wrist, Combat Reflexes, Endurance, 

Faster Healing, Improved Two-weapon 

Fighting, Lightning Reflexes, Self-

sufficient, Skill Emphasis (Survival), 

Two-weapon fighting. 

 

Trailblazing: 

Beginning at 2
nd

 level, the 

Frontiersman becomes particularly 

good at finding the best route through 

unfamiliar or obstructed areas. When 

travelling in poor conditions or 

difficult terrain, the Frontiersman may 

make a Survival check to reduce travel 

time. 

 With a check result of 15 or 

better, the Frontiersman reduces the 

total travel time by 25%. With a 25 or 

better, the total travel time is reduced 

by 50%. 

 The Frontiersman can guide a 

group of up to three individuals with 

no penalty. However, for each 

additional three in the group being 

guided, apply a -2 penalty to the 

trailblazing check. 

 The Frontiersman can take 10 

on this check, but can’t take 20. This 

ability does not apply to tactical 

movement or local movement (see the 

Chapter on adventuring). 

 

Heart: 
The Frontiersman possesses a great 

deal of self-confidence and courage. 

Because of this, once per day the 

Frontiersman can focus her will and 

gain a circumstance bonus based on 

her innate belief in herself and her 

abilities. The bonus ranges from a +1 

at 3
rd
 level to +4 at 18

th
. The bonus can 

be applied to any skill check, ability 

check or attack roll. You can decide to 

use this class feature after making a die 

roll but before the GM reveals the 

result of the check or attack roll. 

 

Uncanny Dodge: 
Starting at 4

th
 level, the Frontiersman 

gains the ability to react to danger 

before her senses would normally 

allow her to do so. At 4
th
 level and 

above, the Frontiersman retains her 

Dexterity bonus to Defence (if any) 

regardless of being caught flat-footed 

or struck by a hidden attacker. She still 

loses the Dexterity bonus to defence is 

immobilised. This aspect of Uncanny 

Dodge does not negate flank attacks. 

 At 7
th
 level the Frontiersman 

can no longer be flanked, since she can 

react to opponents on opposite sides of 

herself as easily as she can react to a 

single attacker. 

 

Skill Mastery: 
At 5

th
 level, the Frontiersman 

designates a skill. When making a skill 

check with this skill, the Frontiersman 

may take 10 even if stress and 

distractions would normally prevent 

her from doing so. She becomes so 

certain in the use of this skill that she 

can use it reliably even under averse 

conditions. She designates an 

additional skill at 10
th
, 15

th
 and 20

th
 

level. 

 

Evasion: 
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At 6
th
 level, a Frontiersman gains 

evasion. If exposed to any effect that 

normally allows a character to attempt 

a Reflex saving throw for half damage, 

the Frontiersman suffers no damage 

with a successful saving throw. 

Evasion can only be used if the 

Frontiersman is wearing light armour 

or no armour. 

 

Extreme Effort: 
The Frontiersman can push herself to 

make an extreme effort a number of 

times per day based on the character’s 

Frontiersman levels (but only once per 

encounter). The effort must relate 

either to a Strength check, a Strength-

based skill check, or a melee attack. 

You can decide to use this class feature 

after making a die roll but before the 

GM reveals the result of the check or 

attack roll. The effort provides a 

circumstance bonus based on 

Frontiersman levels. Making an 

extreme effort also hinders the 

Frontiersman with a penalty to 

Defence for 1 round. After making an 

extreme effort, the Frontiersman 

becomes fatigued until the end of the 

current encounter. 

 

 

Wealth: 
4d4 x 10 gold pieces

 

 

LANDSMANLANDSMANLANDSMANLANDSMAN 
The salt-of-the-earth citizen who 

inhabits all nations of the world, 

Landsmen are tough, hardy individuals 

who gain their skills through hardship 

and experience. They hail from all 

over, whether travelling with Outcasts, 

farming rice, working on merchant 

ships or running noble households. Not 

used to luxury, Landsmen use their 

strength, dexterity and wisdom to 

overcome whatever hardships life may 

sling their way. They are robust, and 

experts at surviving under trying 

conditions. Though some may be 

considered ‘primitive’ by those of 

higher social station, they prove 

surprisingly adept at holding their own 

in the upper echelons though 

unfamiliar with the finer niceties. 

 

 

Exploits: 
Most Landsmen who become heroes 

do so because of circumstances. They 

are farmers whose families were killed 

on suspicion of heresy, frontier settlers 

whose homes were overrun by native 

marauders, nomads from lawless 

regions, orphans growing up in street 

gangs or miners in the Elven 

mountains sending money back home. 

Most Landsmen usually aspire to 

more, chasing a dream and staunchly 

refusing to compromise their ideals. 

Many hope to find their fame and 

fortune closer to where the action is, 

viewing their current occupations and 

homes as well off the beaten track. 

 

Characteristics: 
A Landsman is your typical jack-of-

all-trades, learning a little bit of 

everything as he makes his way 

through life. Often, a Landsman can 

keep even the oldest, most beat-up 

piece of equipment working as good as 

new. Where a Frontiersman or Artisan 

has extensive training in repair skills, a 

Landsman is better at keeping 

equipment jury-rigged than fixing it 

completely. This means the Landsman 

is faster at making slap-dash repairs,  

Frontiersman 

Level 

Circumstance 

Bonus 

Penalty to 

Defence 

Uses 

5-7 +3 -2 1/day 

8-11 +4 -3 2/day 

12-15 +5 -4 3/day 

16-18 +6 -5 4/day 

19-20 +7 -6 5/day 
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even in extreme situations, but less 

likely to fully repair an item. The 

Landsman is at home everywhere—

including the hinterlands—and is able 

to get by without the conveniences of 

civilisation. Of all the classes, 

Landsmen are perhaps the most 

adaptable and capable no matter what 

the circumstances. 

 

Background: 
Landsmen come to their profession by 

seeking a better life, searching for 

excitement or avenging an imagined 

wrong done by some higher power. 

Some seek wealth and power, others 

live for the thrill of adventure. A 

number are escaping slavery and 

prepared to do whatever can get them 

by, whereas others were born into the 

position and find all the happiness they 

need. Many are recruited to causes 

they believe worthy, or are driven from 

home by other circumstances. Rather 

than seeing themselves as Landsmen, 

they think of themselves in terms of 

whatever they’re aspiring to be—

merchant prince, expert winemaker, 

richest man in the district or even 

adopted member of the Imperial 

Family. 

 

Races: 
All races have Landsmen of some form 

or another. The Imperials, Worthanes, 

Elves and Alianvael depend on these 

individuals to perform all the necessary 

tasks that keep their societies 

functioning. The spice farmers on the 

West Coast of Val d’Or, whale 

breeders of the Worthanes, local 

militia in Kel Dirain’s villages and 

Alianvael scribes are all examples of 

Landsmen. Abominations seeking the 

quiet life sometimes become 

Landsmen, as do a fair amount of 

Outcasts that maintain the general 

well-being of their wagon-bound 

community. Yenarians have a number 

of landsmen to perform necessary 

labours, but this is seen as an inferior 

task compared to the waging of war. 

 

 

GAME RULE INFORMATION:GAME RULE INFORMATION:GAME RULE INFORMATION:GAME RULE INFORMATION: 

Landsmen have the following game 

statistics. 

 

 

THE LANDSMANTHE LANDSMANTHE LANDSMANTHE LANDSMAN    

Level Base Attack 

Bonus 

Fort 

Save 

Ref 

Save 

Will 

Save 

Defence 

Bonus 

Reputation 

Bonus 

Special 

1
st
 +0 +2 +1 +0 +3 +0 Bonus Feat, Bonus 

Class Skill 

2
nd
 +1 +3 +2 +0 +4 +0 Barter 

3
rd
 +2 +3 +2 +1 +4 +0 Jury-rig +2 

4
th
 +3 +4 +2 +1 +4 +0 Bonus Class Skill 

5
th
 +3 +4 +3 +1 +5 +1 Survival +2 

6
th
 +4 +5 +3 +2 +5 +1 Jury-rig +4 

7
th
 +5 +5 +4 +2 +6 +1 Bonus Feat 

8
th
 +6/+1 +6 +4 +2 +6 +1 Bonus Class Skill 

9
th
 +6/+1 +6 +4 +3 +6 +2 Jury-rig +6 

10
th
 +7/+2 +7 +5 +3 +7 +2 Survival +4 

11
th
 +8/+3 +7 +5 +3 +7 +2  

12
th
 +9/+4 +8 +6 +4 +8 +2 Bonus Class Skill 

13
th
 +9/+4 +8 +6 +4 +8 +3 Jury-rig +8 

14
th
 +10/+5 +9 +6 +4 +8 +3 Bonus Feat 

15
th
 +11/+6/+1 +9 +7 +5 +9 +3  

16
th
 +12/+7/+2 +10 +7 +5 +9 +3 Bonus Class Skill 

17
th
 +12/+7/+2 +10 +8 +5 +10 +4  

18
th
 +13/+8/+3 +11 +8 +6 +10 +4 Survival +6 

19
th
 +14/+9/+4 +11 +8 +6 +10 +4  

20
th
 +15//+10/+5 +12 +9 +6 +11 +4 Bonus Feat 
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Abilities: 
Dexterity, Wisdom and Strength are 

the most important abilities of the 

Landsmen class. 

 

Vitality: 
Landsmen gain 1d8 vitality points per 

level. The character’s Constitution 

modifier applies. 

 

Class Skills: 
The Landsman’s class skills and the 

key abilities thereof are as follows: 

 The Rural Landsman Kit: 

Awareness (Wis), Climb (Str), Craft* 

(Int), Gamble (Wis), Handle Animal 

(Cha), Hide (Dex), Jump (Str), 

Knowledge* (Int), Profession* (Wis), 

Ride (Dex), Search (Int), Survival 

(Wis), Swim (Str). 

 The Urban Landsman Kit: 

Appraise (Int), Awareness (Wis), 

Craft* (Int), Diplomacy (Cha), Gamble 

(Wis), Hide (Dex), Jump (Str), 

Knowledge* (Int), Profession* (Wis), 

Ride (Dex), Search (Int), Survival 

(Wis), Swim (Str). 

 
* Each of these skills actually encompasses a 

variety of related skills. Such as Knowledge 

could be Knowledge (History) or Knowledge 

(Heraldry), Perform could be Perform 

(Dance), Perform (String Instruments) or 

Perform (Tragedy). Each time this skill is 

learned, a specific category must be chosen. 
 

Skill points at 1
st
 level:  

(6 + Int Modifier) x 4 

Skill points at each additional level: 

 6 + Int Modifier 

 

CLASS FEATURES:CLASS FEATURES:CLASS FEATURES:CLASS FEATURES:    

All of the following are class features 

of the Landsman. 

 

Starting Feats: 
The Landsman begins play with the 

following feats: 

Weapon Proficiency (any) 

Weapon Proficiency (any) 

 

Bonus Feats: 
At 1

st
, 7

th
, 14

th
, and 20

th
 level the 

Landsman gains a bonus feat. This feat 

must be selected from the following 

list, and the Landsman must meet any 

prerequisites. 

 The Rural Landsman: 

Alertness, Armour Proficiency (light), 

Combat Reflexes, Endurance, 

Improved Shield Bash, Mounted 

Combat, Run, Throw Anything, 

Weapon Group Proficiency (any). 

 The Urban Landsman: 

Alertness, Armour Proficiency (light), 

Combat Intuition, Combat Reflexes, 

Endurance, Run, Throw Anything, 

Weapon Group Proficiency (any). 

 

Bonus Class Skills: 

 At 1
st
, 4

th
, 8

th
, 12

th
 and 16

th
 level the 

Landsman may designate a cross-class 

skill (except magical skills) as a class 

skill. Once designated, the skill is 

considered a class skill every time the 

character adds a new level of 

Landsman. The skill must be one 

relatively common to the campaign. 

The GM is free to rule that a specific 

skill is off limits as a bonus class skill. 

 

Barter: 
Beginning at 2

nd
 level, the Landsman 

gains a +5 competence bonus on 

Diplomacy checks made to buy or sell 

equipment or goods. 

 

 

Jury-rig: 
Beginning at 3

rd
 level, a Landsman 

gains a +2 competence bonus on 

Repair checks made to attempt 

temporary or jury-rigged repairs. This 

bonus increases by +2 at 6
th
, 9

th
 and 

13
th
 level. 

 

Survival: 
Beginning at 5

th
 level, a Landsman 

gains a +2 competence bonus on any 

Survival checks made. This bonus 

increases by +2 at 10
th
 and 18

th
 level. 
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Wealth: 2d4 x 10 gold pieces

 

NOBLENOBLENOBLENOBLE    
Members of the noble class use their 

intelligence and natural charisma to 

make their way in the world. From true 

royalty to elected officials, merchant 

princes to crime lords, military 

officials to famous performers, 

character types who count themselves 

as nobles are varied an numerous. 

Some bring their influence to bear for 

honourable causes, others are sly and 

treacherous. With a winning smile, a 

golden tongue, a powerful message or 

simply a knack for making 

compromises, all nobles command 

respect, make friends and inevitably 

influence people. 

 

Exploits: 
Most Nobles wind up in dangerous 

situations because of something they 

believe in or because their job calls for 

it. Others hope to use their negotiating 

talents to navigate a course through the 

troubles around them, or seek to find 

profit in the troubles of others. 

Whatever their initial motivations, 

Nobles usually wind up taking to a 

cause and a goal that sustains them 

through the roughest of missions. 

Nobles feel responsible for others, 

though some consider themselves to be 

better than those around them. 

 

Characteristics: 
The Noble fosters feelings of goodwill 

and honesty, or at least the illusion of 

such, to succeed. Where other classes 

shoot first, the Noble starts out asking 

questions and hopes to finish by 

negotiating a deal. The Noble believes 

he can be more effective with words 

and deeds than with violence, though 

some draw a dagger when push comes 

to shove. The Noble is far more 

comfortable in civilised regions, where 

law and order have some meaning. Of 

all the classes, Nobles have the best 

diplomatic and bargaining skills. 

 

Background: 
Nobles come to their profession in a 

variety of ways. Altruistic Nobles 

believe it is their duty to serve and lead 

responsibly. More selfish Nobles seek 

the fame, wealth and power often 

associated with the positions they 

aspire to. Power-hungry nobles take 

advantage of the system and only help 

others in order to ultimately help 

themselves. The halls of power call, 

how the noble answers is up to him 

and him alone. 

 

Races: 
Elven and Alianvael nobles tend to be 

theocratic or bureaucratic in nature, 

though the Elves possess many rich 

merchant families. In Kel Dirain, 

nobility is more often than not a 

hereditary matter and pedigree often 

carries more weight than ability. 

Because of this Abominations rarely 

become nobles, preferring to stay out 

of the limelight and being unable to 

pass on their genes. Yenarians and 

Outcasts rarely have pure nobles, and 

often have a secondary class. The 

warrior-prince who must rally his 

people, or the wagon-leader who can 

scavenge berries as well as lead the 

troupe are more typical of their 

lifestyles. Many Malevorns become 

Nobles to fulfil their ambitious nature. 

Worthanes have no official nobles, but 

charismatic leaders who come to the 

fore in given situations. 

 

 

GAME RULE INFORMATION:GAME RULE INFORMATION:GAME RULE INFORMATION:GAME RULE INFORMATION: 

Nobles have the following game 

statistics. 
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Abilities: 

Charisma is undoubtedly the Noble’s 

most important ability score, as thw 

Noble’s skill at interacting with others 

and projecting a sense of confidence 

are crucial for his or her success. 

Wisdom and Intelligence form the 

basis of other important skills, so these 

ability scores are also significant. 

 

Vitality: 
Nobles gain 1d6 vitality points per 

level. The character’s Constitution 

modifier applies. 

 

Class Skills: 
The Noble’s class skills, and the key 

abilities thereof, are as follows: 

 The New Money Kit: Appraise 

(Int), Bluff (Cha), Craft* (Int), 

Diplomacy (Cha), Disguise (Cha), 

Gamble (Wis), Knowledge* (Int), 

Perform* (Cha), Profession* (Wis), 

Sense Motive (Wis), 

Speak/Read/Write Language (none). 

The Old Money Kit: Appraise 

(Int), Craft* (Int), Diplomacy (Cha), 

Disguise (Cha), Gather Information 

(Cha), Knowledge* (Int), Perform* 

(Cha), Profession* (Wis), Ride (Dex), 

Sense Motive (Wis), 

Speak/Read/Write Language (none). 

 
* Each of these skills actually encompasses a 

variety of related skills. Such as Knowledge 

could be Knowledge (History) or Knowledge 

(Heraldry), Perform could be Perform 

(Dance), Perform (String Instruments) or 

Perform (Tragedy). Each time this skill is 

learned, a specific category must be chosen. 
 

Skill points at 1
st
 level:  

(6 + Int Modifier) x 4. 

Skill points at each additional level:  

6 + Int Modifier. 

 

CLASS FEATURES:CLASS FEATURES:CLASS FEATURES:CLASS FEATURES: 

All of the following are class features 

of the Noble. 

 

 

Starting Feats: 
The Noble begins play with the 

following feats: 

 Armour Proficiency (light) 

 Weapon Proficiency (any) 

 

Bonus Class Skill: 
At 1

st
 level, a Noble may designate any 

cross-class skill (except for magical 

skills) as a class skill. This represents 

an area of expertise the Noble picks up 

outside his or her normal training. 

 

Favour: 
The Noble has the ability to callin 

favours from those he knows. By 

making a favour check, the Noble may 

call upon contacts to gain important 

information without going through the 

time and trouble of doing a lot of 

research. Favours can also be used to 

acquire loans of equipment or 

documents from influential 

acquaintances. 

 To call in a favour, the Noble 

makes a favour check. Roll a d20 and 

add the character’s favour bonus (+1 at 

1
st
 level, +2 at 3

rd
 level and so on). The 

GM sets the DC based on the scope of 

the favour being requested. The DC 

ranges from 10 for a simple favour to 

25 for a highly dangerous, expensive 

or illegal favour. The Noble can’t take 

10 or 20 on this check, nor can he retry 

this check for the same (or virtually the 

same) favour.  

Note that favours should help 

advance the plot of an adventure. A 

favour that would enable a character to 

circumvent an adventure should 

always be unavailable to a character, 

regardless of the results of a favour 

check. 

A Noble can try to call in a 

favour a number of times in a week of 

game time that’s equal to half his 

Noble levels rounded down minimum 

one). So, as a 1
st
 level Noble Matthias 

Bountimoore can attempt to call in a 

single favour, while Xavier Ferran at 
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7
th
 level can attempt to call in favours 

as many as three times from different 

contacts. 

 The GM should carefully 

monitor the Noble’s use of favours to 

ensure that this ability isn’t abused. 

The success or failure of a mission 

shouldn’t be dependent on the Noble 

calling in a favour, and calling in 

favours shouldn’t replace good 

roleplaying or the use of other skills. 

The GM may disallow a favour 

deemed to be disruptive to the game. 

 

Inspire Confidence: 
Beginning at 2

nd
 level, a Noble can use 

oratory to inspire confidence in allies, 

bolstering them and improving their 

chances of success. An ally must listen 

to and observe the Noble for a full 

round for the inspiration to take hold. 

The effect lasts for 5 rounds. The 

Noble can inspire confidence in a 

number of allies equal to half his 

Noble levels, rounded up. He can 

inspire confidence once per day for 

every four Noble levels he possesses 

(once per day from 1
st
 to 4

th
 level, 

twice per day from 5
th
 t 8

th
 level and so 

on). 

 An ally inspired with 

confidence gains a +2 morale bonus on 

saving throws and a +1 morale bonus 

on attack and weapon damage rolls. 

 The Noble can’t inspire 

confidence in himself. The Ability 

only aids his allies. 

 

Resource Access: 
Beginning at 3

rd
 level, a Noble has 

access to an array of resources 

(Usually from family, influential 

friends, or patrons). Once per day, the 

Noble can make a Charisma check to 

use those resources during the 

adventure. 

 The value of the resources 

gained equals the Noble’s class level 

multiplied by the results of the 

Charisma check multiplied by 20. 

Thus, a 3
rd
 level Noble who gets a 

result of 16 on his Charisma check 

would gain 960 GP worth of resources 

to use in the adventure (3 x 16 x 20 = 

960). 

 These resources can take 

THE NOBLETHE NOBLETHE NOBLETHE NOBLE    

Level Base Attack 

Bonus 

Fort 

Save 

Ref 

Save 

Will 

Save 

Defence 

Bonus 

Reputation 

Bonus 

Special 

1
st
 +0 +0 +1 +2 +2 +1 Bonus Class Skill, 

Favour +1 

2
nd
 +1 +0 +2 +3 +3 +1 Inspire confidence 

3
rd
 +2 +1 +2 +3 +3 +1 Favour +2, Resource 

Access 

4
th
 +3 +1 +2 +4 +3 +2 Coordinate +1 

5
th
 +3 +1 +3 +4 +4 +2  

6
th
 +4 +2 +3 +5 +4 +2 Bonus Feat 

7
th
 +5 +2 +4 +5 +5 +2 Favour +3 

8
th
 +6/+1 +2 +4 +6 +5 +3 Coordinate +2 

9
th
 +6/+1 +3 +4 +6 +5 +3 Bonus Feat 

10
th
 +7/+2 +3 +5 +7 +6 +3  

11
th
 +8/+3 +3 +5 +7 +6 +3 Inspire greatness 

12
th
 +9/+4 +4 +6 +8 +7 +4 Favour +4 

13
th
 +9/+4 +4 +6 +8 +7 +4 Coordinate +3 

14
th
 +10/+5 +4 +6 +9 +7 +4 Bonus Feat 

15
th
 +11/+6/+1 +5 +7 +9 +8 +4  

16
th
 +12/+7/+2 +5 +7 +10 +8 +5 Favour +5 

17
th
 +12/+7/+2 +5 +8 +10 +9 +5  

18
th
 +13/+8/+3 +6 +8 +11 +9 +5 Coordinate +4 

19
th
 +14/+9/+4 +6 +8 +11 +9 +5 Bonus Feat 

20
th
 +15/+10/+5 +6 +9 +12 +10 +6 Coordinate +5 
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almost any form the Noble chooses 

(within reason) and are his to do with 

as he pleases. He can keep them, use 

them, give them away or sell them as 

he sees fit. The resources gained arrive 

in the Noble’s possession 1d8 hours 

after he makes the check. These 

resources must be reasonably available 

when and where the Noble chooses to 

make the check. For instance, a Noble 

trapped on board a slaver ship won’t 

have access to many resources. 

 Resource access tends to be 

monetary, whereas favours tend to be 

benefits that can’t be measured by GP. 

 

Coordinate: 
A Noble has a knack for getting people 

to work together. When the Noble can 

aid others and give directions, he 

provides a bonus to the task at hand by 

making an aid another check. This 

bonus is in addition to the aid another 

bonus of +2, and it increases as the 

Noble gains levels. So the Noble 

provides a total +3 bonus at 4
th
 level, a 

+4 bonus at 8
th
 level and so on. 

 This ability can’t be used to 

assist in combat. 

 

Bonus Feats: 
At 6

th
, 9

th
,14

th
 and 19

th
 level the Noble 

gains a bonus feat. This feat must be 

selected from the following list and the 

Noble must meet the prerequisites: 

 The New Money Kit: Cleave, 

Fame, Frightful Presence, Goad, 

Improved Feint, Iron Will, Persuasive, 

Skill Emphasis. 

The Old Money Kit: Fame, 

Frightful Presence, Goad, Improved 

Feint, Mounted Combat, Negotiator, 

Ride-by Attack, Skill Emphasis. 

 

Inspire Greatness: 

Beginning at 11
th
 level, a Noble can 

inspire greatness in an ally, granting 

extra fighting capability. This works 

similarly to inspire confidence, except 

it affects a single ally. An ally inspired 

with greatness gains +2d6 temporary 

vitality points, a +2 competence bonus 

on attacks, and a +2 morale bonus to 

saving throws. The effect lasts for 5 

rounds. The Noble can inspire 

greatness once per day. For every three 

Noble levels attained beyond 11
th
 

level, the Noble can inspire greatness 

in one additional ally. 

 The Noble can’t inspire 

greatness in himself. The ability only 

aids his allies. 

 

Wealth: 
7d4 x 10 gold pieces 

 

ROGUE:ROGUE:ROGUE:ROGUE: 
Rogues are complete scoundrels—both 

good and evil—who either live outside 

the law or fight against it in order to 

get the upper hand. They can come 

from any wildland or city district. Most 

use their intelligence an dexterity to 

accomplish tasks, and many rely on 

their charisma as a fallback when all 

else fails. The rogue gets by with 

bravado, cunning, duplicity and 

trickery. They live by their wits, lying, 

cheating, stealing and even fighting 

when the need arises. 

 

 

Exploits: 
Many Rogues live a life of adventure 

for the excitement it provides. Others 

go adventuring to advance their illicit 

careers. Some are good-hearted 

vagabonds in it for the thrill or to right 

a wrong done to them or those they 

love. Others are despicable thieves 

who serve only one master—the greed 

that swells inside them. More often 

than not, an adventurous Rogue falls 

somewhere in between, changing 

allegiance and attitudes as the political 

climate changes, until something larger 

than himself sets him on a particular 
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destiny. Adventurous Rogues call 

themselves smugglers, pirates, 

outlaws, gamblers, con artists, thieves, 

scoundrels and spies. 

 

Characteristics: 
Rogues have a knack for getting into 

and out of trouble. They have an 

instinct for self-preservation that keeps 

them alive, but it’s usually tempered 

with a need to experience the thrills 

that their profession has to offer. Many 

adventurous Rogues are also saddled 

with a sense of honour that sometimes 

makes them go against their natural 

inclinations, Gerhard Culcoom being 

the infamous example. 

 

Background: 
Rogues don’t often start out seeking to 

defy authority or break the law. Some 

are thrust into the profession as a 

means of rebellion. Others wind up on 

the wrong side of the law due to bad 

luck, poor decisions or circumstances 

beyond their control. The skills they 

pick up along the way make them great 

members of any mission team. 

 

 

 

Races: 
Some Abominations find freedom 

from persecution among the less 

savoury elements of society, and hide 

amongst criminals. Outcasts naturally 

gravitate towards this class, due to 

their natural disregard for rules and 

rulers. Imperials have their fair share 

of criminals, and the secretive 

Malevorns are ideally suited for this 

shady profession. Few—if any—

Alianvael and Yenarians have the 

temperament or inclination to become 

Rogues. The same could be said for 

Elves, but there are a few less than 

righteous among them. Worthanes 

would find it night impossible to be 

Rogues. 

 

GAME RULE INFORMATION:GAME RULE INFORMATION:GAME RULE INFORMATION:GAME RULE INFORMATION: 

Rogues have the following game 

statistics. 

 

Abilities: 
Dexterity and Intelligence are a 

Rogue’s most important ability scores, 

because she must have quick reflexes 

and a sharp wit to survive. Charisma is 

important for talking one’s way out of 

trouble, and Wisdom is useful for 

spotting trouble before it finds you. 

THE ROGUETHE ROGUETHE ROGUETHE ROGUE    
Level Base Attack 

Bonus 

Fort 

Save 

Ref 

Save 

Will 

Save 

Defence 

Bonus 

Reputation 

Bonus 

Special 

1
st
 +0 +0 +2 +0 +2 +0 Illicit Barter 

2
nd
 +1 +0 +3 +0 +2 +0 Lucky (1/day) 

3
rd
 +2 +1 +3 +1 +3 +1 Precise Attack +1 

4
th
  +3 +1 +4 +1 +3 +1 Skill Emphasis 

5
th
 +3 +1 +4 +1 +4 +1 Bonus Feat 

6
th
 +4 +2 +5 +2 +4 +1 Lucky (2/day) 

7
th
 +5 +2 +5 +2 +5 +2  

8
th
 +6/+1 +2 +6 +2 +5 +2 Skill Emphasis 

9
th
 +6/+1 +3 +6 +3 +6 +2 Precise Attack +2 

10
th
 +7/+2 +3 +7 +3 +6 +2 Bonus Feat 

11
th
 +8/+3 +3 +7 +3 +7 +3  

12
th
 +9/+4 +4 +8 +4 +7 +3 Skill Emphasis 

13
th
 +9/+4 +4 +8 +4 +8 +3 Lucky (3/day) 

14
th
 +10/+5 +4 +9 +4 +8 +3 Precise Attack +3 

15
th
 +11/+6/+1 +5 +9 +5 +9 +4 Bonus Feat 

16
th
 +12/+7/+2 +5 +10 +5 +9 +4 Skill Emphasis 

17
th
 +12/+7/+2 +5 +10 +5 +10 +4  

18
th
 +13/+8/+3 +6 +11 +6 +10 +4 Lucky (4/day) 

19
th
 +14/+9/+4 +6 +11 +6 +11 +5  

20
th
 +15/+10/+5 +6 +12 +6 +11 +5 Skill Emphasis 
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Vitality: 
Rogues gain 1d6 vitality points per 

level. The character’s Constitution 

modifier applies. 

 

 

Class Skills: 
The Rogue’s class skills and the key 

abilities thereof are as follows: 

 The Con-artist Kit: Appraise 

(Int), Awareness (Wis), Balance (Dex), 

Bluff (Cha), Craft* (Int), Disguise 

(Cha), Escape Artist (Dex), Forgery 

(Int), Gamble (Wis), Gather 

Information (Cha), Hide (Dex), 

Intimidate (Cha), Knowledge* (Int), 

Move Silently (Dex), Profession* 

(Wis), Repair (Int), Search (Int), Sense 

Motive (Wis), Sleight of Hand (Dex), 

Tumble (Dex). 

The Outlaw Kit: Appraise (Int), 

Awareness (Wis), Balance (Dex), 

Bluff (Cha), Climb (Str), Craft* (Int), 

Disguise (Cha), Escape Artist (Dex), 

Hide (Dex), Intimidate (Cha), 

Knowledge* (Int), Move Silently 

(Dex), Open Lock (Dex), Profession* 

(Wis), Ride (Dex), Search (Int), 

Sleight of Hand (Dex), Survival (Wis), 

Swim (Str), Tumble (Dex). 

The Thief Kit: Alchemy (Int), 

Appraise (Int), Awareness (Wis), 

Balance (Dex), Bluff (Cha), Climb 

(Dex), Craft* (Int), Disable Device 

(Int), Escape Artist (Dex), Forgery 

(Int), Gamble (Wis), Gather 

Information (Cha), Hide (Dex), 

Knowledge* (Int), Move Silently 

(Dex), Open Lock (Dex), Profession* 

(Wis), Search (Int), Sleight of Hand 

(Dex), Tumble (Dex). 

 
* Each of these skills actually encompasses a 

variety of related skills. Such as Knowledge 

could be Knowledge (History) or Knowledge 

(Heraldry), Perform could be Perform 

(Dance), Perform (String Instruments) or 

Perform (Tragedy). Each time this skill is 

learned, a specific category must be chosen. 
 

Skill points at 1
st
 level: (8 + Int 

modifier) x 4 

Skill points at each additional level: 8 

+ Int modifier 

 

 

 

CLASS FEATURES:CLASS FEATURES:CLASS FEATURES:CLASS FEATURES: 

All of the following are class features 

of the Rogue. 

 

Starting Feats: 
The Rogue begins play with the 

following feats: 

 Armour Proficiency (light) 

 Weapon Proficiency (any) 

 

Illicit Barter: 
Beginning at 1

st
 level, the Rogue gains 

a +5 competence bonus on any 

Diplomacy checks made to buy or sell 

illicit or illegal goods. 

 

Lucky: 

The Rogue is often as lucky as she is 

good at something. Therefore, starting 

at 2
nd

 level, the Rogue can reroll any 

failed ability check, skill check, attack 

roll or saving throw (in other words, 

and roll which utilises a d20). The 

second result must be used, regardless 

of whether it is better or worse than the 

first. The Rogue can use this ability a 

number of times per day depending on 

her level, but only once per encounter. 

At 2
nd

 level the Rogue can use it once 

per day; a 18
th
 level she can use it up to 

four times in a day (but only once in 

any encounter). 

 

Precise Attack: 
Every round the Rogue can add this 

bonus either to one attack roll or one 

damage roll using a Dexterity-based 

attack, but not to both. (A Dexterity-

based attack is an attack made with a 

ranged weapon or a melee weapon 

using the Weapon Finesse feat.) You 

must declare where the bonus applies 

at the start of the attack action. 
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Skill Emphasis: 
At 4

th
, 8

th
, 12

th
, 16

th
 and 20

th
 level the 

Rogue gains the bonus feat Skill 

Emphasis. This feat may be applied to 

any class skill. The Rogue may not 

select the same skill twice. 

 

Bonus Feats: 
At 5

th
, 10

th
 and 15

th
 level, the Rogue 

gains a bonus feat. This feat must be 

selected from the following list, and 

the Rogue must meet any prerequisites. 

 The Con-Artist Kit: Alertness, 

Acrobatic, Agile, Athletic, Combat 

Intuition, Deceitful, Deft Hands, Deft 

Strike, Dive for Cover, Goad, Great 

Fortitude, Improved Diversion, 

Investigator, Jack of All Trades, 

Lightning Reflexes, Mobility, Dodge, 

Nimble Fingers, Negotiator, Open-

minded, Persuasive, Quick Draw, 

Stealthy, Weapon Finesse. 

 The Outlaw Kit: Alertness, 

Armour Proficiency (light), Acrobatic, 

Agile, Combat Reflexes, Danger 

Sense, Deceitful, Deft Hands, Deft 

Strike, Dive for Cover, Flick of the 

Wrist, Goad, Great Fortitude, 

Investigator, Jack of All Trades, 

Lightning Reflexes, Mobility, Dodge, 

Nimble Fingers, Quick Draw, Spring 

Attack, Stealthy, Weapon Finesse. 

The Thief Kit: Alertness, 

Armour Proficiency (light), Acrobatic, 

Agile, Athletic, Combat Intuition, 

Combat Reflexes, Danger Sense, 

Deceitful, Deft Hands, Deft Strike, 

Dive for Cover, Flick of the Wrist, 

Improved Diversion, Jack of All 

Trades, Lightning Reflexes, Mobility, 

Dodge, Nimble Fingers, Quick Draw, 

Spring Attack, Staggering Strike, 

Stealthy, Weapon Finesse. 

 

Wealth: 
5d4 x 10 gold pieces

 

 

WARRIORWARRIORWARRIORWARRIOR 
Warriors combine discipline with 

martial skills to become the best pure 

fighters on Sekes. Some are stalwart 

defenders of those in need, others are 

cruel marauders, yet others are brave 

adventurers. They can be swords for 

hire, noble champions or cold-hearted 

killers. They fight for glory, for 

honour, to right wrongs, to gain power, 

to acquire wealth or simply for the 

thrill of battle. 

 

Exploits: 
Many Warriors see adventures, raids 

on enemy strongholds and dangerous 

missions as little more than a job. 

Some want to defend those who can’t 

defend themselves, others seek to use 

their muscle to carve out their own 

place of importance in the world. 

Whatever their initial motivation, most 

Warriors wind up living for the thrill of 

combat and the excitement of 

adventure. Adventuring warriors call 

themselves soldiers, guards, 

bodyguards, champions, mercenaries 

or simply adventurers. 

 

Characteristics: 
Warriors have the best all-around 

fighting abilities, and an individual 

Warrior develops styles and techniques 

that set him apart from his peers. A 

given Warrior may be especially 

capable with certain weapons, another 

focus on unarmed combat, yet another 

trains himself in expert combat 

manoeuvres. As Warriors gain 

experience, they get more 

opportunities to develop their fighting 

skills. 

 

Background: 
Most Warriors come to the profession 

after receiving at least some amount of 

formal training from a military 
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organisation, local militia or private 

army. Some attend formal academies, 

others are self-taught and well tested. 

A Warrior may have taken up his 

weapon to escape a mundane life. 

Another may be following a proud 

family tradition. Warriors working in 

groups share a certain camaraderie, but 

most have nothing in common except 

battle prowess and the desire to apply 

it to a given situation. 

 

Races: 
All races have need of Warriors. The 

Yenarians have a strong and revered 

martial tradition and culture. Elves are 

without a doubt the finest cavalry in 

the world, most of their fighting 

prowess directly related to mounted 

combat. Many surviving Abominations 

were soldiers during the Ravaging and 

have extensive martial prowess. The 

Empire is held together by various 

competing armies whether privately 

owned, non-magical church troops or 

the Imperial Host. Outcasts familiarise 

themselves with weapons in order to 

defend themselves, as you never know 

what dangers lurk round the next 

corner. Their preference is for anything 

ranger, such as a bow or javelin. 

Worthanes are hardly ever pure 

Warriors, but use their telekinetic 

powers to fearsome effect. Alianvael 

are frail, but they have numerous tricks 

up their sleeves. 

 

GAME RULE INFORMATION:GAME RULE INFORMATION:GAME RULE INFORMATION:GAME RULE INFORMATION: 

Warriors have the following game 

statistics. 

 

Abilities: 
Strength and Dexterity are the most 

important abilities for the Warrior, 

depending on whether he chooses to 

specialise in melee or ranged combat 

respectively. Dexterity also increases 

his Defence, making him harder to hit. 

Constitution provides extra health in 

order to survive a few knocks. Don’t 

underestimate the importance of 

Intelligence, Charisma and Wisdom, 

however, since some useful skills are 

based on these abilities. 

 

Vitality: 
Warriors gain 1d10 vitality points per 

level. The character’s Constitution 

modifier also applies. 

 

Class Skills: 
The Warrior’s class skills and the key 

THE WARRIORTHE WARRIORTHE WARRIORTHE WARRIOR    
Level Base Attack 

Bonus 

Fort 

Save 

Ref 

Save 

Will 

Save 

Defence 

Bonus 

Reputation 

Bonus 

Special 

1
st
 +1 +2 +0 +0 +3 +0 Starting Feats 

2
nd
 +2 +3 +0 +0 +3 +1 Bonus Feat 

3
rd
 +3 +3 +1 +1 +4 +1 Bonus Feat 

4
th
 +4 +4 +1 +1 +4 +1 Bonus Feat 

5
th
 +5 +4 +1 +1 +5 +1  

6
th
 +6/+1 +5 +2 +2 +5 +2 Bonus Feat 

7
th
 +7/+2 +5 +2 +2 +6 +2  

8
th
 +8/+3 +6 +2 +2 +6 +2 Bonus Feat 

9
th
 +9/+4 +6 +3 +3 +7 +2  

10
th
 +10/+5 +7 +3 +3 +7 +3 Bonus Feat 

11
th
 +11/+6/+1 +7 +3 +3 +8 +3  

12
th
 +12/+7/+2 +8 +4 +4 +8 +3 Bonus Feat 

13
th
 +13/+8/+3 +8 +4 +4 +9 +3  

14
th
 +14/+9/+4 +9 +4 +4 +9 +4 Bonus Feat 

15
th
 +15/+10/+5 +9 +5 +5 +10 +4  

16
th
 +16/+11/+6/+1 +10 +5 +5 +10 +4 Bonus Feat 

17
th
 +17/+12/+7/+2 +10 +5 +5 +11 +4  

18
th
 +18/+13/+8/+3 +11 +6 +6 +11 +5 Bonus Feat 

19
th
 +19/+14/+9/+4 +11 +6 +6 +12 +5  

20
th
 +20/+15/+10/+5 +12 +6 +6 +12 +5 Bonus Feat 
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abilities thereof are as follows: 

 The Duelist Kit: Awareness 

(Wis), Balance (Dex), Bluff (Cha), 

Craft* (Int), Gamble (Wis), Intimidate 

(Cha), Knowledge* (Int), Profession* 

(Wis), Ride (Dex), Tumble (Dex). 

 The Sapper Kit: Alchemy (Int), 

Craft* (Int), Heal (Wis), Intimidate 

(Cha), Knowledge* (Int), Open Lock 

(Dex), Profession* (Wis), Repair (Int), 

Ride (Dex), Survival (Wis). 

The Special Forces Kit: 

Awareness (Wis), Climb (Str), Craft* 

(Int), Handle Animal (Cha), Intimidate 

(Cha), Jump (Int), Knowledge* (Int), 

Profession* (Wis), Ride (Dex), Swim 

(Str). 

 
* Each of these skills actually encompasses a 

variety of related skills. Such as Knowledge 

could be Knowledge (History) or Knowledge 

(Heraldry), Perform could be Perform 

(Dance), Perform (String Instruments) or 

Perform (Tragedy). Each time this skill is 

learned, a specific category must be chosen. 
 

Skill points at 1
st
 level:  

(4 + Int modifier) x 4 

Skill points at each additional level:  

4 + Int modifier 

 

CLASS FEATURES:CLASS FEATURES:CLASS FEATURES:CLASS FEATURES: 

All of the following are class features 

of the Warrior. 

 

Starting Feats: 
The Warrior begins play with the 

following feats: 

 Armour Proficiency (light) 

Weapon Proficiency (Bladed) 

 Weapon Proficiency (Blunt) 

 Weapon Proficiency (Piercing) 

 Weapon Proficiency (Ranged) 

 

Bonus Feats: 
At 2

nd
, 3

rd
, 4

th
, 6

th
, 8

th
, 10

th
, 12

th
, 14

th
, 

16
th
, 18

th
 and 20

th
 level the Warrior 

gets a bonus feat. This feat must be 

drawn from the following list, and the 

Warrior must meet any prerequisites. 

 Alertness, Armour Proficiency 

(medium), Armour Proficiency 

(heavy), Blind-Fight, Brutal Throw, 

Cleave, Close-quarters Fighting, 

Defensive Strike, Defensive Throw, 

Combat Reflexes, Dodge, Exotic 

Weapon Proficiency, Combat 

Expertise, Earth’s Embrace, Far Shot, 

Flick of the Wrist, Flying Kick, Great 

Cleave, Greater Two-weapon Defence, 

Greater Weapon Focus, Greater 

Weapon Specialisation, Improved 

Bull-rush, Improved Critical, Improved 

Grapple, Improved Initiative, 

Improved Martial Arts, Improved 

Overrun, Improved Precise Shot, 

Improved Rapid-shot, Improved Shield 

Bash, Improved Sunder, Improved 

Toughness, Improved Trip, Improved 

Two-weapon Fighting, Many Shot, 

Martial Arts, Mobility, Monkey Grip, 

Mounted Combat, Mounted Archery, 

Oversized Two-weapon Fighting, 

Phalanx Fighting, Pin Shield, Point 

Blank Shot, Power Attack, Power 

Critical, Power Throw, Precise Shot, 

Prone Attack, Quick Draw, Ranged 

Disarm, Ranged Pin, Ranged Sunder, 

Rapid Reload, Rapid Shot, Ride-by 

Attack, Roundabout Kick, Sharp-

shooting,  Shield Charge, Shield Slam, 

Shield Proficiency, Shot on the Run, 

Spring Attack, Swarm Fighting, Throw 

Anything, Toughness, Tower shield 

Proficiency, Trample, Two-weapon 

Fighting, Two-weapon Defence, 

Weapon Finesse, Weapon Focus, 

Weapon Specialisation, Whirlwind 

Attack, Zen Archery. 

 Certain Martial Arts styles are 

also available as bonus feats to 

different races. 

 A character can select feats 

marked with an asterisk (*) more than 

once, but each time it must be for a 

different weapon. 

 

Wealth: 
6d4x10 gold pieces
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PRIESTPRIESTPRIESTPRIEST    
Priests are the primary enforcers of the 

status quo and acknowledged 

protectors of all that lives. The 

populace is their flock, and they are the 

shepherds. Some Priests are kindly 

figures who heal the sick and teach 

village children, others are hardy 

champions of Creation who purge the 

heretics with sword and flames, and 

yet others are shrewd advisors to those 

in power. Many are those who use 

their power to guide others to live 

more harmonious lives, yet there are 

many priests who use their influence 

for their own advancement. 

Discernment, courage and caution are 

the hallmarks of these tireless 

champions of Creation. 

 

Exploits: 
 Many priests see themselves as the 

defenders of all that is, and go out into 

the world to defend the weak. Wielders 

of dark powers can upset the balance, 

and must be dealt with. Priests rarely 

adventure for their own ambitions, as 

their vocations often require them to 

sacrifice personal goals for a lifetime 

of service. That is not to say that their 

lives hold no rewards, simply that 

these rewards are perhaps not as 

obvious as personal glory and wealth. 

A priest is always assured of 

comfortable living, if not luxury. 

While most others must toil 

ceaselessly, a priest has time for peace 

and contemplation. Those priests who 

abandon this kind of life are searching 

for excitement at the cost of hardship, 

or else believe they can do some good 

in the world. 

 

Characteristics: 
Priests are governed by honour and a 

personal code of conduct. As Creation 

is governed by strict laws, so to should 

mortal actions be. Generally they are 

the picture of discipline and self-

restraint, though certain deities do 

grant their subjects leeway. Priests are 

powerful figures who have authority 

by divine mandate, something very 

THE PRIESTTHE PRIESTTHE PRIESTTHE PRIEST    
Level Base 

Attack 

Bonus 

Fort 

Save 

Ref 

Save 

Will 

Save 

Defence 

Bonus 

Reputation 

Bonus 

Special 

1
st
 +0 +2 +1 +2 +3 +1 Magic Training, Belief Pool, 

Minor Ability 

2
nd
 +1 +3 +2 +3 +3 +1 Magic Training 

3
rd
 +2 +3 +2 +3 +4 +1 Bonus Feat, Minor Ability 

4
th
 +3 +4 +2 +4 +4 +1 Magic Training 

5
th
 +3 +4 +3 +4 +5 +2 Imbue Weapon +1d8 

6
th
 +4 +5 +3 +5 +5 +2 Skill Emphasis 

7
th
 +5 +5 +4 +5 +6 +2 Assuming the Mantle 

8
th
 +6/+1 +6 +4 +6 +6 +2 Major Ability 

9
th
 +6/+1 +6 +4 +6 +7 +3 Bonus Feat 

10
th
 +7/+2 +7 +5 +7 +7 +3  

11
th
 +8/+3 +7 +5 +7 +8 +3 Minor Ability 

12
th
 +9/+4 +8 +6 +8 +8 +3 Skill Emphasis 

13
th
 +9/+4 +8 +6 +8 +9 +4 Imbue Weapon +2d8 

14
th
 +10/+5 +9 +6 +9 +9 +4 Bonus Feat 

15
th
 +11/+6/+1 +9 +7 +9 +10 +4  

16
th
 +12/+7/+2 +10 +7 +10 +10 +4 Minor Ability 

17
th
 +12/+7/+2 +10 +8 +10 +11 +5 Skill Emphasis 

18
th
 +13/+8/+3 +11 +8 +11 +11 +5 Minor Ability 

19
th
 +14/+9/+4 +11 +8 +11 +12 +5 Major Ability 

20
th
 +15/+10/+5 +12 +9 +12 +12 +5 Bonus Feat 
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few can claim. This immediately 

confers respect—if not caution—from 

even the most hardened of outlaws. 

Though some way tire of a priest’s 

preaching, none can afford to dismiss 

her out of hand. 

 

Background: 
Priests come from all backgrounds. 

Some began as peasants with a gift for 

negotiation and leadership, others 

might have been nobles longing for 

some meaning in an easy life, yet 

others could be reformed thieves with 

a belief in their own destiny. Many are 

often foundlings raised by the temples 

or else were apprenticed in their 

adolescent years. The life of priests is 

strictly regimented with all time given 

to study, training, meditation and 

worship. Rather than simply remaining 

cloistered, many priests are also 

required to go out into the world and 

gain practical experience doing their 

deity’s work. 

 

Races: 
Elves are the most likely to associate a 

position in the clergy with social 

prestige. Their priesthood governs their 

nation and is respected supremely. The 

Alianvael and Worthanes also produce 

a great number of priests, though the 

authority wielded by them is hardly as 

great as that of the Elves. The 

Imperials and Yenarians, possessing a 

wide variety of deities, have the 

greatest flexibility with worship 

though conflict between various 

priesthoods makes theirs a fragmented 

society. Malevorns that choose to 

become priests often worship the 

Destroyer, though where they gain 

their powers from is a mystery. 

Outcasts that choose a life of worship 

are rare, and often choose a Yenarian 

Spirit of Imperial God as their 

patron—the majority gravitating to the 

Shimmering One. Abominations, due 

to the Destroyer’s taint, are unable to 

be priests. 

 

GAME RULE INFORMATION:GAME RULE INFORMATION:GAME RULE INFORMATION:GAME RULE INFORMATION: 

Priests have the following game 

statistics. 

 

Abilities: 
Priests typically have a high 

Intelligence and Wisdom, as many of 

their key magical abilities are tied to 

these skills. Some priests who fulfil 

diplomatic or advisory roles might also 

have a high Charisma. Those who 

prefer swords to words need a high 

Strength and Constitution to be able to 

hold their own in combat. 

 

Vitality: 
Priests gain 1d8 Vitality Points per 

level. The character’s Constitution 

modifier applies. 

 

Class Skills: 
The class skills for the Priest and the 

key abilities thereof are as follows: 

 The Paladin Kit: Awareness 

(Wis), Balance (Dex), Climb (Str), 

Craft* (Int), Diplomacy (Cha), Heal 

(Wis), Intimidate (Cha), Jump (Str), 

Knowledge* (Int), Profession* (Wis), 

Ride (Dex), Swim (Str), Tumble 

(Dex). 

 The Preacher Kit: Appraise 

(Int), Bluff (Cha), Craft* (Int), 

Diplomacy (Cha), Gather Information 

(Cha), Intimidate (Cha), Knowledge* 

(Int), Perform (Cha), Profession* 

(Wis), Ride (Dex), Sense Motive 

(Wis), Speak/Read/Write Language 

(none). 

 The Shaman Kit: Awareness 

(Wis), Climb (Str), Craft* (Int), 

Handle Animal (Cha), Heal (Wis), 

Hide (Dex), Jump (Str), Knowledge* 

(Int), Profession* (Wis), Ride (Dex), 

Sense Motive (Wis), Survival (Wis), 

Swim (Str). 
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 * Each of these skills actually encompasses a 

variety of related skills. Such as Knowledge 

could be Knowledge (History) or Knowledge 

(Heraldry), Perform could be Perform 

(Dance), Perform (String Instruments) or 

Perform (Tragedy). Each time this skill is 

learned, a specific category must be chosen. 
 

Skill points at 1
st
 level:  

(6 + Int modifier) x 4 

Skill points at each additional level:  

6 + Int modifier 

 

CLASS FEATURES:CLASS FEATURES:CLASS FEATURES:CLASS FEATURES: 

The following are all class features of 

the Priest. 

 

Starting Feats: 
Priests begin play with the following 

feats: 

Energy Sensitive 

Proficient with Deity’s Weapon 

of Choice 

Weapon Proficiency (any) 

Weapon Proficiency (any) 

 

Magic Training: 
The Priest gains a bonus magic feat at 

1
st
, 2

nd
 and 4

th
 level. This bonus feat 

must be selected from the following 

list. 

 Alter, Control, Sense. 

 Once one of these magic feats 

is selected, its associated magic skills 

become class skills for the character. 

 

Belief Pool: 
When casting their spells, Priests 

expend Vitality Points or Belief. One 

point of Belief is equal to one point of 

Vitality. The amount of belief a Priest 

has in total is equal to (Priest Level + 

Wisdom Modifier) x 2. 

 

Minor Abilities: 
Due to their magic training, Priests 

gain a fair command over certain 

supernatural abilities. The different 

abilities are available to different kits, 

and have certain prerequisite 

requirements. Some are aura-based, 

and will automatically provide bonuses 

to fellow party members and followers. 

The ones detailed below are fairly 

weak, but make all the difference. 

 

Animal Companion (Minor Ability): A 

Priest may begin play with an animal 

companion selected from the following 

list (or any other the GM deems 

appropriate): badger, camel, dire rat, 

dog, eagle, hawk, horse, owl, pony, 

snake or wolf. If the campaign takes 

place wholly or partially in an aquatic 

environment, the list of options may 

include: a porpoise, medium shark, 

crocodile or squid. This animal is a 

loyal companion that accompanies the 

priest on his or her adventures. 

 The animal companion 

increases in power as the Priest levels 

up, as shown by the sidebar on page 36 

of the Player’s Handbook 3.5. A Priest 

of 4
th
 level or higher may select 

alternative animal companions. Should 

an animal companion die, or should the 

Priest desire a new one, he or she 

should spend 24 hours in prayer to 

summon a new one. 

 Preacher or Shaman Kit only. 

 

Defensive Aura (Minor Ability): Priests 

have the favour of the gods, and all 

who aid them gain this protection as 

well. The Priest and all his allies 

within 10m gain a +1 bonus to 

Defence. 

 All Priest Kits 

 

Deflect (Minor Ability): The Priests 

become more proficient with the use of 

their imbued weapons. Increased 

training makes them more adept at 

deflecting arrows and other ranged 

attacks. This provides the priest with a 

+1 Dodge bonus to his or her Defence, 

provided they are wielding an imbued 

weapon. This ability can be used at any 

time, but it costs the Priest a move 

action in his next round. This ability 
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can be taken as many as three times, 

and the effect stacks for a total of +3.  

 All Priest Kits. 

 

Energy Attunement (Minor Ability): 

Priests with exemplary focus can 

imbue more energies within their 

weapons, increasing the amount of 

damage they can do. Selecting this 

ability allows them to imbue additional 

energies into their weapons, and 

increasing the damage of an imbued 

weapon by an additional +1d8. For 

example, Pelenor wields a dagger, has 

chosen the Energy Attunement ability 

and chooses to imbue his weapon. Its 

total damage will now be 1d4 + 2d8 + 

his Strength modifier. This ability can 

be selected twice, and the effects do 

stack. 

 All Priest Kits. 

 

Harmony (Minor Ability): Discipline 

and focus are the hallmarks of Priests. 

Being naturally in tune with the 

energies coursing through all things, 

Priests sometimes gain the ability to 

preternaturally predict their opponent’s 

attacks. When unarmoured (including 

the use of shields) and unencumbered 

Priests add their Wisdom modifier to 

their Defence. 

 Paladin and Preacher Kits 

only. 

 

Martial Training (Minor Ability): 

Some priests find that a life of study 

fails to captivate them, and that 

physical endurance and the call of the 

blade prove more alluring. Neglecting 

their studies, they train with the temple 

guard and go on holy missions to 

protect the faithful who can’t protect 

themselves. What this means is that 

they sacrifice 2 skill points per level—

reducing their skill points per level to 4 

+ Int Modifier, except at 1
st
 level 

where it become (4 + Int modifier) x 

4—in order to gain the base attack 

bonuses of a Warrior. This ability is 

available at 1
st
 level only. 

 Paladin Kit only. 

 

 

Protective Aura (Minor Ability): The 

presence of a Priest often rallies a 

company, causing them to succeed 

against all odds. The Priest and all her 

allies within 10m gain a +1 morale 

bonus on saving throws. 

 All Priest Kits. 

 

Still Mind (Minor Ability): Quiet 

contemplation and meditation comes 

naturally to some. Time spent hones 

the mind, allowing Priests to guard 

their thoughts. Priests with this ability 

gain a +4 bonus to Will saving throws. 

This bonus stacks with the Iron Will 

feat. 

 Preacher Kit only. 

 

Trackless Step (Minor Ability): When 

hunting enemies, it is often best to 

avoid detection. A Priest with this 

ability ceases to leave any discernable 

sign of her passing and cannot be 

tracked. The Priest can still leave a 

trail if he or she so desires. 

 Paladin and Shaman Kit only. 

 

Woodland Stride (Minor Ability): 

Priests used to traveling through the 

wilderness develops the skill of 

traversing great distances in the 

shortest amount of time. The Priest 

may travel through any natural 

underbrush (such as briars, thorns, 

vine-filled spaces) at normal speed 

with no damage. Any underbrush 

being magically manipulated still 

provides damage and impedes 

movement. 

 Shaman Kit only. 

 

Bonus Feats: 
At 3

rd
, 9

th
, 14

th
 and 20

th
 level the Priest 

gains a bonus feat. The feat must be 

selected from the following list and the 
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priest must meet any prerequisites. 

Magical feats can be selected in place 

of those listed below. 

 The Paladin Kit: Armour 

Proficiency (light), Armour 

Proficiency (medium), Athletic, Blind 

Fight, Dodge, Mobility, Mounted 

Combat, Power Attack, Sacred Vow, 

Shield Proficiency, Vow of 

Abstinence, Vow of Chastity, Vow of 

Purity, Weapon Focus.  

 The Preacher Kit: Armour 

Proficiency (light), Athletic, Favoured 

of the Companions, Investigator, 

Mobility, Negotiator, Nimbus of Light, 

Persuasive, Stigmata, Sacred Vow, 

Skill Emphasis, Vow of Abstinence, 

Vow of Chastity, Vow of Purity. 

 The Shaman Kit: Acrobatic, 

Animal Affinity, Armour Proficiency 

(light), Athletic, Brachiation, Dodge, 

Mobility, Mounted Combat, Nimbus of 

Light, Sacred Vow, Skill Emphasis, 

Vow of Abstinence, Vow of Chastity, 

Vow of Purity. 

 

Imbue Weapon: 
At 5

th
 level a Priest learns the art of 

imbuing energies within a melee 

weapon. This weapon must be wielded 

by the Priest personally in order for the 

imbuing to take effect. It takes a full-

round action to imbue the weapon with 

Creative energies and costs 3 belief or 

vitality points. The benefit to the 

weapon lasts a number of rounds equal 

to the character’s spellcaster levels. At 

5
th
 level the weapon’s damage 

increases by +1d8 (an energy imbued 

dagger would, for instance, deal 

1d4+1d8 damage). At 13
th
 level the 

weapon’s damage increases by an 

additional +1d8 (for a total of +2d8). 

 An energy-imbued weapon can 

block other energy weapons, and does 

not ignore damage reduction when 

targeted by certain energy types. 

 

 

 

Skill Emphasis: 
At 6

th
, 12

th
 and 17

th
 level the Priest 

gains a Skill Emphasis bonus feat. 

Each time the Priest gains this bonus 

feat it must be applied to a different 

class skill that the Priest already has 

ranks in, including magic skills. 

 

Assuming the Mantle: 
At 7

th
 level the Priest graduates as an 

apprentice and can seek a congregation 

of his own, acquire students or move 

up within the temple hierarchy. A 

bonus ‘Mantle’ feat is gained. This 

bonus feat must be drawn from the 

following list, and the Priest must meet 

any prerequisites. 

 Burst of Speed, Focussed 

Speed, Dissipate Energy, Energy 

Mastery, Focussed Mind, Higher 

Mind, Weapon Focus (deity’s favoured 

weapon). 

 

Major Ability: 
As with minor abilities, the Priest has 

learnt to shape the energies to even 

greater effect. Yet again, different 

abilities are available to different kits, 

and the Priest must meet any 

prerequisites. 

 

Doublestrike Aura (Major Ability): 

Not only do the servants of creation 

serve to inspire the weak in dark times, 

but they also aid the strong in times of 

triumph. If any ally within 10m of the 

Priest rolls a natural 20 on a melee 

attack, they immediately gain an extra 

melee attack with the same weapon at 

the same attack bonus. 

 All Priest Kits. 

 

Greater Energy Attunement (Major 

Ability): The Priest is able to increase 

the amount of energy imbued within 

his or her weapons to an unparalleled 

level. This increases the damage done 

by an additional + 2d8. This ability can 

only be selected once. 

 Paladin Kit only. 



 59 

 

Steadfast Aura (Major Ability): The 

Priests rally the weak-willed in the 

face of even the strongest opposition. 

All allies within 10m of him gain a +2 

morale bonus to Defence when facing 

foes who move at least 2m before 

attacking. 

 All Priest Kits. 

 

Timeless Body (Major Ability): Some 

priests are so in tune with the worship 

and love of their deities that they are 

given the gift of longevity. Priests with 

this ability no longer suffer the 

negative effects of aging, much like 

Abominations, and cannot be 

magically aged. Any penalties they 

have incurred so far still remain, and 

any bonuses gained still accrue. The 

Priest still dies of old age when his or 

her time is up. 

 All Priest Kits. 

 

Tongues (Major Ability): Many priests 

have to bring the word of their gods to 

the far corners of the world, and 

encounter unknown peoples and 

cultures. With this ability the Priest is 

able to comprehend and communicate 

in all spoken languages. Everyone who 

listens to the Priest hears him speak in 

his or her own language. Secret 

languages, such as the Malevorn’s 

tongue, are still entirely 

incomprehensible to the Priest. 

 Preacher Kit only. 

 

Totem (Major Ability): The Priest 

gains the ability to imbue an item of 

personal significance with the energies. 

By meditating and calling upon the 

spirits, she can channel their powers 

and trap them within the item. This 

costs 1 Faith Point, and the item is now 

a totem. As the ancestors and servitor 

spirits now watch the Priest, she gains 

a +4 bonus to all saving throws made 

against Magical skills and Feats. 

 Shaman Kit only. 

 

Wealth: 
4d4 x 10 Gold pieces

 

MAGEMAGEMAGEMAGE 
Mages are wielders of forbidden 

powers, hated and feared with equal 

measure. Rather than spending years in 

cloistered study and operating under a 

strict hierarchy, Mages come to their 

powers within a matter of seconds. The 

powers are dangerous and unstable, 

however, and it takes a strong will to 

wield them effectively. Mages can be 

poor or rich, weak or strong, good or 

evil, but the one thing that almost all 

have in common is a hunger for power. 

Without strength of character, this 

hunger and the power it desires can 

corrupt even the most noble of souls. 

 

Exploits: 
Mages often travel out of necessity—

like Abominations and Malevorns, 

they’re reviled and often hunted to the 

death. Not all are evil, and many go 

into the world to do good. It is the 

nature of their powers that earns them 

their enmity. They often develop other 

skills to complement their magical 

abilities, or else use their mundane 

abilities to hide their magical prowess. 

They are the champions of free 

thought, or the down-trodden who seek 

to right an unjust system. Others use 

their powers for personal gain, and 

terrorise the innocent. While some 

enjoy their newfound powers, others 

would like nothing more than to get rid 

of them. 

 

Characteristics: 

All Mages are capable of drawing 

energies from the world around them 

and converting it into a usable form 

within their own body. Many rely on 

their wits and charm to get by, but  
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force of will helps to temper their 

power’s use. All of them lack respect 

for tradition and authority, preferring 

innovation and freedom. Some small 

few are the exceptions to the rule, and 

started out as priests before becoming 

tainted or disillusioned. Mages seek to 

spite the world that would make them 

ordinary and carve their own destiny 

into the stars. 

 

Background: 
Many of them desire power, and have 

been given it through worship of the 

Weeping Goddess. These are the 

people who felt helpless in the face of 

injustice, or desire to dominate those 

around them. Others were content to 

live normal lives, but were given the 

powers by other Mages, and now have 

to find a way to cure themselves, or 

else deal with the taint in their veins. 

Many have spent their time on the run 

or in hiding as solitary creatures. 

Others band together to combat any 

would-be hunters, and large bands and 

even armies are forming in the 

wilderness of Kel Dirain. Old or 

young, all mages are in a constant fight 

for their survival. 

 

Races: 
Imperials, cursed with curiosity and a 

powerful love of change and progress, 

are the most likely race to become 

Mages. Outcasts, who are by nature 

unfettered by society and tradition, 

also find the path of the Mages easy to 

embrace. The Elemental Races and 

Yenarians are unlikely to ever 

willingly become Mages, as it is 

anathema to all they believe. Yet their 

rigid societies with harsh social orders 

and stringent requirements for 

acceptance breed many dissatisfied and 

downtrodden. Though the number of 

Mages from their lands are few, it is 

believed that time is the only 

impediment to the opening of a vast 

floodgate. 

 

 

 

GAME RGAME RGAME RGAME RULE INFORMATION:ULE INFORMATION:ULE INFORMATION:ULE INFORMATION: 

 Mages have the following game 

statistics. 

 

THE MAGETHE MAGETHE MAGETHE MAGE    
Level Base 

Attack 

Bonus 

Fort 

Save 

Ref 

Save 

Will 

Save 

Defence 

Bonus 

Reputation 

Bonus 

Special 

1
st
 +0 +1 +2 +2 +3 +1 Magic Training, Belief Pool, 

Minor Ability 

2
nd
 +1 +2 +3 +3 +3 +1 Magic Training 

3
rd
 +2 +2 +3 +3 +4 +1 Bonus Feat, Minor Ability 

4
th
 +3 +2 +4 +4 +4 +1 Magic Training 

5
th
 +3 +3 +4 +4 +5 +2 Imbue Weapon +1d8 

6
th
 +4 +3 +5 +5 +5 +2 Skill Emphasis 

7
th
 +5 +4 +5 +5 +6 +2 Bonus Feat 

8
th
 +6/+1 +4 +6 +6 +6 +2 Major Ability 

9
th
 +6/+1 +4 +6 +6 +7 +3 Bonus Feat 

10
th
 +7/+2 +5 +7 +7 +7 +3  

11
th
 +8/+3 +5 +7 +7 +8 +3 Minor Ability 

12
th
 +9/+4 +6 +8 +8 +8 +3 Skill Emphasis 

13
th
 +9/+4 +6 +8 +8 +9 +4 Imbue Weapon +2d8 

14
th
 +10/+5 +6 +9 +9 +9 +4 Bonus Feat 

15
th
 +11/+6/+1 +7 +9 +9 +10 +4  

16
th
 +12/+7/+2 +7 +10 +10 +10 +4 Minor Ability 

17
th
 +12/+7/+2 +8 +10 +10 +11 +5 Skill Emphasis 

18
th
 +13/+8/+3 +8 +11 +11 +11 +5 Minor Ability 

19
th
 +14/+9/+4 +8 +11 +11 +12 +5 Major Ability 

20
th
 +15/+10/+5 +9 +12 +12 +12 +5 Bonus Feat 
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Abilities: 

The Mage’s most important ability 

scores are Intelligence, Wisdom and 

Charisma, as these control and affect 

all of their magical abilities. 

Constitution is also useful as it 

provides them with more vitality points 

and wound points to fuel their spells. 

 

Vitality: 
Mages gain 1d8 vitality points per 

level. The character’s Constitution 

modifier applies. 

 

Class Skills: 
The class skills of the Mage and the 

relevant abilities thereof are as follows: 

The Magician Kit: Appraise 

(Int), Bluff (Cha), Craft* (Int), 

Diplomacy (Cha), Disguise (Cha), 

Gather Information (Cha), 

Knowledge* (Int), Perform (Cha), 

Profession* (Wis), Ride (Dex), Sense 

Motive (Wis), Sleight of Hand (Dex), 

Speak/Read/Write Language (none). 

The War Wizard Kit: 

Awareness (Wis), Balance (Dex), 

Climb (Str), Craft* (Int), Escape Artist 

(Dex), Hide (Dex), Intimidate (Cha), 

Knowledge* (Int), Move Silently 

(Dex), Profession* (Wis), Ride (Dex), 

Swim (Str), Tumble (Dex). 

 The Witch Doctor Kit: 

Awareness (Wis), Climb (Str), Craft* 

(Int), Forgery (Int), Handle Animal 

(Cha), Heal (Wis), Jump (Str), 

Knowledge* (Int), Profession* (Wis), 

Ride (Dex), Sense Motive (Wis), 

Survival (Wis), Swim (Str). 

 
* Each of these skills actually encompasses a 

variety of related skills. Such as Knowledge 

could be Knowledge (History) or Knowledge 

(Heraldry), Perform could be Perform 

(Dance), Perform (String Instruments) or 

Perform (Tragedy). Each time this skill is 

learned, a specific category must be chosen. 
 

Skill points at 1
st
 level:  

(6 + Int modifier) x 4 

Skill points at each additional level:  

6 + Int modifier 

 

CLASS FEATURES:CLASS FEATURES:CLASS FEATURES:CLASS FEATURES: 

All of the following are class features 

of the Mage. 

 

Starting Feats: 
Mages begin play with the following 

feats: 

 Energy Sensitive 

 Weapon Proficiency (any) 

 Weapon Proficiency (any) 

 

Magic Training: 
The Mage gains a bonus magic feat at 

1
st
, 2

nd
 and 4

th
 level. This bonus feat 

must be selected from the following 

list. 

 Alter, Control, Sense. 

 Once one of these magic feats 

is selected, its associated magic skills 

become class skills for the character. 

 

 

Minor Abilities: 
Due to their magical nature, Mages 

gain a fair command over certain 

supernatural abilities. The different 

abilities are available to different Kits, 

and have certain prerequisite 

requirements. Some are aura-based, 

and will automatically provide bonuses 

to fellow party members and followers. 

 

Deflect (Minor Ability): The Mages 

become more proficient with the use of 

their imbued weapons. Increased 

training makes them more adept at 

deflecting arrows and other ranged 

attacks. This provides the Mage with a 

+1 Dodge bonus to his or her Defence, 

provided they are wielding an imbued 

weapon. This ability can be used at any 

time, but it costs the Mage a move 

action in his next round. This ability 

can be taken as many as three times, 

and the effect stacks for a total of +3.  

 All Mage Kits. 
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Energy Attunement (Minor Ability): 

Mages with exemplary focus can 

imbue more energies within their 

weapons, increasing the amount of 

damage they can do. Selecting this 

ability allows them to imbue additional 

energies into their weapons, and 

increasing the damage of an imbued 

weapon by an additional +1d8. For 

example, Socallus wields a staff, has 

chosen the Energy Attunement ability 

and chooses to imbue his weapon. Its 

total damage will now be 1d6 + 2d8 + 

his Strength modifier. This ability can 

be selected twice, and the effects do 

stack. 

 All Mage Kits. 

 

Familiar (Minor Ability): Mages often 

seek companions on their journeys, 

and choose to take on familiars. Doing 

so takes 24 hours and uses magical 

materials that cost 100 gp. A familiar 

is a magical beast that resembles a 

small animal and is usually tough and 

intelligent. It usually serves as a 

companion and a servant. The Mage 

chooses the type of familiar he or she 

gains, and the familiar increases in 

power as he or she levels up. A 

familiar can have its power increased 

through the use of other abilities. 

 All Mage Kits. 

 

Manipulation (Minor Ability): Mages 

are devious and intelligent. By 

observing the energies around them, 

they find a way to subtly manipulate 

the currents in their favour. When 

unarmoured (including the use of 

shields) and unencumbered Mages add 

their Intelligence modifier to their 

Defence. 

 Magician Kit only. 

 

Martial Training (Minor Ability): 

Some Mages find that magic isn’t 

enough, and skill with the blade may 

prove more expedient and deadly. 

While evading their would-be captors 

they use mundane skills, neglecting 

arcane prowess. What this means is 

that they sacrifice 2 skill points per 

level—reducing their skill points per 

level to 4 + Int Modifier, except at 1
st
 

level where it become (4 + Int 

modifier) x 4—in order to gain the 

base attack bonuses of a Warrior. This 

ability is available at 1
st
 level only. 

 War Wizard Kit only. 

 

Offensive Aura (Minor Ability): Mages 

have been hunted down for centuries, 

and those that survive have learnt the 

tricks of their foes to deadly effect. 

The Mage and all her allies within 10m 

gain a +1 morale bonus to melee 

attacks. 

 All Mage Kits. 

 

Resistance (Minor Ability): Mages 

dabble with the dark powers of 

Destruction, and as a consequence 

become immune to some of Creation’s 

viler weapons. Though their taint is 

weaker than that of Abominations, 

they are afforded some protection. 

They gain a +4 bonus on Fortitude 

saving throws. 

 All Mage Kits. 

 

Speed Aura (Minor Ability): Being 

frequently on the run, Mages often 

have need of preternatural speed. The 

Mage and all his allies who begin their 

turn within 10m of him gain a +2m 

bonus to their speed. 

 All Mage Kits. 

 

Trackless Step (Minor Ability): When 

evading enemies, it is often best to 

avoid detection. A Mage with this 

ability ceases to leave any discernable 

sign of her passing and cannot be 

tracked. The Priest can still leave a 

trail if he or she so desires. 

 All Mage Kits. 

 

Woodland Stride (Minor Ability): 

Mages used to traveling through the 
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wilderness develop the skill of 

traversing great distances in the 

shortest amount of time. The Mage 

may travel through any natural 

underbrush (such as briars, thorns, 

vine-filled spaces) at normal speed 

with no damage. Any underbrush 

being magically manipulated still 

provides damage and impedes 

movement. 

 Witch Doctor Kit only. 

 

Bonus Feats: 
At 3

rd
, 7

th
, 9

th
, 14

th
 and 20

th
 level the 

Mage gains a bonus feat. The feat must 

be selected from the following list and 

the Mage must meet any prerequisites. 

Magical feats can be selected in place 

of those listed below. 

The Magician Kit: Armour 

Proficiency (light), Athletic, Deceitful, 

Deformity (any), Destructive Brand, 

Investigator, Mobility, Negotiator, 

Persuasive, Poison Immunity, Skill 

Emphasis, Willing Deformity. 

The War Wizard Kit: Armour 

Proficiency (light), Armour 

Proficiency (medium), Athletic, Blind 

Fight, Deformity (any), Dodge, 

Mobility, Mounted Combat, Power 

Attack, Shield Proficiency, Weapon 

Focus, Willing Deformity.  

 The Witch-doctor Kit: 

Acrobatic, Animal Affinity, Armour 

Proficiency (light), Athletic, Deformity 

(any), Dodge, Lichloved, Mobility, 

Mounted Combat, Sacrificial Mastery, 

Skill Emphasis, Willing Deformity. 

 

Imbue Weapon: 
At 5

th
 level a Mage learns the art of 

imbuing energies within a melee 

weapon. This weapon must be wielded 

by the Mage personally in order for the 

imbuing to take effect. It takes a full-

round action to imbue the weapon with 

Destructive energies and costs 3 

vitality points. The benefit to the 

weapon lasts a number of rounds equal 

to the character’s spellcaster levels. At 

5
th
 level the weapon’s damage 

increases by +1d8 (an energy imbued 

dagger would, for instance, deal 

1d4+1d8 damage). At 13
th
 level the 

weapon’s damage increases by an 

additional +1d8 (for a total of +2d8). 

 An energy-imbued weapon can 

block other energy weapons, and does 

not ignore damage reduction when 

targeted by certain energy types. 

 

Skill Emphasis: 
At 6

th
, 12

th
 and 17

th
 level the Mage 

gains a Skill Emphasis bonus feat. 

Each time the Mage gains this bonus 

feat it must be applied to a different 

class skill that the Mage already has 

ranks in, including magic skills. 

 

Major Ability: 
As with minor abilities, the Mage has 

learnt to shape the energies to even 

greater effect. Yet again, different 

abilities are available to different kits, 

and the Mage must meet any 

prerequisites. 

 

Sneaky Aura (Major Ability): The 

natural Intelligence and free-thinking 

nature of the Mages allows them and 

their allies to exploit their opponent’s 

weaknesses. Allies within 10m of the 

Mage deal an additional 1d6 damage to 

ay opponents they flank. This is 

counted as a morale bonus. 

 All Mage Kits. 

 

Greater Energy Attunement (Major 

Ability): The Mage is able to increase 

the amount of energy imbued within 

his or her weapons to an unparalleled 

level. This increases the damage done 

by an additional + 2d8. This ability can 

only be selected once. 

 War Wizard Kit only. 

 

Spell-slinging Aura (Major Ability): 

Some Mages are truly exemplary and 

empower not only themselves, but 

other spellcasters as well. Any spell 
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cast by an ally within 10m deals an 

additional 1d6 damage if it is a spell 

with a damage roll. This benefit is 

considered a morale bonus. 

 Magician Kit Only. 

 

Taint (Major Ability): The Mage has 

wielded Destructive powers for so long 

that his or her body has been forever 

tainted by them. The Mage gains the 

benefits of the Tainted Blood Feat 

previously only available to 

Abominations and one extra Tainted 

feat. This ability can only be chosen 

once. After it is selected the Taint feats 

become racial feats for the mage. 

 All Mage Kits. 

 

Tyrannical Aura (Major Ability): 

Mages are more widely feared than 

loved, even by their own allies. Many 

Mage commanders also became 

powerful through sheer ruthlessness. 

Any allies within 10m gain a +5 bonus 

to Will saving throws for fear of 

betraying the Mage. If they should fail 

and the result of the spell would cause 

their betrayal or failure, they 

immediately become panicked and 

either suffer the effects of the Fear 

spell (as rolled by the caster that 

brought about this result) or else flee. 

 All Mage Kits. 

 

Voodoo Doll (Major Ability): The 

Mage gains the ability to imbue an 

item of personal significance with the 

energies. By meditating and calling 

upon the spirits, he can channel their 

powers and trap them within the item. 

This costs 1 Faith Point, and the item 

is now a totem. The trapped spirits are 

tainted, and allow the Mage o curse his 

enemies. The targeted enemies suffer a 

-4 penalty to their saving throws 

against Magical skills and feats. 

 Witch Doctor Kit only. 

 

Wealth: 
4d4 x 10 gold pieces 
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SKILLSSKILLSSKILLSSKILLS    

    
“You priests and your magic! Use the common abilities of an honest man!” 

-Carcius Tellemon- 

 

SKILLSSKILLSSKILLSSKILLS    
 Artisan Frontier Landsman Noble Rogue   

Skills Art Exp Inv Ran Spy Rur Urb New Old Con Out Thi Untrained Key 

Ability 

Appraise C X C X X X C C C C C X Yes Int 

Alchemy X X C X X X X X X X X C No Int 

Awareness X X X C C C C X X C C C Yes Wis 

Balance X C X C X X X X X C C C Yes Dex 

Bluff C X X X C X X C X C C C Yes Chas 

Climb X C X C C C X X X X C C Yes Str 

Craft C C C C C C C C C C C C Yes Int 

Diplomacy X X X X X X C C C X X X Yes Cha 

Disable 

Device 

X X C X X X X X X X X X No Int 

Disguise X X X X C X X C C C C X Yes Cha 

Escape 

Artist 

X X X X X X X X X C C C Yes Dex 

Forgery C X X X X X X X X C X C Yes Int 

Gamble C X X X X C C C X C X C Yes Wis 

Gather 

Information 

X X X X C X X X C C X C Yes Cha 

Handle 

Animal 

X X X C X C X X X X X X No Cha 

Heal C C C X X X X X X X X X Yes Wis 

Hide X X X C C C C X X C C C Yes Dex 

Intimidate X X X X X X X X X C C X Yes Cha 

Jump X C X C X C C X X X X X Yes Str 

Knowledge C C C C C C C C C C C C No Int 

Move 

Silently 

X X X C C X X X X C C C Yes Dex 

Open Lock X X C X X X X X X X C C No Dex 

Pilot X C C C C X X X X X X X Yes Int 

Perform C X X X X X X C C X X X Yes Cha 

Profession C C C C C C C C C C C C No Wis 

Repair C C C C X X X X X C X X Yes Int 

Ride C C C C X C X X C X C X Yes Dex 

Search C C C C C C C X X C C C Yes Int 

Sense 

Motive 

X X X X X X X C C C X X Yes Wis 

Sleight of 

Hand 

X X X X X X X X X C C C No Dex 

Speak/Read/ 

Write 

Language 

C C C C C X X C C X X X No None 

Survival X X X C C C C X X X C X Yes Wis 

Swim X X X C X C C X X X C X Yes Str 

Tumble X C X X C X X X X C C C No Dex 
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The skills in the Unchained Earth work identically to the skills in any normal d20 

game. The following books contain extra material relating to the way skills work and 

are fully compatible with this campaign setting: 

 

 The Player’s Handbook 3.5 

 The Complete Adventurer 

 The Complete Arcane 

 The Complete Warrior 

 

Additional skills, or modified skill uses, will be described below. In the provided 

charts regarding class and skill, ‘C’ represents a class skill and ‘X’ and cross-class 

skill.

SSSSKILLS (CONTINUED)KILLS (CONTINUED)KILLS (CONTINUED)KILLS (CONTINUED)    
 Warrior Priest Mage   

Skills Due Sap Sho Pal Pre Sha Mag War Wit Untrained Key 

Ability 

Appraise X X X X C X C X X Yes Int 

Alchemy X C X C X X X X X No Int 

Awareness C X C X X C X C C Yes Wis 

Balance C X X C X X X C X Yes Dex 

Bluff C X X X C X C X X Yes Chas 

Climb X X C C X C X C C Yes Str 

Craft C C C C C C C C C Yes Int 

Diplomacy X X X C C X C X X Yes Cha 

Disable 

Device 

X X X X X X X X X No Int 

Disguise X X X X X X C X X Yes Cha 

Escape Artist X X X X X X X C X Yes Dex 

Forgery X X X X X X X X C Yes Int 

Gamble C X X X X X X X X Yes Wis 

Gather 

Information 

X X X X C X C X X Yes Cha 

Handle 

Animal 

X X C X X C X X C No Cha 

Heal X C X C X C X X C Yes Wis 

Hide X X X X X C X C X Yes Dex 

Intimidate C C C C C X X C X Yes Cha 

Jump X X C C X C X X C Yes Str 

Knowledge C C C C C C C C C No Int 

Move 

Silently 

X X X X X X X C X Yes Dex 

Open Lock X C X X X X X X X No Dex 

Pilot X X X X X X X X X Yes Int 

Perform X X X X C X C X X Yes Cha 

Profession C C C C C C C C C No Wis 

Repair X C        Yes Int 

Ride C C C C C C C C C Yes Dex 

Search X X X X X X X X X Yes Int 

Sense Motive X X X X C C C X C Yes Wis 

Sleight of 

Hand 

X X X X X X C X X No Dex 

Speak/Read/ 

Write 

Language 

X X X X C X C X X No None 

Survival X C X X X C X X C Yes Wis 

Swim X X C C X C X C C Yes Str 

Tumble C X X C X X X C X No Dex 



 67 

 

Alchemy (Int) 
Trained Only 

Alchemists combine strange 

ingredients in strange ways to make 

marvellous substances. This skill is 

also used to make and set explosives/ 

 Check: The character may 

perform tasks related to alchemy, such 

as identifying an unknown substance 

or poison (this is particularly useful to 

characters who don’t possess the 

Survival skill). Alchemy also works as 

a special variant of the Craft skill, 

allowing you to make alchemical items 

without having any ranks in Craft. 

 Also, setting a simple explosive 

to blow up at a certain spot doesn’t 

require a check, but any attempt to 

build an explosive device or set an 

explosive to cause a specific damage 

effect does. 
Task DC Notes 

Identify 

substance 

25 Costs 1gp per attempt 

(or 20gp to take 20) 

Identify 

poison 

20 Able to determine 

whether a creature is 

poisonous / has been 

poisoned, and the exact 

type of poison 

Identify 

potion 

25 Costs 1gp per attempt 

(or 20gp to take 20) 

Make Acid 15 See Craft Skill 

Make 

smokestick or 

tindertwig 

20 See Craft Skill 

Make 

antitoxin, 

sunrod, 

tanglefoot 

bag or 

thunderstone 

25 See Craft Skill 

Set Explosive Device: Placing 

an explosive in the optimum location 

for maximum blast efficiency takes 

skill and patience. The GM makes the 

check (so that you’re unaware of how 

well you’ve done), compares it to the 

list of DCs on the table below and 

applies the result for the highest DC 

that’s equal to or less than the check 

result. For example, a result of 19 

produces a blast that does double 

damage and provides a -2 penalty to 

the Reflex save of anyone caught in the 

blast area. A failed check (9 or lower) 

reduces the explosive power by half, 

provides a +4 bonus on Reflex saves to 

avoid damage and has a 15% chance of 

causing the device to explode 

prematurely. The application of the 

skill is used to set an explosive device 

that includes a timer or detonator. 
DC Damage 

Multiplier 

Penalty to Save 

10 x1 0 

15 x2 -2 

20 x3 -4 

30 x4 -6 

Build Explosive Device from 

Scratch: Creating a scratch-built 

explosive device requires the 

appropriate materials and time. In 

combat, the best that could be 

accomplished regardless of the skill 

check result or the materials would be 

an improvised explosive device that’s 

the equivalent of an alchemist’s fire 

(damage 1d6). In general, building an 

explosive device happens apart from 

combat or some other dramatic 

situation. When building an explosive 

device from scratch, the character 

decides what kind of result he or she is 

after, pays the cost in raw materials 

and tries to achieve the required DC. 

Adding a trap increases the DC but 

doesn’t affect the costs. 

If the check fails, the device is 

ruined and the raw materials are 

wasted. There is a 25% chance that the 

explosive detonates during 

Type (and 

Damage) 

Radius DC Cost 

Improvised (1d6) 2m 5 7gp 

Simple (2d6) 2m 10 70gp 

Moderate (4d6+1) 4m 15 122gp 

Complex (5d6+2) 6m 20 175gp 

Powerful (6d6+4) 6m 25 350gp 

Devastating 

(8d6+6) 

8m 30 525gp 

Add a trap to disable attempts: +5, +10 or +15 
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construction, dealing one half its 

intended damage to the builder and 

anyone else in the blast radius.  

Special: In case of failure when 

identifying substances, all the required 

raw materials are consumed. In the 

case of making items other than 

explosives each failure consumes half 

the raw materials required. 

You can take 10 when using 

the Alchemy skill, but you can’t take 

20. Purchasing and maintaining an 

alchemist’s lab grants a +2 bonus to 

the skills, but doesn’t provide any raw 

materials. 

Time: Identifying substances 

takes 1 hour of game time. Setting an 

explosive device for maximum 

efficiency takes 1 minute or more, 

depending on the scope of the job. A 

simple explosive can be set as a full-

round action. Building an explosive 

from scratch, which includes 

fashioning the raw materials and 

combining the chemicals inside a 

housing of some kind, requires a check 

that takes on of the following amounts 

of time: 1 hour (simple), 12 hours 

(moderate), 1 day (complex), 3 days 

(powerful), 1 week (devastating). 

 

Appraise (Int) 
Use this skill to estimate the value of 

an object, from an old cross-bow to an 

antique table. 

 Check: You can appraise 

common or well-known objects within 

10% of their value (DC12). Failure 

means you estimate the value at 50% 

to 150% of actual value. The GM 

secretly rolls 2d6+3, multiplies by 

10%, multiplies the actual value by 

that percentage and tells you what you 

think the value of the item is. For a 

common or well-known item, your 

chance of estimating the value within 

10% is fairly high, even if you fail the 

check—consider this case a lucky 

guess. 

 Rare or exotic items require a 

check against DC 15, 20 or higher. If 

successful, you estimate the value at 

70% to 130% of its actual value. The 

GM secretly rolls 2d4+5, multiplies by 

10%, multiplies the actual value by 

that percentage and tells you what you 

believe the value of the item is. Failure 

means you can’t estimate the item’s 

value. 

 The result of an Appraise check 

should have an effect on the story, 

such as when trying to determine if a 

deal is too good to pass up or if a 

sneaky merchant is trying to make 

some money off of you. 

 Retry: Not on the same object, 

regardless of success. 

 Special: When making the 

check untrained, for common items 

means you make no estimate (you are 

free to make a wild guess) and for rare 

items success means an estimate of 

50% to 150% (2d6+3 multiplied by 

10%). 

 You can take 10 when doing an 

Appraise check but you can’t take 20. 

 Time: Appraising an item takes 

1 minute. 

 

Awareness (Wis) 
This skill is used to hear approaching 

enemies, eavesdrop on a conversation, 

notice opponents waiting in ambush or 

making a quick scan of your 

surroundings. In short, Awareness is a 

combination of both Listen and Spot 

(since it really was silly having two 

separate skills, I feel, and Wizards 

seems to agree with me as they’re 

combining them into ‘Perception’ for 

4
th
 edition). See the Listen and Spot 

sections of the relevant manuals. 

 

Gamble (Wis) 
Use this skill to earn gold through 

games of chance, including horse 

races, black jack or dice. 

 Check: The amount you wager 

and the result of your check determine  
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how much money you win or lose 

during an evening of gambling. You 

can either gamble against the house or 

against an opponent (or group of 

opponents). 

 

 When gambling against the 

house—such as when betting on horse 

races or gladiatorial battles—you must 

declare how many gold pieces you 

want to wager as your stake for the 

evening of gambling. Your skill check 

determines whether you win or lose 

and by how much after an entire 

evening of gambling. 

 When gambling against 

opponents—such as major NPCs or 

other players—each character declares 

an amount to wager for the evening 

and makes a Skill check. The character 

with the highest result is considered 

the overall winner after an evening of 

gambling. If two or more characters 

are tied with the highest result, they 

split the winnings. Each participant, 

other than the winner, checks his result 

against the winner’s result, using the 

difference in scores to determine how 

much money is deducted from his 

stake and added to the winner’s take. 

 You can also use the play-

against-the-house-system when you 

gamble with multiple NPCs, if the GM 

wants to reduce the number of skill 

checks. 

 Retry: No, unless you want to 

put in another stake. 

 Special: You can’t take 10 or 

20 when making a Gamble check. 

 Time: A Gamble check 

assumes an evening of play, with your 

result indicating how much you 

increase or decrease your stake. 

 

Pilot (Int) 
Trained Only 

Many ancient craft litter the world of 

Sekes. These remnants from before the 

Ravaging are the result of Itjian 

ingenuity. Even stranger craft were 

created by the Djahn’Gar. This is used 

for ancient Craft, wagons, wheeled 

vehicles as well as sailing vessels. 

 Check: Typical piloting 

doesn’t require a check, though a 

check is required to discern a Craft’s 

activation mechanism the first time. In 

general, checks are required during 

combat, for special manoeuvres, in 

other extreme circumstances or when 

the pilot wishes to attempt something 

outside the normal parameters of the 

Craft. 

 As a rule of thumb, easy 

vehicle manoeuvres—including loops 

and low-speed turns—do not require a 

check; they only require movement. 

Stunts—actions in which the driver or 

pilot attempts to do something very 

complex very quickly or in a limited 

space—require Pilot checks. 

Increasing Craft speed has a DC of 10, 

slowing it down rapidly has a DC of 

15. Performing a tight loop is 

somewhat more challenging (DC 25), 

and the DC for avoiding hazards 

ranges from very easy (DC 0) to nearly 

impossible (DC 40). 

Result Wins or Losses 

1-4 Lose entire stake 

5-9 Walk away with 25% of stake 

10-14 Walk away with 50% of stake 

15-19 Break even, keep entire stake 

20-24 Win stake x 1.5 

25-29 Win stake x 2 

30-34 Win stake x 3 

35-49 Win stake x 5 

40+ Win stake x 10 

Difference Change in Winnings 

1-4 Keep entire stake 

5-9 Give 1/10 of stake to 

winner 

10-14 Give 1/4 of stake to 

winner 

15-19 Give 1/3 of stake to 

winner 

20-24 Give 1/2 of stake to 

winner 

25-29 Give 2/3 of stake to 

winner 

30-34 Give 3/4 of stake to 

winner 

35+ Lose it all 
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 Each Craft’s description 

includes a manoeuvre modifier that 

applies to all Pilot checks made when 

operating the Craft. For large Craft the 

modifier derives directly from the size 

of the Craft. 

 For descriptions of combat and 

manoeuvres, see the relevant section 

under equipment. 

 Special: Any Pilot check to 

operate a Craft or ship has a -4 penalty 

unless you have the appropriate 

operation feat. This does not apply to 

conventional vehicles such as wagons 

or carriages. 

 You can take 10 when making 

a Pilot check, but you can’t take 20. 

 Time: Using the Pilot skill is a 

move action. 

 

MAGIC SKILLSMAGIC SKILLSMAGIC SKILLSMAGIC SKILLS 

Magic is an integral part of life on Sekes. Priests and Mages make their will manifest 

by shaping the energies with the skills described below. Each skill has a number of 

prerequisite feats, which are detailed in the following chapter. 

 

Barrier (Con) 
Requires the Energy Sensitive and 

Control feats 

Through immense concentration you 

focus the energies into physically 

manifesting. Unlike the Evocation 

skill, you make them physically 

tangible and form a barrier to impede 

or harm your opponents. 

 Check: A Barrier check creates 

an obstruction to your opponents. You 

must declare whether you’re creating a 

physical obstruction or armour. 

 Creating an obstruction: The 

check determines how much damage 

the obstruction can take before giving 

way (in the case of something like 

rock) or how much damage it causes to 

those who pass through it (like 

lightning), but never both. The barrier 

fades after a number of rounds equal to 

your spellcaster level. 

 Creating armour: you clothe 

yourself in the energies, soaking up 

damage. The amount of damage 

soaked is equal to the check result 

obtained. The armour lasts for a 

number of rounds equal to your total 

spellcaster level, and covers your torso. 

  
Result Hardness 

2-15 2 

16-25 4 

26-35 6 

35+ 8 

Time: Activating Barrier is a 

full-round action. 

 Vitality Point/Belief Cost: 2 

plus vitality points/belief equal to the 

bonus achieved. So if the result 

provides a +2 bonus, the total cost is 4. 

 

Battle Focus (Con) 
Trained only ; Requires the Energy 

Sensitive and Control feats 

You can increase your prowess in 

combat, using the energies to enhance 

your concentration and commitment in 

battle. 

 Check: A Battle Focus check 

grants a bonus to attack rolls as shown 

on the table below. You can decide to 

select a bonus that is less than the 

result you achieve, thus also lowering 

the cost in vitality points or belief. 
Result Bonus to Attack 

2-4 +1 

5-14 +2 

15-24 +3 

25-34 +4 

35+ +5 

Special: You can take 10 when 

making a Battle Focus check but you 

can’t take 20. 

Result Health Damage 

2-15 15 1d8 

16-25 20 2d8 

26-35 25 3d8 

35+ 30 4d8 
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 Time: Activating Battle Focus 

is a move action and the bonus it 

provides lasts for 10 rounds (1 minute). 

 Vitality Point/Belief Cost: 2 

plus vitality points/belief equal to the 

bonus achieved. So if the result 

provides a +2 bonus, the total cost is 4. 

 

Battle Influence (Cha) 
Requires the Energy Sensitive, Battle 

Meditation and Alter feats 

You can envision a specific outcome 

of combat and help make it a reality 

with the power of your belief. After 

you have influenced the outcome of a 

fight, enemies miss their targets. If 

they fall prey to their own anger and 

hatred, they may turn on each other. 

 Check: Battle Influence affects 

all your enemies within 10m of your 

position at the time its activated. A 

Battle Influence check sets the DC for 

a target’s Will save. If enemies within 

this area leave the area, they are still 

affected; new enemies that enter the 

area are not affected. If you or one of 

your allies visibly or clearly attacks 

one of the targets of this ability, its 

effects on that target end immediately. 
Result DC 

2-15 15 

16-26 20 

26+ 25 

The DC increases by 5 if the 

enemies are all hostile to each other; it 

decreases by 5 if they’re all friendly to 

one another. 

 If a target of this skill succeeds 

at his Will save, he is unaffected. If the 

target fails the save, he takes a -4 

penalty on attack rolls directed against 

the spellcaster and his allies. If the 

target’s save fails by 10 or more, he 

attacks his own allies instead, though 

he still suffers a -4 penalty to his attack 

rolls. If the target fails the save by 20 

or more he attacks his own allies and 

does not suffer the -4 penalty. (If an 

opponent influences a player character, 

the GM can randomly determine which 

ally the character attacks). 

 You do not need to be able to 

communicate with your enemies to use 

this skill against them. 

 Retry: No. Once you attempt 

to affect a battle, you cannot alter the 

outcome you have envisioned. Even if 

the effect ends during battle, you 

cannot activate it again to influence the 

same battle. 

 Time: Activating this skill is 

an attack action, and it lasts for 10 

rounds / 1 minute. 

 Vitality Points/Belief Cost: 8. 

 

Control Mind (Cha) 
Destructive Skill ; Trained only ; 

Requires the Energy Sensitive, Battle 

Meditation and Alter feats 

You possess a stronger connection 

with your minions. Using this skill you 

send out your consciousness and subtly 

control and direct their actions, 

overriding their individual impulses. 

With a higher degree of ability, you 

can control more individuals at a much 

greater range. 

 Check: A Control Mind check 

(DC 20) allows you to instil great 

confidence in one or more of your 

allies or minions. Each of these allies 

gains a competence bonus on attack 

rolls, saving throws and skill checks 

equal to ¼ your spellcaster level 

(rounded down, minimum of +1) for as 

long as you continue to spend vitality 

points or belief. 

 You can affect large numbers 

of allies with the same Control Mind 

check, provided they are not beyond 

your maximum range. However, the 

more people you want to affect the 

more vitality points or belief you need 

to spend. 

 Retry: Yes. You can attempt 

another Control Mind check after a 

Number of Targets Cost/Minute 

1-10 3 

11-100 6 

101-1000 12 

1001-10000 18 



 72

failed check, but the effects of multiple 

successes aren’t cumulative. 

 Special: The maximum range 

for this ability is based on your 

mastery of the energies. With the 

Focussed Mind you can affect any 

allies within 10km. With the 

Heightened Mind feat as well you can 

affect any allies within 100kn. With 

the Master Mind feat, you can affect 

any allies within 1000km. Without 

those feats, the range of the ability is 

limited to line of sight. Use of this 

ability gives characters a Destruction 

point. 

 Time: Activating this skill 

requires a full-round action, which 

draws an attack of opportunity. 

Maintaining it requires a move action 

each round. 

 Vitality Point/Belief Cost: 
Activating this skill costs 6 vitality 

points / belief. A cost is also paid for 

every minute (10 rounds) the power is 

used. 

 

Corrupt (Int) 
Destructive Skill ; Requires the Energy 

Sensitive and Alter feats 

You can sense the energies within 

another creature or being’s body and 

make them Destructive. These energies 

are poisonous to anyone not capable of 

wielding destructive magic.  

Check: The Corrupt check sets 

the DC for the target’s Fortitude saving 

throw. On a failed save the target 

suffers 1d6 points of Constitution 

damage. The target suffers an 

additional 1d4 Constitution damage 

each day after initial infection per level 

of destructive spellcaster of the player 

character. On a successful save the 

target takes no damage. 

Special: This skill has a range 

of 10m. You can take 10 when making 

Corrupt checks, but you can’t take 20. 

Using this skill gives the character a 

Destruction Point. 

Time: Corrupt is an attack 

action. If a target is infected, additional 

checks cannot be made until the 

corruption has run its course. If 

unsuccessful, another check cannot be 

made for 24 hours against the same 

target. Corrupt is taxing on the soul, 

and can only be done once a week. 

Vitality Point/Belief Cost: 6.  

 

Drain Energy (Con) 
Destructive Skill ; Requires the Energy 

Sensitive and Alter feats 

Destructive spells are fed by drawing 

energy from the world around you. 

Using this skill you can drain the 

energy from a living entity and channel 

it at no cost to yourself. 

 Check: Drain energy can be 

used against other, resisting opponents, 

or against unresisting living matter. 

You must be touching a creature in 

order to drain its energy. If contact is 

broken during the round the attempt 

fails. 

Draining nonsentient 

creatures: Unresisting living matter—

such as plants—gain no saving throw 

and give 1 vitality point per hardness  

(for example, wood has a hardness of 

2) multiplied by the size category `(x 1 

for small, x2 for medium, x 4 for large 

and so on). For example, Runedancer 

uses Drain Energy on a Darkwind 

Yellowwood, gaining 64 (2 x 32) 

vitality points to expend on spells. It 

takes one full round per multiple to 

drain the energy. In this case, the 

Darkwind Yellowwood was colossal, 

taking a total of 32 rounds (3 minutes 

and 12 seconds) to drain. The drained 

energy must be utilised fully within a 

quarter of the time it took to drain (in 

Runedancer’s case, 48 seconds or 16 

rounds) or else it disappears unused. 

Draining sentient creatures: 

Your drain energy check sets the DC 

for the target’s fortitude save. On a 

successful save the target is unaffected. 

On a failed save you can drain 2d4 
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vitality points per round. These vitality 

points are yours permanently, or can be 

expended in the next round on spells. 

You cannot absorb more vitality points 

than your maximum. 

Special: You can take 10 when 

using Drain Energy, but you can’t take 

20. A character who uses this ability 

gains a Destruction Point. 

Time: Drain Energy is a full-

round action. 

Vitality Point/Belief Cost: The 

cost for a failed attempt is 2. If 

successful, the cost of 2 is paid to 

make the initial contact, but each round 

the Drain is maintained incurs no 

additional costs. 

 

Drain Knowledge (Int) 
Destructive Skill ; Trained Only ; 

Requires the Energy Sensitive and 

Sense feats 

You can drain specific memories 

relating to a specific subject from a 

victim’s mind. This allows you 

temporary, limited access to this one 

filed of knowledge. 

 Check: A Drain Knowledge 

check allows you to sift through a 

specific target’s mind. For a target that 

is conscious and not resisting, the 

check is against DC 15. For targets that 

are unconscious or actively resisting 

the check must exceed the target’s Will 

saving throw or DC 20, whichever is 

highest. The Drain Knowledge check 

requires five minutes, and you must 

touch the target for the duration of the 

attempt (therefore, you must render an 

unwilling target unconscious or 

immobile before attempting this skill). 

 If the Drain Knowledge check 

is successful, the target temporarily 

loses 2 points of Intelligence (these 

points are recovered at a rate of 1 point 

per day of rest). You may then choose 

one Knowledge Skill the target 

possesses and immediately gain the 

benefit of making skill checks at half 

the bonus the subject could. For 

example, Tyrion uses Drain 

Knowledge successfully on Katya, a 

priestess of Da’el. Da’el had 12 ranks 

in Knowledge (Royalty), so Tyrion can 

make Knowledge (Royalty) checks 

with a +6 bonus. The target—in this 

case, Katya—does not lose the ranks 

you have acquired. 

 Retry: Yes, but you must 

continue to touch the target during 

each attempt. Each successful check 

allows you to use another of the 

target’s Knowledge skills untrained. 

 Special: You only have 

temporary access to the Knowledge 

skill you have drained. Each time you  

use the stolen skill you must attempt a 

Will saving throw (DC 15). If you fail 

this save, you lose the ability to make 

Knowledge checks untrained with the 

relevant skill. Use of this skill gives a 

character a Destruction point. Note that 

Shield adds a bonus to the target’s Will 

save. 

 Time: 5 minutes to absorb the 

Knowledge, which remains until the 

Will save is failed (see above). 

 Vitality Point/Belief Cost: 8. 

 

Empathy (Wis) 
Requires the Energy Sensitive feat 

You read the energies emanating from 

a subject, gaining insight into their 

general state of mind and mood. 

 Check: An Empathy check 

allows you to sense a target’s general 

mood, attitude and emotional state. 

You can tell if the target is happy, sad 

or indifferent. The target gets to make 

a Will saving throw (DC 10 + your 

spellcaster level) to resist your 

empathic probe. This save is a 

reflexive reaction that the target is 

unaware of. The target doesn’t know 

that his or her emotions are being read. 

 If the target fails his or her 

save, you get a general feel of their 

emotions. Doing so grants a bonus on 

the next skill check you make on the 

target in the next 10 rounds (1 minute) 
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using one of the following interaction 

skills: Bluff, Diplomacy, Handle 

Animal, Intimidate, Perform or Sense 

Motive. 
Result Bonus 

2-4 +1 

5-14 +2 

15-24 +3 

25-34 +4 

35+ +5 

Retry: You can’t use Empathy 

on the same target again until 24 hours 

have elapsed. 

 Special: You can take 10 when 

making Empathy checks, but you can’t 

take 20. 

 Time: Empathy is an attack 

action. The bonus provided lasts 10 

rounds (1 minute) or until you make a 

skill check against the target using the 

interaction skills listed above. 

 Vitality Point/Belief Cost: 2. 

 

Enchantment (Cha) 
Requires the Energy Sensitive and 

Alter feats. 

You alter a target’s perceptions or 

make a telepathic suggestion in another 

character’s mind. 

 Check: The result of an 

Enchatment check sets the DC for the 

target’s Will save. This skill works 

best with characters that have a weak 

will, and as such a street thug is easier 

to affect than a high priest. 
Result Will Save DC 

2-4 5 

5-14 10 

15-24 15 

25-34 20 

35+ 25 

Declare whether you’re 

attempting to alter perceptions or make 

a suggestion when you make your 

Enchantment check. If the target’s 

saving throw fails, you can do one of 

the following things. 

 Alter perceptions: This creates 

a simple false stimulus, such as a brief 

sound or fleeting image, detected by a 

single person and lasting no more than 

a single round. It is generally used to 

distract an opponent, which can also 

have the effect of a feint (uses for 

Bluff in combat). Note that the 

individual targeted receives a +2 

circumstance bonus on their saving 

throw for each additional person 

beyond the first that you want to detect 

the false stimulus. 

 Suggestion: This allows you to 

alter the opinions of others, making an 

otherwise unpalatable suggestion seem 

completely acceptable to the target. 

You must be able to communicate with 

the target, and the suggestion can’t 

obviously threaten the target’s life. The 

target won’t realise later that what he 

did was unreasonable. 

 Retry: No. You can attempt to 

affect the mind of the same character 

in another situation after time has 

passed, but not in the same encounter 

or scene. 

 Special: You can take 10 when 

making an Enchantment check, but 

you can’t take 20. The range for 

Enchantment is 10m. 

 Time: Enchantment is a full-

round action. 

 Vitality Point/Belief Cost: 2 

(alter perceptions), 4 (suggestion). 

 

Enhance Ability (Con) 
Requires the Energy Sensitive feat 

You call upon the energies to enhance 

your Strength or Dexterity for a short 

period of time. 

 Check: An Enhance Ability 

check grants a magical bonus to your 

Strength or Dexterity, but not to both. 

The result of the skill check determines 

the bonus. 
Result Bonus 

15-19 +2 

20-24 +4 

25-29 +6 

30+ +8 

Special: You can take a 10 or 

20 when making an Enhance Ability 

check. 

 Time: The magical bonus lasts 

for 10 rounds (1 minute). Activation is 
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an attack action. If you take 20 when 

making this check, you spend 2 

minutes and 60 vitality points/belief to 

attain the best result possible. 

 Vitality Point/Belief Cost: 3. 

 

Enhance Senses (Wis) 
Requires the Energy Sensitive and 

Sense feats 

You can use the energies to enhance 

your normal sensory capabilities. 

 Check: An Enhance Senses 

adds a magical bonus to any 

Awareness, Search or Sense Motive 

checks. It also adds to Survival checks 

made to find or follow tracks. The 

result of the Enhance Senses check 

indicates the bonus. 
Result Bonus 

10-14 +2 

15-19 +4 

20-25 +6 

25+ +8 

Special: You can take 10 or 20 

when making an Enhance Senses 

check. 

 Time: The magical bonus lasts 

for 10 minutes. Activation is an attack 

action. If you take 20 when making 

this check you spend 2 minutes and 60 

vitality points / belief in order to attain 

the best result possible. 

 Vitality Point/Belief Cost: 3. 

 

Entangle (Int) 
Trained Only ; Requires the Energy 

Sensitive, Alter and Control feats 

You are capable of channelling energy 

into plants, causing them to grow 

suddenly and hamper your foes. 

 Check: With an Entangle 

check, the spellcaster causes grasses, 

weeds, bushes and even trees to wrap, 

twist and entwine creatures, entangling 

them in place. A successful Reflex 

save prevents creatures in the area 

from being entangled. The result of the 

Entangle check determines the size of 

the area you can affect ad the DC of 

the Reflex save to escape it. 

 An entangled creature takes a -

2 penalty on attack rolls and a -4 

penalty to effective Dexterity, and 

can’t move. As a full-round action, an 

entangled character can attempt to 

break free and move half his normal 

speed; this requires a Strength check or 

an Escape Artist check (DC 20). 

Creatures who are not entangled move 

at half speed through the area affected 

by Entangle. However, the GM should 

allow normal movement for flying 

creatures, creatures of Tiny size or 

smaller, or creatures of Huge size or 

larger. 
Result Save DC Area 

2-15 10 2m radius 

16-25 15 4m radius 

26-35 20 6m radius 

36+ 25 8m radius 

Retry: Yes. Use the result of 

the most recent attempt to determine 

the Reflex save DC for creatures or 

characters caught in the effect. 

Characters and creatures already 

entangled do not receive a second 

Reflex save. 

 Time: Activating Entangle is 

an attack action. It affects all 

characters within the chosen area when 

it is activated; if a target is entangled it 

remains entangled until it breaks free. 

During this time, anyone passing 

through the area moves at half speed. 

 Vitality Point/Belief Cost: 1. 

 

Evocation (Int) 
Requires the Energy Sensitive and 

Alter feats 

You draw the energies together to 

physically manifest. These energies are 

hurled at a foe and sear them. 

 Check: An Evocation check 

sets the DC for the arget’s Reflex 

saveing throw. On a failed save a 

target takes 3d8 points of damage. On 

a successful save, a target takes half 

damage. 

 Any target with at least one 

half cover (such as standing behind 



 76 

another target) is protected from the 

effect and takes no damage. 
Result DC 

2-9 10 

10-14 15 

15-19 20 

20+ 25 

Special: Evocation has a range 

of 10m. The effect covers an area 6m 

wide, extending out from you in the 

direction you are facing, and therefore 

can affect more than one target at a 

time. You can choose to channel the 

evocation in a straight line, causing it 

to do 4d8 damage. You can take 10 

when making evocation checks, but 

you can’t take 20. 

 Time: Evocation is an attack 

action. 

 Vitality Point/Belief Cost: 6. 

 

 

Fear (Wis) 
Destructive Skill ; Requires the Energy 

Sensitive and Sense feats 

Fear lives within us all and feeds the 

Destructive impulses within us. You 

can manipulate the energies to learn 

what frightens others and use that 

against them, making them more 

susceptible to the lure of Destruction. 

 Check: A Fear check provides 

a magical penalty to a target’s skill 

checks and attack rolls. The result of 

the Fear check determines the target’s 

penalty. The target can negate the 

penalty by accepting a Destruction 

Point. 
Result Penalty 

10-14 -2 

15-19 -4 

20-24 -6 

25-29 -8 

30+ -10 

Special: You can take 10 when 

making a Fear check, but you can’t 

take 20. Multiple uses against the same 

target aren’t cumulative. Using this 

skill gives a character a Destruction 

Point. 

 Time: Activation is an attack 

action and the effects last for 10 rounds 

(1 minute). 

 Vitality Point/Belief Cost: 2. 

 

Friendship (Cha) 
Trained only ; Requires the Energy 

Sensitive feat 

You can use the energies to calm a 

hostile or unfriendly person or animal. 

 Check: A Frendship check 

alters the attitude of a hostile or 

unfriendly target, changing it to 

something more amiable. You don’t 

need to be able to communicate with 

the target. Instead of using words, you 

employ calming emotions that are 

transmitted through the energies. Make 

the check, compare it to the list of DCs 

on the table below, and apply the result 

for the highest DC that’s equal to or 

less than the check result. For example, 

a result of 19 changes a hostile 

character’s attitude to unfriendly. 
 Current Attitude 

New Attitude Hostile Unfriendly 

Unfriendly 15 - 

Indifferent 20 10 

Friendly 25 15 

Helpful 35 25 

If the check fails (a result of 14 

or less against a hostile character, or a 

result of 9 or less against an unfriendly 

character), the target’s attitude 

becomes worse, with unfriendly targets 

turning hostile and hostile targets 

turning combative. If the check 

succeeds, the target maintains the new 

attitude to the spellcaster until a 

situation occurs to alter that state. 

 When the spellcaster ends 

contact with the target (by leaving the 

target’s immediate vicinity), the target 

can immediately make a Will saving 

throw (DC 20) to shake off the effects 

of Friendship. Otherwise, the magic-

induced attitude fades in 1 hour. 

 Retry: You can make only one 

successful check involving a specific 

target per hour. If your use of 

Friendship on a target turns him from 
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hostile to unfriendly, you can’t then 

follow that with a second check to try 

and improve the attitude of the now-

unfriendly character. If the check fails, 

you can’t use Friendship on this target 

again until 24 hours have elapsed. 

 Special: You can take 10 when 

making a Friendship check, but you 

can’t take 20. 

 Time: Friendship takes a full 

round to activate. It effects last until 

something occurs to change the 

target’s attitude, or until one hour has 

passed. 

 Vitality Point/Belief Cost: 2. 

 

Heal Another (Wis) 
Creative Skill ; Requires the Energy 

Sensitive and Alter feats 

You can use the energies to magically 

heal damage taken on by another 

person. 

 Check: This skill can restore 

vitality points, wound points or ability 

score points lost by someone other 

than yourself. The result of a Heal 

Another check indicates the damage 

that is healed. 

 The table below indicates the 

amount of healing possible for the 

result you achieve, as well as the 

associated vitality point / belief cost to 

you. You can always decide to heal 

fewer points than indicated by your 

check result and thus incur a lower 

vitality point / belief cost. 
Result Type/Amount Healed Cost 

10-14 Stabilise a dying character 1 

15-19 Restore 1d4+1 vitality 1 

20-24 Restore 1d6+2 vitality or 

1d4+1 wound points or 1d2 

ability points 

2 

25-29 Restore 1d8+4 vitality or 

1d6+2 wound points or 1d4 

+1 ability points 

4 

30+ Restore 2d6+6 vitality or 

1d8+4 wound points or 1d6 

+2 ability points 

6 

You must touch the target that 

you want to heal. Your target can’t 

receive healing that would increase her 

vitality points, wound points or any of 

her ability scores beyond her full 

normal total. Any excess points 

restored are lost. 

 Retry: You can’t attempt to 

heal vitality damage to the same 

person a second time until 1 hour has 

passed. You can’t attempt to heal 

wound damage or ability score damage 

to the sae person a second time until 24 

hours have passed. 

 Special: You can only restore 

ability score points lost to temporary 

effects such as poison or disease ; 

permanent effects such as aging can’t 

be reversed with this skill. You can 

take 10 when making a Heal Another 

check, but you can’t take 20. 

 Time: Heal Another is a full-

round action. 

 Vitality Point/Belief Cost: At 

least 1 (for a failure or minimal 

success), but see above table. 

 

Heal Self (Cha) 
Creative Skill ; Requires the Energy 

Sensitive and Control feats 

You manipulate the energies to heal 

damage you’ve sustained. 

 Check: This skill can restore 

vitality, wound or ability score points 

you have lost. The result of the Heal 

Self check indicates the damage that is 

healed. 

 The following table indicates 

the amount of healing possible for the 

result you achieve, as well as the 

associated cost to you. You can always 

decide to heal at a category less than 

your result for a lower cost. 
Result Amount Healed Cost 

10-14 Restore 1d4 +1 vitality 0 

15-19 Restore 1d6+2 vitality or 

1d4+1 wound points or 1d2 

ability points 

0 or 1 

20-14 Restore 1d8+4 vitality or 

1d6+2 wound points or 

1d4+1 ability points 

0 or 2 

25+ Restore 2d6+6 vitality or 

1d8+4 wound points or 

1d6+2 ability points 

0 or 4 

You can’t increase your 

vitality, wound or ability points 
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beyond your full normal total. Any 

excess points are lost. 

 Retry: You may only attempt a 

Heal Self check once per hour (for 

vitality points) or once per day (for 

wound points or ability score points). 

 Special: You can only restore 

ability points lost to temporary effects 

such as poison or disease; permanent 

effects such as aging can’t be reversed 

with this skill. You can take 10 when 

making a Heal Self check, but you 

can’t take 20. 

 Vitality Point/Belief Cost: 1 

for a failure, 0 for restoring vitality 

points, and either 1, 2 or 4 (see above) 

for restoring wound points or ability 

score points. 

 

Illusion (Cha) 
Requires the Energy Sensitive and 

Alter feats 

You can manipulate the energies to 

manifest false visual and auditory 

images that seem completely real to 

those who perceive them. 

 Check: This skill creates 

illusions to trick, distract or even harm 

those who perceive them. Though 

these illusions can’t cause physical 

harm, they can provoke fatal mistakes 

from those who don’t recognise them 

as unreal. 

 Your illusion check sets the DC 

for the target’s Will saving throw. 
Result Will Saving Throw 

2-4 10 

5-14 15 

15-24 20 

25-34 25 

35+ 30 

The maximum range for this 

skill is 1000km from the spellcaster. 

The distance of the illusion from the 

spellcaster modifies the vitality point / 

belief cost. 
Distance Cost / Round 

10m 3 

10km 5 

100km 8 

1000km 10 

 

 Maintaining an illusion for 

more than a single round requires an 

attack action (but no additional skill 

check) and the vitality point 

expenditure, as well as a level of 

concentration. A spellcaster can’t 

maintain an illusion while using other 

magical skills or engaging in 

distracting activity. 

 Special: Each person who 

perceives the illusion perceives the 

same event. Characters encountering 

an illusion can’t attempt a saving 

throw to recognise it as illusory until 

they study it carefully or interact with 

it in a significant fashion. 

 A successful saving throw 

against an Illusion reveals it to be false 

and immediately dispels it. 

 A failed save indicates that a 

character doesn’t notice anything 

amiss. A character provided with 

incontrovertible proof that an illusion 

isn’t real doesn’t need to make a 

saving throw. 

 If a character makes a 

successful save against an illusion and 

communicates this knowledge to 

others in the area, each of these others 

immediately makes a Will saving 

throw with a +4 circumstance bonus to 

identify the illusion as false. 

 Using illusion to perform a 

deadly act against a living target gives 

the spellcaster a Destruction point. 

 You can take 10 when making 

an Illusion check, but you can’t take 

20. 

 Time: Illusion is an attack 

action. 

 Vitality Point/Belief Cost: Pay 

the cost given above for the 

appropriate distance during every 

round in which you maintain the 

illusion. 
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Inspire (Cha) 
Creative Skill ; Trained only ; 

Requires the Energy Sensitive, Battle 

Meditation and Alter feats 

You can fill allies with conviction that 

they are going to succeed against all 

the odds. Your allies become more 

dedicated and less likely to give up. 

With a higher degree of ability, you 

can Inspire more individuals at a much 

greater range. 

 Check: An Inspire check (DC 

20) allows you to instill great 

confidence in one or more of your 

allies. Each of these allies gains a 

competence bonus on attack rolls, 

saving throws and skill checks equal to 

¼ your spellcaster level (rounded 

down, minimum of +1) for as long as 

you continue to spend Vitality points 

or belief. 

 You can affect large numbers 

of allies with the same Inspire check, 

provided they are not beyond your 

maximum range. However, the more 

people you want to affect the more 

vitality points or belief you need to 

spend. 

 Retry: Yes. You can attempt 

another Inspire check after a failed 

Inspire check, but the effects of 

multiple successes aren’t cumulative. 

 Special: The maximum range 

for this ability is based on your 

mastery of the energies. With the 

Focussed Mind you can affect any 

allies within 10km. With the 

Heightened Mind feat as well you can 

affect any allies within 100kn. With 

the Master Mind feat, you can affect 

any allies within 1000km. Without 

those feats, the range of the ability is 

limited to line of sight. 

 Time: Activating this skill 

requires a full-round action, which 

draws an attack of opportunity. 

Maintaining it requires a move action 

each round. 

 Vitality Point/Belief Cost: 
Activating this skill costs 6 vitality 

points / belief. A cost is also paid for 

every minute (10 rounds) the power is 

used. 

 

 

Non-detection (Cha) 
Requires the Energy Sensitive and 

Control feats 

With this skill your character can 

meditate and lose himself in the 

energies, avoiding magical detection. 

 Check: Use Non-detection to 

avoid other spellcasters tracking you 

with Scrying or to conceal your ability 

to manipulate energies from others. 

Your Non-detection check is opposed 

to the other spellcaster’s Scry or Read 

Energies skill check. Whenever a 

spellcaster wants to mask his 

connection with or presence within the 

energies, for whatever reasons, he 

gathers the energies around himself, 

meditates and attempts to mask 

himself. 

 No check is made until another 

character attempts to Scry for him or 

uses the Read Energies skill (or simply 

the Sense feat in some cases), but you 

must declare that you have activated 

the skill prior to that attempt, pay the 

vitality point / belief cost, and still be 

within the time limit of the skill’s 

usefulness. 

 Special: You can take 10 when 

making the Non-detection check, but 

you can’t take 20. 

 Time: Non-detection takes a 

full round to activate and lasts for 10 

minutes. Once activated, Non-

detection remains in place to counter 

Scry or Read Energies until the time 

limit expires or until you use any 

magical skill. Using another magical 

skill solidifies your connection to the 

Number of Targets Cost/Minute 

1-10 3 

11-100 6 

101-1000 12 

1001-10000 18 
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energies and makes masking your 

presence impossible. 

 Vitality Point/Belief Cost: 2. 

 

Read Energies (Wis) 
Requires the Energy Sensitive and 

Sense feats 

You can detect whether or not a person 

is capable of wielding the energies or 

locate someone strong in the energies 

by reading their residues. 

 Check: Read Energies detects 

the relative strength and character of 

the energies in a place or person, or 

reveals the presence of other 

spellcasters. Your Read Energies check 

is opposed by the Non-detection check 

of another spellcaster. If there is 

someone or something to detect, you 

perceive ripples in the energies, and 

pick up faint hints as to the nature of 

whomsoever caused them. For 

instance, Tolgaan creates large ripples 

that are gold in colour, and are 

characterised by Itjian letters. You can 

follow the energy residues to their 

source. 

 You can use this skill on a 

specific target within your sphere of 

influence (a radius in metres equal to 

100 x your spell-casting level). On a 

successful check the GM reveals 

whether or not the target s a spellcaster 

(if the target has the Energy Sensitive 

feat, the target is a spellcaster) and, if 

so, their relative strength as a 

spellcaster and whether or not they are 

Creative or Destructive in nature. You 

don’t have to be able to see a target, 

but you should have a general idea that 

they’re there. For instance, you could 

use Read Energies on an enemy pirate 

on another ship, as long as he’s within 

range. 

 You can also use Read 

Energies to examine the currents and 

emanations within the energies to 

reveal the presence of other 

spellcasters within your sphere of 

influence (100m x your spellcaster 

level). 

 If there is no Non-detection 

check to oppose your Read Energies 

check, the DC is 25 minus the 

spellcaster level of the target that could 

be sensed.  You sense the closest target 

with the first check and subsequent 

checks reveal other targets, if there are 

any, ranging out from there. 

 Special: You can take 10 when 

making a Read Energy check, but you 

can’t take 20. 

 Time: Read Energies is a full-

round action. 

 Vitality Point / Belief Cost: 3. 

 

Sanctify (Wis) 
Creative Skill ; Requires the Energy 

Sensitive and Alter feats 

You can channel the energies into 

withering blasts of light that destroy 

Destructive manifestations or purge the 

taint of Destructive energies from a 

location. 

 Check: When you use this 

skill, a wave of creative energy 

emanates from you within 10 metres in 

all directions. A Sanctify check sets the 

effect of the skill’s use on Destructive 

characters, creatures, spirits and sites. 
 Effect on 

Result 

Damage 

to Char. Manifes. Site 

2-15 5 1d8 - 

16-25 10 2d8 - 

26-40 15 3d8 - 

41+ 20 4d8 Reduce 

by 1 step 

When used against a character 

or creature with Destruction points, the 

character or creature loses a 

Destruction point if it fails the Will 

save. The target cannot voluntarily 

forgo this saving throw. 

 When used against a 

Destructive manifestation, Sanctify 

deals damage to the manifestation by 

weakening its connection to the 

energies. When it is reduced to 0 

wound points it is permanently 

destroyed. 
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 When Sanctify is successfully 

used against a Destructive site, the site 

loses some of its taint, reducing its site 

power by one step (from extreme to 

major, major to minor, or minor to not 

tainted). When using Sanctify against a 

Destructive site, the spellcaster must 

be at the heart of the site (where the 

destructive energies are most 

concentrated). He suffers any ill effects 

the site generates. This include 

spenalties on skill checks which can 

make completely purging the taint 

from a site extremely difficult. 

 Time: Using Sanctify is an 

attack action; it draws an attack of 

opportunity. 

 Vitality Point / Belief Cost: 8. 

 

Scry (Wis) 
Trained only ; Requires the Energy 

Sensitive and Sense feats 

You use a focus to shape the energies 

and gain vague impressions of events 

happening in other places or times. 

These are impressions only and usually 

focus on strong imagery and emotions. 

The past and present can’t change, so 

viewing such events relies on your 

getting the correct impressions. The 

future is fluid, however, always in 

motion, and therefore subject to 

change. With the Scry skill you can 

detect when your friends are in danger, 

examine significant details of a past 

event or determine the probably 

outcome of a stated course of action. 

 Check: The DC of the Scrying 

check is based on what you want to 

view. You must declare what kind of 

vision you seek to experience—the 

time, place and/or person of the vision. 

 Seeing another place is DC 15, 

seeing events of the past is DC 20, and 

seeing events of possible futures is DC 

25. Since the future is mutable, the 

accuracy of such visions is far from 

perfect. The higher the result, the more 

details you glean. 

 You can also use Scrying to 

gain a reroll after you fail an attack 

roll, saving throw or skill check. The 

DC for this application of the skill is 

25. If successful, and if you haven’t 

used the Scrying skill within the time 

listed below, you can check to gain a 

reroll to use immediately. Consider 

this as a sign that the spellcaster had an 

earlier vision, and is now taking 

advantage of it to change the course of 

events. Though the vision took place 

earlier, you pay the vitality point/belief 

cost required when you make the 

check. 

 Special: Characters require an 

object for scrying, such as a crystal 

ball, mirror, pouch of bones, tea 

leaves, tarot cards or calm pool of 

water.In addition to entering trance and 

seeking out your own vision, the GM 

can use this skill to provide clues and 

visions to progress he campaign. As 

long as you have at least 1 rank in the 

skill, the GM can aid your characters 

in this way. Of course, the more ranks 

you have in the skill the better the 

quality of the vision. 

 You can take 10 when making 

a Scrying check, but you can’t take 20. 

 Time: Scrying checks take 1 

hour. You can only make one scrying 

check in any given week, due to the 

strain it places on you. 

 Vitality Point / Belief Cost: 3. 

 

Sever (Cha) 
Creative Skill ; Trained only ; 

Requires the Energy Sensitive, Alter, 

Sense and Battle Meditation feats 

Most destructive spellcasters are now 

gifted their powers by the Weeping 

Goddess. By blocking their link to her, 

their powers become more unstable. 

You can block a Destructive 

spellcaster’s ability to access the 

energies for 24 hours. This ability can 

only affect a spellcaster who has a 

number of Destruction points equal to 

or greater than half his Wisdom score. 
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 Check: A Sever check 

determines the DC of thetarget’s Will 

saving throw. 

 On a failed save, the target 

must make a Will save (DC 20) 

whenever he attempts to use a magical 

skill or feat. This DC increases to 30 if 

the target is a tainted character; it 

increases to 40 if the target is a 

Destructive character. The character is 

no longer required to make Will saves 

to manipulate the energies after the 24 

hours are up, or if his number of 

Destruction Points is reduced to less 

than half his Wisdom score. 
Result Will Save DC 

2-10 10 

11-20 15 

21-35 20 

36-50 25 

51+ 30 

Retry: Yes, but only on targets 

not already under the effect of Sever. 

 Time: Using Sever is a full-

round action that provokes an attack of 

opportunity. 

 Cost: The user must expend 1 

Faith Point when she activates this 

power. 

 Vitality Point / Belief Cost: 
10. 

 

Shield (Cha) 
Requires the Energy Sensitive and 

Control feats 

You can shape the energies to protect 

you from other magical assaults, 

shielding you from the malevolence of 

other spellcasters. 

 Check: A Shield check adds a 

magical bonus to any saving throws 

made against magic-based attacks 

(including skills and feats). The result 

of the check indicates the amount of 

the bonus. 
Result Bonus 

10-14 +2 

15-19 +4 

20-24 +6 

25-29 +8 

30+ +10 

Special: You can take 10 on 

this check but you can’t take 20. 

 Time: Shield is a full-round 

action. The bonus lasts for 10 rounds 

(1 minute). It can also be used as a 

reaction against a specific magical 

attack (also lasting 10 rounds) but in 

this case the bonus provided is half that 

given on the provided table. 

 

Stun (Int) 
Creative Skill ; Trained Only ; 

Requires the Energy Sensitive, Alter 

and Sense feats 

Some priests prefer to neutralise their 

opponents, viewing physical harm and 

killing as the path to Destruction. By 

tugging on the energies sustaining an 

individual, the spellcaster throws the 

body out of equilibrium and cause 

extreme nausea and dizziness. 

 Check: A Stun check sets the 

DC for a single target’s Fortitude 

saving throw. On a failed save the 

target is stunned for 2d6 rounds 

(stunned characters cannot act and lose 

their Dexterity bonus to Defence). 
Result DC 

2-15 10 

16-25 15 

26+ 20 

This skill requires line of sight 

between the spellcaster and the target, 

regardless of the distance. A the GMs 

discretion, if seeing the target is 

difficult (possibly because of 

concealment or extreme distance) the 

spellcaster may need to make a Spot 

check first. 

 Time: Using Stu against a 

target within 10m is an attack action. 

Using it on a target more than 10m 

away is a full-round action that draws 

an attack of opportunity. 

 Vitality Point / Belief Cost: 6. 
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Telekinesis (Int) 
Requires the Energy Sensitive and 

Alter feats 

You can use the power of your will to 

shape the energies and move large 

objects and even living creatures. 

 Check: A Telekinesis check 

allows you to pick up and move an 

object or creature from a distance 

using your mind. You must be able to 

see the target object or creature to be 

moved, and it must be within 10m of 

your position to be initially gathered 

up in the energies. 

 Moving an object: Lifting or 

moving an object of up to 5kg is a 

simple task, requiring a check against a 

DC of 10 and costing 1 vitality point / 

belief. For each additional order of 

magnitude (50 kg, 500kg and so on) of 

the object, the DC increases by 5 and 

the cost doubles. 
Weight DC Cost 

0.1-5kg 10 1 

6-50kg 15 2 

51-500kg 20 4 

501-5000kg 25 8 

5001-50000kg 30 16 

Etc. Etc. Etc. 

You can life an object as a 

move action and move it a number of 

metres equal to 4 x your spellcaster 

level by making a check against the 

appropriate DC. You can continue to 

move the object in subsequent rounds 

by continuing to make successful 

checks and spending vitality points or 

belief. If you fail a check in any 

subsequent round whil attempting to 

move an object, the object falls to the 

ground. 

 If two spellcasters are 

contesting control of an object, use 

opposed Telekinesis checks. The 

spellcaster who rolls the highest result 

gains control for that round. If the 

target object is physically held by a 

resisting individual, the individual 

makes a Will saving throw (DC 10 + 

your spellcaster level) to retain 

possession. In the case of a physical 

obstruction, such as a ship run aground 

or a wagon caught under a fallen tree, 

the GM increases the DC of the 

Telekinesis check using the following 

guidelines: +5 for a slight obstruction, 

+10 for a moderate obstruction, and 

+15 for a severe obstruction. 

 Moving a living being: Using 

the Telekinesis skill on a living being 

allows it a Will saving throw (Dc 10 + 

your spellcaster level) to resist. If the 

target fails its save, treat it as an object 

for purposes of determining distance 

moved. If the target succeeds, the skill 

has no effect and you still pay the cost 

in vitality points or belief. A target can 

willing forgo its saving throw. 

 Hurling objects: Telekinesis 

isn’t designed as a mode of attack. You 

can use it to lift and hurl small or 

medium sized objects (50kg or less), 

but not with any speed or power. To hit 

a target, you use your ranged attack 

bonus and try to get a result that equals 

or exceeds the target’s Defence. 

Hurled objects and beings up to 5kg 

deal no damage but daze the target for 

1 round. Note that some targets can’t 

be dazed. Objects and living being 

weighing between 5kg and 50kg deal 

1d4 points of damage in addition to the 

daze effect. 

 The Telekinesis skill can also 

be used to lift an object or being and 

drop it on a target. The target gets a 

Reflex saving throw to avoid the 

dropped object or being (see relevant 

chapter regarding damage and DC). If 

the target succeeds at the Reflex save it 

takes no damage. 

 Time: Telekinesis is a move 

action. If you try and employ it as an 

attack, it counts as a full-round action. 

 Vitality Point / Belief Cost: 1 

or more (see above). 
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Telekinetic Strike (Int) 
Destructive Skill ; Requires the Energy 

Sensitive and Alter feats 

You distort the energies within your 

mind into vengeful, hateful things, and 

lash out at your opponents with them. 

The manifestation of your dark will 

deals physical damage. 

 Check: A Telekinetic Strike 

check sets the DC for the Will saving 

throw. On a failed save, the target 

takes 3d4 points of physical damage. 

On a successful save, the target takes 

half damage. 

  
Result DC 

2-9 10 

10-19 15 

20+ 20 

Special: Telekinetic Strike has 

a range of 10m. It can affect up to four 

targets standing adjacent to one 

another. You can take 10 on a 

Telekinetic Strike check, but you can’t 

take 20. Use of this skill gives a 

character a Destruction point. 

 Time: Telekinetic Strike is an 

attack action. 

 Vitality Point / Belief Cost: 2. 

 

Telepathy (Wis) 
Requires the Energy Sensitive and 

Sense feats 

You can use the energies to establish a 

mental link with a specific target. 

Through the link you can exchange 

emotions and a single thought, such as 

‘Go!’, ‘Help!’ or ‘Danger!’ 

 Check: A Telepathy check 

establishes a mental link with a 

specific target. For a friendly target, 

the DC is 10 (modified by distance, as 

shown below). For hostile targets, the 

DC must exceed the target’s Will 

saving throw or DC 15, whichever is 

higher (add the distance modifier to the 

Will save or DC as appropriate). The 

maximum range for this skill depends 

on whether the target you want to 

contact is Energy Sensitive (id est, 

possesses the Energy Sensitive feat). 

Max Range 

(Non-magical) 

Max Range 

(Magical) 

Distance 

Modifier 

10m 10kn +0 

100m 100kn +10 

1000m 1000kn +20 

Special: You can take 10 or 20 

when making a Telepathy check. 

 Time: A Telepathy check is a 

move action. 

 Vitality Point / Belief Cost: 3. 

 

Transfer Essence (Cha) 
Destructive Skill ; Trained Only ; 

Requires the Energy Sensitive, Alter 

and Sense feats 

You can transfer your life essence 

from your own body into the body of 

another—either an empty vessel (such 

as a dead body) or, in extreme cases, 

another developed, intelligent being. 

Your consciousness then over-writes 

that other individual’s consciousness, 

leaving your mind in another body. 

Your own body disintegrates, leaving 

behind your clothing and any items 

you previously held or carried. 

 Check: Your Transfer Essence 

check sets the DC for the target’s Will 

saving throw.  
Result Will Save DC 

2-20 10 

21-35 15 

36+ 20 

Transferring into another 

body: The target of this skill must be 

within 10m of you. You must expend a 

Faith Point to use this ability. 

Attempting to use this skill is a full-

round action. If your target makes the 

Will saving throw, your attempt fails 

and you can never attempt to occupy 

that body again. Instead, you may 

immediately attempt to occupy a 

different body within the same 10m 

radius. As long as you have vitality 

points or belief, you can continue to 

attempt to use this ability, but you 

cannot attempt to occupy the same 

body twice. Furthermore, you lose half 

your remaining vitality points or belief 

for each attempt. If all your attempts 



 85

fail, your character’s consciousness is 

scattered, and he ceases to exist. 

 If your target fails his Will 

save, your Intelligence, Wisdom and 

Charisma scores overwrite those of 

your target, but his Strength, Dexterity 

and Constitution replace yours. You 

retain your classes and levels, your 

feats and your Destruction Points. You 

retain your skills, initiative modifier, 

base attack bonuses, vitality points, 

belief and saving throws, but these 

may need to be recalculated based on 

your new ability scores. You lose half 

your remaining Faith Points and 

reputation. Your Wound Points may 

change as well if your new body has a 

different Constitution score. 

Equipment does not carry over to the 

new body. The GM should make a 

note of the original body’s abilities, 

skills and so on—particularly the 

body’s Will saving throw (see below). 

 If your attempt succeeded, the 

consciousness of the original body may 

still attempt to reassert control at a 

later time. Whenever you spend a Faith 

Point, you must make another Transfer 

Essence check. The original 

consciousness may attempt another 

Will save against the new DC. If the 

save is successful, the body’s original 

consciousness forces you out. You 

may attempt another Transfer Essence 

check immediately to occupy a new 

host body (if one is available within 

10m) with the same consequences of 

failure for the original check. 

 Regardless of whether the 

target succeeds or fails the Will save, 

you lose half your remaining vitality 

points or belief on each attempt. Each 

attempt also gives you 2 Destruction 

Points. 

 Transferring into another 

object: Your life essence can also be 

transferred into another object—such 

as a temple—although this is 

significantly more difficult. This 

process requires that the user specially 

prepares an object or place for the 

ritual to be undergone, something that 

requires a Knowledge (Arcane) or 

Knowledge (Religion) check against a 

DC of 15. A Transfer Essence check is 

hen made against a DC of 30. The DC 

can be lowered by 1 for every 100 

lives that are sacrificed in the ritual, to 

a minimum of DC 10. Success 

indicates that the user’s essence lives 

on, trapped within the prepared item 

until freed or dispelled by another 

spellcaster. 

 Special: Transferring your 

consciousness is a decidedly risky 

business, because it requires that your 

old body relinquish its grip on your life 

essence. In other words, you 

effectively die. Precisely how this 

occurs is unimportant, as long as you 

are able to declare the action and the 

skill attempt before you expire (since 

doing this requires an action, it cannot 

be done after your Wound Points drop 

to 0). 

 Your original body only 

disintegrates when you voluntarily 

leave it. If you transfer your essence to 

another body, and the original 

consciousness asserts control, you are 

simply forced out and the original 

body survives. 

Retry: Yes, but each additional 

attempt decreases the Will save DC by 

-5. Vitality Point / Belief Cost: See 

above. 
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FEATSFEATSFEATSFEATS    

    
“All right, my lady. Round one to you. But can you do THIS?” 

-Arrowan Valarion- 

 

 

The following feats located in the various sourcebooks are approved for use and 

considered as compatible with this campaign setting. Additional feats regarding race 

and magic are included in the following pages. 

 

The Player’s Handbook 3.5 

Whenever sneak attack is listed as a prerequisite, count it as precise attack. Whenever 

Unarmed Strike is listed as a prerequisite, count it as Martial Arts. 

Acrobatic ; Agile ; Alertness ; Animal Affinity ; Armour Proficiency (Light) ; Armour 

Proficiency (Medium) ; Armour Proficiency (Heavy) ; Athletic ; Blind Fight ; Cleave 

; Combat Expertise ; Combat Reflexes ; Deceitful ; Deft Hands ; Diligent ; Dodge ; 

Endurance ; Exotic Weapon Proficiency ; Far Shot ; Great Cleave ; Great Fortitude ; 

Greater Two-weapon Fighting ; Greater Weapon Focus ; Greater Weapon 

Specialisation ; Improved Bull Rush ; Improved Critical ; Improved Disarm ; 

Improved Feint ; Improved Grapple ; Improved Initiative ; Improved Overrun ; 

Improved Precise Shot ; Improved Shield Bash ; Improved Sunder ; Improved Trip ; 

Improved Two-weapon Fighting ; Investigator ; Iron Will ; Lightning Reflexes ; 

Manyshot ; Mobility ; Mounted Combat ; Mounted Archery ; Negotiator ; Nimble 

Fingers ; Persuasive ; Point Blank Shot ; Power Attack ; Precise Shot ; Quick Draw ; 

Rapid Reload ; Rapid Shot ; Ride-by Attack ; Run ; Self-sufficient ; Shield 

Proficiency ; Shot on the Run ; Skill Emphasis ; Spirited Charge ; Spring Attack ; 

Stealthy ; Toughness ; Tower Shield Proficiency ; Trample ; Two-weapon Defence ; 

Two-weapon Fighting ; Weapon Finesse ; Weapon Focus ; Weapon Specialisation ; 

Whirlwind Attack   

 

The Complete Adventurer 

Whenever sneak attack is listed as a prerequisite, count it as precise attack 

Brachiation ; Brutal Throw ; Combat Intuition ; Danger Sense ; Death Blow ; Deft 

Opportunist ; Deft Strike ; Dive for Cover ; Dual Strike ; Expert Tactician ; Force of 

Personality ; Goad ; Hear the Unseen ; Improved Diversion ; Improved Flight ; 

Improved Swimming ; Insightful Reflexes ; Jack of All Trades ; Leap Attack ; Open 

Minded ; Oversized Two-weapon Fighting ; Power Throw ; Quick Reconnoiter 

(prerequisites change to 10 ranks in Awareness) ; Staggering Strike ; Tactile 

Trapsmith 

 

The Complete Warrior 
Whenever sneak attack is listed as a prerequisite, count it as precise attack. Whenever 

Unarmed Strike is listed as a prerequisite, count it as Martial Arts. 

Clever Wrestling ; Close-quarters Fighting ; Dash ; Defensive Strike ; Defensive 

Throw ; Destructive Rage ; Earth’s Embrace ;  Eagle Claw Attack ; Extend Rage ; 
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Extra Rage ; Eyes in the Back of Your Head ; Faster Healing ; Fleet of Foot ; Flick of 

the Wrist ; Flying Kick ; Greater Two-weapon Defence ; Hamstring ; Hold the Line ; 

Improved Combat Expertise ; Improved Familiar ; Improved Mounted Archery ; 

Improved Rapid Shot ; Improved Toughness ; Improved Two-weapon Defence ; 

Instantaneous Rage ; Intimidating Rage ; Monkey Grip ; Phalanx Fighting ; Pin Shield 

; Power Critical ; Prone Attack ; Ranged Disarm ; Ranged Pin ; Ranged Sunder ; 

Roundabout Kick ; Sharp-shooting ; Shield Charge ; Shield Slam ; Swarm-fighting ; 

Throw Anything ; Zen Archery 

 

Book of Exalted Deeds 
Whenever sneak attack is listed as a prerequisite, count it as precise attack. Whenever 

Unarmed Strike is listed as a prerequisite, count it as Martial Arts. When evil 

creatures are mentioned, count as Destructive. 

Favoured of the Companions ; Gift of Faith ; Nimbus of Light ; Resounding Blow ; 

Quell the Profane ;Righteous Wrath ;  Sacred Strike ; Sacred Vow ; Stigmata ; Vow of 

Abstinence ; Vow of Chastity ; Vow of Purity 

 

Book of Vile Darkness 
Whenever sneak attack is listed as a prerequisite, count it as precise attack. Whenever 

Unarmed Strike is listed as a prerequisite, count it as Martial Arts. When evil 

creatures are mentioned, count as Destructive. 

Deformity (Clawed Hands) ; Deformity (Eyes) ; Deformity (Face) ; Deformity 

(Gaunt) ; Deformity (Obese) ; Evil Brand ; Lichloved ; Poison Immunity ; Sacrifical 

Mastery ; Willing Deformity 

 

d20 Modern Blood and Fist Martial Arts 
All Martial Arts styles 

 

MAGIC FEATSMAGIC FEATSMAGIC FEATSMAGIC FEATS 

 
The following feats are all related to the use of magical abilities on Sekes. They either 

enable the use of magical skills, complement their use or allow specific applications 

thereof. They are taken from the following d20 Star Wars books: 

 

Star Wars Core Rulebook 
Force Sensitive (become Energy Sensitive) ; Alter ; Burst of Speed ; Control ; 

Dissipate Energy ; Force Flight ; Force Mastery ; Force Mind ; Force Speed ; Force 

Whirlwind ; High Force Mastery ; Improved Force Mind ; Knight Mind ; Knight 

Speed ; Master Mind ; Sense  

 

Star Wars Dark Side Source Book 
Drain Force ; Hatred ; Rage ; Sith Sorcery ; Summon Storm 

 

Star Wars Hero’s Guide 
Political Pull ; Spellcaster ; Up the Walls 

 

Star Wars Power of the Jedi 
Battle Meditation ; Beast Language ; Cure Disease ; Cure Poison ; Force Dodge ; 

Force Pilot ; Guiding Spirit ; Morichro ; Psychometry 
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