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WELCOME TO WYRLDE
Wyrlde is both a complete campaign of interconnected adventures and a
completely new setting, different from any other, while still being somewhat
familiar, the goal being to try and find something that wasn’t just the run of the
mill experience, while still giving you a lot of the same fun stuff there. In the act of
creating it, there was much that was liberally used from other settings to flesh out
this one – no sense in reinventing the wheel – but there is also a lot that is new, and
specific, and different.
Wyrlde is divided into parts – one for the player, one for the gamemaster. This is
the Player part, which contains a wealth of information that helps you find a place
to fit into the broader world and gives the gamemaster the essential background
information on the setting.

THIS IS A STORY
This is a long story, and your group of hardy souls will be the ones who ultimately decide how many sessions you
play, so how long it takes, but it has been set up so that you can take your time, and develop your characters, and
have stories afterwards about the acts of bravery and heroism and all the rest that we all like to prattle on about when
we look back on old games.
That is why this book exists. This is THE WYRLDE BOOK. There are races, classes, backgrounds, equipment, spells,
monsters, magic items, quirks, and other oddities that need to be laid out for you, all while also giving you a sense of
this world, this time and place. A favorite class may not be available, or a standard race may be absent, or a kind of
weapon or magic item you have grown used to may be missing.
This Guide will give you all the stuff that’s different. It will also give you stuff that’s useful, new, and possibly
annoying, as well as all three of those things and more.

THE CAMPAIGN
This is a campaign that is told in nine Adventures:
The Rising Legend

The Abyssal Summit

The Tower of Ism

The Shattered Dreams

The Journey Home

The Shattered Hopes

The Master’s Tools

The Floating Mountain

The Well of Souls

Each of the Adventures should, in theory, take your character up through three levels. Assuming the guidance in the
GM’s Guide is sufficient, the experiences will also give your characters increasing renown, and put them in a position
of greater fame or infamy. There are side quests that can be done in addition to the main course.
Each Adventure has three sections – modules, if you will; a beginning, a middle, and an end. Each part of the
adventure is designed for a well-rounded party of five players, with at least one Cleric, one Warrior, one Mage, and
One Rogue among them. It is designed for five players, so that it can be played by three to seven players. If you do
the math, that means there are 27 specific modules plus several side quests that are all specifically designed for use
with this setting.
Each level of adventure is easily divided up into the ability to do it in three sessions of four hours each. And all of
them lead into the next one, with plenty of time for other stuff. You will start the very first adventure, DREAMS OF
FUTURES PAST, while you are creating your character.
You do not have to read this whole book. You can go only to the parts you need. But the book does have a lot of
information hidden in nooks and crannies, asides and seemingly minor details. There is also a lot of stuff that is just
there and sorting it out might be a challenge.
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The Campaign and Setting were developed together – this book came first, then the campaign was built
painstakingly, adding to this work as needed, with awareness of not only the stuff of value, but the ability to drive
stories beyond the initial Campaign itself – and also to let folks who do not want to do the campaign have a place to
engage in.
So, this book is about the Setting and the rules. With this book, you can run off and add whatever adventures you
want and ignore the rest.
The end goal is that you will have a chance to shape the world itself – what you do will have consequences and
impact that you will be able to see. Because, in the end…

THE GOOD GUYS
This is a campaign where players are the Good Guys.
That doesn’t mean they can’t be anti-heroes, nor does it mean that they can’t be absolute assholes – “every villain sees
themselves as the hero of their story” is more than just a pleasant phrase.
But they are the Heroes, and it is very intentional that they are that way, because when I tell you that the Story being
told here is about the small group of people who Save The World, it is a very true thing.
So, as a player, consider, if you would, what it means to be a good guy. Alignment is not a big deal here – because in
the end, it is the actions, not the intent, that will matter when the history is told – likely in the Campaign that follows
this one.
This is very much a campaign, told in parts, and you can make book on it.

STARTING UP
When you first start to play in this Campaign, you and your party will start at 1st level. Each of you might consider
filling one of the Roles in that party. The Roles are somewhat important – aside from making it easier to tell the story,
they also ensure that the party can handle whatever it encounters. And I want you to be able to handle whatever you
encounter, since very little of it is truly random. This campaign is not meant to kill you – but that doesn’t mean it
cannot do so. A single goblin can get a lucky roll and off goes your character’s head. But, by and large, you have a
fighting chance through most of the campaign, assuming you can keep your head and remember to stay true to the
character.
Should, however, a character die, it is important to note that replacement characters will also start at 1st level or one
half the level of the rest of the party, whichever is greater. This is to ensure that while still weaker, they can be fit into
the ongoing story as it happens, and there are key points where those characters can be introduced often.
Some effort was put into making the segments of each adventure playable in a single four-hour session. Assuming for
overages, no single adventure should take more than three to five sessions – six sessions among the last few, and it is
planned to be a full eight sessions for Well of Souls.

SOURCEBOOKS
This book, THE WYRLDE BOOK (TWB), is the Player’s Addendum for this setting. It contains a wealth of information
developed at the same time as the setting and presented to you so that you are not flying entirely blind.
The most essential books for a player are THE PLAYERS HANDBOOK and XANATHAR’S GUIDE TO EVERYTHING. These
are abbreviated using PHB and XGE. If you do not have either of them, and/or you use the Basic Rules, you can ask to
use the House Copy of those sourcebooks to look things up, or you may play using just what you have access to
yourself. XGE is worth adding to your own collection for use here, as there is a lot of information pulled from it.
There is some material drawn from THE WAYFARER’S GUIDE TO EBERRON and THE SWORD COAST ADVENTURER’S
GUIDE sourcebooks as well. They are abbreviated as WGE and SCAG, respectively. WGE materials are
predominantly drawing on ideas about the setting, while SCAG pulls in subclasses and backgrounds.
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These materials as well as some which come from other sources (such as THE DMS GUIDE or D&D BEYOND) are
presented herein, essentially copied and pasted over, making this a useful supplement overall and making it a
Sourcebook in and of itself.

THANK YOU
Thank you for coming to play in Wyrlde. I hope even this little bit so far proves helpful.
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MAP OF WYRLDE, SQUARE FORM, SHOWING NAVIGABLE RIVERS, MOUNTAINS, AND FRESHWATER.
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THE SETTING
ARABESQUE

H

ello there!

I’m Arabesque. I am like you, an adventurer in the
world. I was born on Earth in the year 1979. I know, it
puzzles me too, but is a story all by itself. I am the
current Avatar for Antelle. You will become familiar with me.

The tone and speaker to you throughout this work is me speaking.
The notes, comments, and content that comes from me about the
world is meant to be listened to.
The stuff about how you should role play or make your character is
a gentle suggestion, since it could have an impact on the side quests
in particular, but also the main questline, since at least one of the
major elements involves each character as a person and their hopes
and their dreams and their fears and their terrors.
There is, however, a thing to ask you that might be surprising. Is this
world an immersive VR video game for you? Is it a novel that has sucked
you into the story as one of the heroes? Are you someone born in the
world and of it, not drawn or summoned from other places within
the prime Material Plane? Did you die and were you reincarnated on
this world? These are things you should decide – either on your own
for you, or as part of a team effort with your fellow players. Because
these things will subtly alter the way you play your character and add to the entirety of the setting and the gaming
experience.
I will be your Guidant for this part of your journey, sharing with you what I know and have learned of this cruel,
crazy, wonderful world.

THE AGES OF WYRLDE
There are several Ages of Wyrlde. It helps to recall that a year on Wyrlde is 3.805 Earth years long.
The first era was 55 years long, the AGE OF DREAMS.
The second era is the AGE OF MYTH, lasting about 100 years. It is during this era that the Gods showed up, that magic
was discovered, and that the world was a blessed Acadiae.
The third era is the AGE OF LEGEND. It runs for 245 years. The world was explored and exploited, and there are many
legends about this time.
The fourth era is the GOD’S WAR. It lasted about 500 years.
The fifth era is the DARK AGE, lasting around 65 years. It is the era between the destruction of the ancient lands and
the founding of Sibola.
The sixth era is the current one. It is the AGE OF CITIES. It starts reckoning about 299 years ago.
The next era will be either the AGE OF EMPIRES or the AGE OF DARKNESS. Either way, it is coming soon.
That is over 1200 years of Wyrlde history, in Wyrlde years. In Earth years, however, it is over 4,604 years. The God’s
War was 1900 Earth years long. In terms of human memory, the Age of Myth began around the time the Pyramids
were built. The God’s War threw Wyrlde into the stone age. It has been a long, slow, grueling road back.
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DAILY TIMEKEEPING
The Calendar of Wyrlde is nothing like the Calendar of Earth, because Wyrlde is not like Earth. It takes much longer
to rotate and to travel around its sun. This has led to the development of new ways to track time.
A Day starts at Dawn and ends at Dawn. The days are solar based, then, and tracked by its movement. The typical
Day has about ten Wyrlde hours of sunlight – give or take around an hour depending on the vernal and autumnal
equinoxes and the Summer and Winter solstice points.
•
•
•
•
•
•

A Day is 4 shifts
A Shift is 5 hours
An Hour is 100 minutes
A Minute is a measure of 10 moments.
A Moment is measure of 6 seconds.
A Second is the smallest unit of Time on Wyrlde.

Wyrlde Time Measure

Earth Time in minutes

Conversions

Year

2,000,000 minutes

3 years, 9 months, 8 days, 19 hours, 12 minutes (1,389 days)

Month

200,000 minutes

4 months, 18 days, 21 hours, 20 minutes

Week

20,000 minutes

13 days, 19 hours, 12 minutes

Day

2000 minutes

1 day, 9 hours, 19 minutes, 48 seconds

Shift

500 minutes

8 hours, 18 minutes

Hour

100 minutes

1 hour, 40 minutes

Minute

60 seconds

1 minute

Moment

6 seconds

1 Turn in D&D

Second

1 seconds

1 second

IMPACTS
This leads to a very long time between New Year’s Celebrations, which, in turn, are rather amazing experiences. The
conversions above were done using a 30-day month and 24-hour day as a base. In regular play, this won’t have much
of an impact, but is always nice to keep in mind during the adventures and while you read here, should a date or
similar situation occur. Another way to look at it is a Season lasts roughly 1 Earth year.

CHILDHOOD
Childhood on Wyrlde is broken into stages. The first year is as an INFANT. The second year they are CHILD. The third
and fourth years they are what we would call Pre-teens, but Wyrlde calls YOUTHS. Coming of Age happens between
the 5th and 7th years, when puberty hits. This is when they are called APPRENTICES, only in part because it is the age
most folks are apprenticed out. The other races physically mature at a slightly different speed, and take longer in their
pregnancies, excepting halfbreeds. An Elf is usually pregnant for around ten months, a Dwarf for about seven, while
a Therian is only pregnant for around a month.
This breaks down as follows:
Earth
Equivalent
(Humans)

Wyrlde Year

Elf
Equivalent

Dwarf
Equivalent

Therian
Equivalent

Fay
Equivalent

Gnome
Equivalent

Gobkin
Equivalent

Chile
Equivalent

Pregnancy

40 weeks

2.8 months

10 months

7.5 months

1 month

6 months

5 months

1 month

2.5 months

INFANT

1-4

1

1-2

1-2

1

1

1

1

CHILD

4-8

2

3-5

3-5

2-3

2-3

2

2

YOUTH

8 - 12

3-4

6-9

6-8

4-6

4-6

3

3-4

1
2
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APPRENTICE

12 - 16

5-6

10-14

9-12

7-9

7-9

4

5-6

ADULT

16+

7+

15

13

3

10

10

5

7

SENIOR

65

45

95

73

33

62

58

35

50

LIFESPAN

90

50

200

75

35

65

60

40

60

In terms of Wyrlde ages, Humans live about 45 to 50 years, reaching puberty between 5 and 6 years of age. Pregnancy
still takes a bit more than two Wyrlde months – 28 weeks.
If this seems like we tend to live longer on Wyrlde, you are correct – and if you think it sounds too short, well, you
can do the math yourself. This is also why the lifespans of the other races seem so short. On Wyrlde, humans can live
to be 190 earth years old. Elfs live to be over 750 earth years old. Even Therian live over a hundred earth years.

DATES
Dates on Wyrlde are mainly recorded in six-digit numeric fashion, though each ethnic region tends to have its own
names for the months, weeks, and years. As the calendar was in use long before the God’s War, it is a strong artifact
that is very precise, and so no one has ever messed with it.
The dates are typically written in Month, Week, Day of The Year, fashion. So, the first day of the year is always
written as 010101. The last day of the year is always written 101010. This has affected the number systems in use, as
well – they tend to imply the zeros, and all of them have a distinct character for ten.
The seventh day of the sixth week of the fourth month would be 040607.
For the year, it is often set up as a point followed by the year. As the reckoning of years can vary widely given the
interruptions of history, the year is always in need of some question. Most of the Bright Lands use the Years of Sibola,
which dates to the recognized founding of Sibola, around 299 years ago.

THE YEAR
The Typical Year on Wyrlde starts the day of the Winter Solstice, when the daylight hours are only 8 Wyrlde hours
long. The Midyear is celebrated on the Summer Solstice, when the daylight hours are 12 Wyrlde hours long. The solar
cycle is stable, with negligible changes, so the midyear is always the last day of the Fifth month, and the New Year’s
Day is always the first day of the First month.
Due to the slight impact of the solar situations, however, the Equinoxes are slightly variable (a day or so) and are
usually on the last day of the fifth week or the first day of the sixth week of the Third and Eighth months.

CELEBRATIONS
The four solar events are celebrated broadly over a three-day period each, even in the Dread Lands and Hyboreal
lands. These are the HIGH HOLY DAYS. The celebrations are always the day before, the day of, and the day after. There
is usually an honoring of the patron deity of the area on these dates.
Not too coincidentally, an awful lot of people celebrate birthdays around these times.
The last three days of Month 3, Month 6, and Month 9 are also generally a festival time – roughly 300 days apart, they
can be counted as being not too dissimilar to Earth years. These festivals happen pretty much everywhere. The Fresh
Festival is typically an Easter like event, the Heart Festival is a lover’s holiday and a time to recognize parents, and
the Closing festival is about closing up for the worst of winter.
This places the common Holidays as:
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•

New Year’s Day

010101

High Holy Day

•

Spring

020510

High Holy Day

•

Midyear (Summer)

051010

High Holy Day

•

Winter

070510

High Holy Day

031007

Variable by location

And the Festival Days as:
•

First Festival

•

Second Festival

061007

Variable by location

•

Third Festival

091007

Variable by location

•

Fresh Festival

040505

Spring and Romance Festival

•

Heart Festival

080505

Family & Love Festival

•

Closing Festival

100505

Winter Festival

In short, there is at least one festival going on in any 100 day period, and definitely one every month. In addition,
there will be local celebrations, honors, and events that will be based usually in some local or regional event.

THE MONTHS
Each ethnicity has a naming convention for the months. They are mostly ignored in favor of just calling them by
number, calling the week by number, and calling the day by number. A year is very long, a thousand days, and a
woman can get pregnant and give birth in two and a half months and a son becomes a man at the age of 7.

CROPS
The crops of Wyrlde have a slightly faster than usual growing season, in part due to the climate of the planet, which
has very long seasons, with mild weather.
Planting Season is typically in month 2

Watering Season is typically in month 4

Pruning Season is typically in month 6

Harvesting Season is typically in month 8

Preparing Season is typically in month 10

HISTORY
A PRIMER
Here’s a super brief history of the world to now:
It has been noted that you should at least be told what everyone raised on the planet knows. So here you go:
Before the Age of Dreams, there were people who came from beyond the sky itself. They came in fire and thunder,
and they spread a thousand blessings on the soil of the land, and it exploded in growth. From them come Humans,
the First People. Humans were born of the stars and are filled with the stuff of stars.
They first settled in the area that is now called The Ancient Lands, and they went forth and they multiplied. They
built great Cities and vast Empires and they tamed and took this world for their own. They cared for that which
crawls over the ground and that which swims in the ocean and that which flies in the air, and they brought all of it
forth.
There was only Humans, and they were many. Throughout the lands of the world, you can come across their ruins,
their monuments, their creations. Above and below ground, they spread out over the lands and it was good.
It was good.
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They lived happily for a long time, on into the Age of Myth. For much of these years the Dread Gods were the
Masters of the World, the Gods Above, the Powers That Be. They were harsh Gods, and demanding, and strict and
Dreadful, but they provided plety – crops grew in abundance, harvests never failed, peace was everywhere.
They tortured the Bright Gods. They gave them children and stole those children away to become the Demons and
the Devils, the Seraphim and the Deva. They twisted these children, and they went back for more, until at last
Paragon, the Bright One, the Sun incarnate, found Paramour, The Wonder, The Star of Heavens, hurt and battered,
and he vowed rebellion. He confronted Belial, Lord of The Heights, and was struck and denied. His fury rose, and
with it the power that was his by right, and he returned the blow, stronger and more vitally.
And so Rebellion it was. This rebellion lasted for 500 years, and it is called the God’s War. A war between the Gods is
built, in part, on those to whom the God is a patron, those who are consecrated to them. So this war became, very
much, about the people, and the destruction of them as sources of power and might. It was a war that was fought by
us, by people, and by the creations of the Gods, and by the forces of nature and the world.
The Humans chose sides in this war, and they fought beside the Gods, drawn to mortal flesh and present in spirit and
in Avatar, and the losses were immense for decades.
For the Dread Gods had created the Goblins. From their own loyal and dutiful worshippers, they crafted warriors to
fight, to thrive, to conquer, to destroy and oppose the Bright Gods in their quest to overthrow the Dread Gods.
In return, to support the Human Warriors of the Bright, the Gods created the Dwarfs to make and to build, to craft
and to shape, formed themselves form Humans to be stronger, and more enduring, to be able to withstand the dark of
a mine, the heat of a forge, the bitter cold of a winter camp that needs to be set up, to provide the logistical support for
the War.
It was not enough. So, the Bright Gods made allies with the Elphame, and from that came the Elfs, the shock troops,
the elite warriors, the expendable swords so that Humans could win this fight. It was a brutal fight, an ugly fight, a
fight in which for every victory there was, the cost in lives was horrendous. In response, the Dread Gods made
alliance with Tirnanog, and corruption was brought into the world.
When it seemed darkest, the Shadow Gods fashioned their own solution, that the spark of life in the world might not
go out, and they are the Therian. And more came, a battle of increasing power and desperation: warmachines, the
horrors and the abominations, and Humans saw this and new that the Dread Gods were not righteous and unworthy.
The God’s War ended badly for five of the many Gods. They are called the Dread Gods. The nine of them who made
it end badly for them are called the Bright Gods. Those who sought to avoid or who were on no other side than their
own are called the Shadow Gods. These are the pantheons of Wyrlde, and many a soul is granted to all three, though
in service to only one.
Those fashioned in the war were left to their own devices, second thoughts. They were never able to form their own
communities, their own “homelands” as they have in other Realms within the Primae, so they don’t have some of the
things most people might think they have. Elfs and Dwarfs became part of the mass of people who struggled in the
aftermath.
The God’s War mostly took place in what are called the Ancient Lands, now a vast wasteland where nothing grows
and nothing lives, haunted by the ghosts of the millions who died in the five hundred year war.
After the War, the scant few survivors wandered for years, until the founding of Sibola by the survivors who fought
for the Bright Gods. There were not many. Some say the total count among all the races was barely ten thousand
souls. This is the Journey of the Ten Thousand, a roaming in search of a new place that had not been subject to the
desolation of the War. As they wandered, some split off – to try and find their own way, or were left behind to fend
for themselves after an accident or attack.
Finally, after many winters, both Greater and normal, they stodd on the shores of the Sea of Serenity and declared
they would stop, and so was Sibola founded among tents and wagons along the shore of a vast sea and beside the
waters of a river.
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For many years, Sibola was the only city, and then it became one of two, and then one of five, and then there was an
attempted Coup that failed, and from that came Aztlan – who many years later would have a failed coup that led to
Lemuria. After that, those who found Siola not to their liking left and built their own steadings, which grew into
hamlets and then villages an then towns and finally became Cities of their own, and after 299 years of Sibola’s
existence, we have the nine Realms of Wyrlde.

THE NOW
Today is the ninth day of the tenth week of the tenth month. Ninetenten of the year two hundred ninety nine. The
New Year’s Festival starts today. It is a typical cold winter’s morning. Snow has piled up outside unless you are in
Aztlan or Lemuria, and the chill is threatening to get into your bones.
Your breath fogs the air as you dress and make ready for the day, your thoughts on what to do now that you have
become an adult and an adventurer.
The future, you were once told, is what you make of it.
To travel, you must have a Guild Pass, or a Knight's Mark or better, in order to enter a city or town.
Cities, Towns, and Villages here are walled. Starting your own village (which grows to become a town and then a
city) is even encouraged in most places. Not so much Aztlan, but they have reasons – the rebellion of Lemuria and the
threat of Islandia.
These walls are essential: the world is not a safe place. Especially at night. The world left after the God’s War has
plenty of critters malign and benign who just aren’t healthy to be around. The only safe place at night is a walled
compound. There are monsters in the world that will prey on travelers. From warmachines to Godsbeasts. This is
why all the villages are a day's ride away, or there is a walled Inn.
This is why the fields are walled as well. Traveling beyond your home is a dangerous thing, and even though the
merchants talk tough and all, ever notice how rarely you see one come back through?
Typically, a City will support a few Towns, each of which supports a few Villages. The walls are huge. They encircle
the fields and crops and even the cattle at night, called in.
When you create a character, you will have the option of coming from a City (there are a few), a Town (not as many)
or a village.
The Cities of Wyrlde are scattered. Sibola, Durango, Liones, Aztlan, Lemuria, Acadia, Qivira, Matsaki, and Eldorado
are the cities, and each City has its own culture and within them elfs, dwarfs, humans, etc. all pretty much just live as
people of that place. This is called Ethnicity, and often an area is referred to as a Realm.
So, where you come from has as much impact as what you are here, in terms of role playing, backgrounds, and more.
The campaign has pulled from other settings to increase the possible options for backgrounds, traits, ideals, trinkets,
and the like. Those tables and options are presented here.
There are classes that are only available if you come from some places. Magicians of various sorts may find that they
need to come from Acadia, which tends to have a lot more support for that kind of thing, while certain Fighter
subclasses will find themselves coming from Sibola, which is still the heart of the Civilized World, as much as the
other cities roll their eyes at them.
Each City influences the culture of the Towns and Villages beholden to it – typically because that is where the people
came from (limited space inside cities that are walled), but also because of the assorted ways in which laws and
governments work around them.
The Gods tend to favor certain cities, as well, and this has manifested in physical qualities about them – notably
complexion, hair color, and eye color. Folks – human, elf, dwarf, etc – who come from one city tend to have similar
coloration traits, regardless of race, that vary slowly change when the people move to a different region.

15

THE WYLDE
THE WYLDE is the uncivilized realms of the planet, the lands that are not patrolled by official people armed to the
teeth. The Wylde is untamed, untouched, uncaring, unspoiled. It is the world after a cataclysm, the varied and
assorted toys of the Gods left to roam and wander and fend for themselves.

TRAVEL AND ENCOUNTERS
Travel is going to be a big part of the campaign.
The safest way to travel is by Airship or Locomotive. The chances of an encounter in either of those circumstances is
around 5%. They are also very expensive, at around 150 gp one way to the next city on the track.
Going overland or over sea, however, guarantees at least one encounter, each and every time. In any given Shift
(about 8 hours), there is a 30% chance of a random encounter if one is within a “civilized area”, and a 50% chance of
an encounter in Wylde areas.

BIOMES
TUNDRA
Tundra is flat and cold with low plants like grass and moss that only grow during the short summer. A thick layer of
ice lies just below the shallow soil (permafrost) all year around, and trees cannot penetrate it to anchor their roots.
Many birds visit the tundra in the summer to nest, but most escape the winter by migrating to warmer areas. Mice
and other small mammals stay active during the winter in protected tunnels under the snow.
TAIGA
Taiga is the largest terrestrial biome in the world. It is made up of mainly conical-shaped evergreen trees with
needle-like leaves. These trees are called conifers because their seeds are clumped into cones. The taiga has long, cold
winters when most mammals hibernate and birds migrate, or leave the area because the winters are too cold for them
to stay. Animals like weasels, grouse and rabbits that do not migrate or hibernate grow dense feathers or fur and turn
white to match the snow.
COOL FOREST
This is a cooler region rainforest – moist, with coniferous trees and typically found against Chaparral.
WARM FOREST
This is the kind of forest where there are four relatively distinct seasons. Many of the trees shed their leaves in the fall
and become inactive through the cold winter. In these forests, you find deer, woodpeckers, and bears, some of which
hibernate through the winter.
TROPICAL RAINFOREST
You probably picture tropical rainforest as a jungle, where it stays warm all year. There are too many animals to
count and the huge numbers of trees keep their leaves year-round. Many of these forests get so much rain that there
isn't even much of a dry season – more like a rainy season and a rainier season.
GRASSLAND
Sometimes called plains or prairie, grasslands are almost entirely short to tall grasses with no trees. This land type
gets just enough rain to help grasses, flowers, and herbs grow, but stays dry enough that fires are frequent and trees
cannot survive. Here we find large mammals that often travel together in huge herds.
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SAVANNA
These tree-studded grasslands receive enough seasonal rainfall so that trees can grow in open groups or singly
throughout. The animals living here have long legs for escaping predators and usually are seen in herds. A
combination of fire and grazing animals are important for maintaining the savannah.
CHAPARRAL
The chaparral is also called scrub forest and is found in California, along the Mediterranean Sea, and along the
southern coast of Australia (Figure 7 below). The annual rainfall in this biome ranges from 65 cm to 75 cm (25.6–29.5
in) and the majority of the rain falls in the winter. Summers are very dry and many chaparral plants are dormant
during the summertime. The chaparral vegetation is dominated by shrubs and is adapted to periodic fires, with some
plants producing seeds that germinate only after a hot fire. The ashes left behind after a fire are rich in nutrients like
nitrogen and fertilize the soil, promoting plant regrowth. Fire is a natural part of the maintenance of this biome.
STEPPE
Hill country, often sparsely treed, cold and chilly and very close to Chaparral.
ALPINE
The mountains are an Alpine biome, and while the mountains here are not as high as some on earth, they are still tall,
and still deadly, and still ice capped year round.
DESERT
Deserts make up the hottest biome but can also get cold temperatures in winter. Such temperature swings make this
an extreme environment, where many animals have to burrow underground to find more stable temperatures in
order to survive. Plants and animals here must be able to withstand long periods without water.
COLD DESERTS
In addition to subtropical deserts there are cold deserts that experience freezing temperatures during the winter and
any precipitation is in the form of snowfall.
RIPARIAN
This is a freshwater biome around streams, rivers, and watering holes.
SWAMP (MARSH)
A swamp is a freshwater Marsh or Bog.
MANGROVE (MARSH)
A mangrove biome is a saltwater marsh or bog.
FRESHWATER
This water biome is named for the low concentration of salt found in the water. This includes most ponds, lakes, and
wide rivers. Because salt is important to body function, the plants and animals here have many adaptations that help
them save salt.
MARINE
This water biome is the largest biome in the world, as it includes the five major oceans that cover 70% of the Earth.
Marine water has high levels of salt, so animals and plants living here have adaptations that help them get rid of salt
or take on water.
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DEEP MARINE
Pretty much as you guessed – deep water.
SETTLED
This Biome is wherever settlement by people is ongoing
RECLAIMED
This Biome is wherever a settlement has been abandoned.
CROPLANDS
This Biome is irrigated agricultural land.
RANGELANDS
This biome is herding land that sees frequent, persistent, ongoing use in agricultural herding.
FORESTED
This biome is a human maintained, wooded area, not too unlike a park.
AGARTHIC
This Biome exists in natural space underground.
DUNGEON
This biome exists in manmade space underground
RUINED
This biome exists where the land has been ruined by some great cataclysm. On Wyrlde, these are rarely devoid of life
– instead, the life there tends to be hungry, alien, and inevitably deadly.

BESTIARY
For much of the last 40 years, a booklet is often found among the hands and in the hearts of many folks of the land.
Typically fashioned of a rough paper, printed on a press, bound in a thick cover, and scattered throughout the land,
they are nearly ubiquitous. It is certain that at least one member of the party has one, if not all of them.
The book is called The Bestiary. It was written by Shim Sheroo, and although folks keep waiting for him to update it,
he hasn’t. Shim is a merchant, and by all accounts one who made his fortune before the book, which he wrote in his
retirement.
In the book, he describes many of the creatures and denizens of the world beyond the walls, all of them encountered
in his travels, with some tips for dealing with many of them.
We present the most frequently cited entries here for you – isn’t wise to be a first level and not at least have an idea of
what you are doing, after all; you’ve heard the stories growing up, and learned the bulk of this from the campfire and
town talk of your elders.

(UN)COMMON CREATURES
While there are some minor differences between what is presented in the Monster Manual, these creatures are found
in the world with the same stats as listed there. There are, of course, regular animals as well, and even some that are
larger than what you might typically think. Some highlights from my years of experience that I think will be of value
to you follow.
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ABOMINATIONS
Abominations are remnants of the God’s War, creations built to destroy the followers and defenders of other gods.
Abominations are terrifying to behold, and often fashioned to destroy and eradicate anything. Since the God’s War,
most of them have fashioned some lair or found some place, for they do not fit into the circle of life of the world itself,
and do not often need to feast on anything other than the followers of the Bright or Shadow gods.
Aboleth

Basilisks

Carrion Crawler

Gibbering Mouther

Shambling Mound

Ankheg

Behirs

Flameskull

Peryton

Ettercap

Darkmantle

Cloaker

Piercer

Roper

Grick

ALICANTO
This bird with luminescent feathers which feeds on gold or silver is often found near mines, causing all manner of
problems given it is a wingless raptor, smart, and brutal. It does not eat flesh, only metal, but it has no problem with
tearing anything that gets between it and its food to pieces. Think a really feathery velociraptor.
AVATARS
Once every 100-year period, a God may choose an Avatar from among the people. No one knows how or why they
do so, but the Avatar is a person separate from the God, though filled with the God’s essence and sharing the God’s
interests and goals. They are, literally, the Voice of God on Wyrlde. Avatars are essentially Level 25 and up, and can
take on a Demon, Deva, Devil, or Angel one on one and still have an advantage – if their God wants them to.
Should an Avatar be killed, it is a hundred years before that God can choose another one. Avatars live as long as they
want to and their deity agrees – this may be a short period of only 33 years, or a long period of hundreds of years.
BEHOLDERS
Beholders are the product of Dusit and Pallor getting together with Melane a very long time ago and creating
something new. They are weapons meant to change the course of the war, and they still get mighty upset when folks
forget how important they were, sweeping across the land in vast groups of them, and they would have been
unstoppable if it wasn’t for the damn Elfs.
In any case, Beholders are around. The last census of them identified 21 before the last of the team was slain.
BICORN
A part-panther, part-cow creature with a human-like face that feeds on divine or radiant energy and tends to eat
clerics.
BULCORS
Wyrlde appears to be plagued by two forms of bullette.
A giant cat that burrows/swims. Essentially, a bullette in cat form. Kind of a mole, badger, and tiger hybrid.
CELESTIALS
Celestials come in two types: Angels and Devas. For the most part, they are equivalent to the Deva and the Planetar
descriptions in the MM for stats, but they are servants of the Gods, and they can serve any of them.
Angels are winged humanoids that stand about 8 feet tall in their normal forms. Devas are not winged, but always
have an aura around them, and stand around 8 feet tall in their natural forms.
Both serve the interests of their respective patron in a variety of ways, and their true appearance often reveals the
nature of the deity they serve.
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Angels and Devas do not get along with Devils and Demons, who are essentially the opponents they were created to
fight, and to be caught between the two is to invite a lot of hurt and misery into your life.
CHUPRACABRA
These demonic looking beasts are reputed to attack and drink the blood of livestock. They resemble a dog with horns,
extra-long teeth, and metallic claws that unsheathe like a cat.
CORRUPTIONS
The Corruptions are something that came about after the God’s War, twisted beings like the Yuma and the Hags. No
lair has ever shown any of them to be in service to a Dread God, but they still seem to have found some source that
has twisted them beyond the norm. While the birth of a Yuma from a corrupted person has been witnessed, no one
knows where hags come from. The hellhounds and their twisting is too like the Yuma to be a coincidence.
Hags

Harpies

Yuma

Medusae

Hellhounds

Somnisongs

Trolls

DRAGONS
From the Hydra to the assorted sized dragons and on to the wyvern, these dragons of Wyrlde are not what you might
expect. The Dragons of Wyrlde are not the many-colored splendorous things. They are six limbed, typically greybrown, and get really annoyed with people. Especially people who steal things. Dragons hate to have things stolen
from them.
Dragons of Wyrlde have enormous wings but are otherwise fairly small – about the size of a large elephant, excluding
the wings and tail. Not much more is known about them – they do not seem all that interested in having long
conversations that end with people returning to tell the tale.
And they do like to talk. Endless talkers. Seems as if they have a culture and social system all their own, but it centers
on being the one with the most stuff and the largest herd, though I have to say I have never seen a dragon hearding
anything.
Hydra

Faerie Dragon

Pseudodragon

Wyvern

Wyrlde Dragon

DEMONS
Demons feed on human suffering, grief, fear, and terror, and like to chase it with a bit of flesh when they can – the
younger, the better. They are evil for the sake of being evil. Demons are more flexible in their shape and appearance
than Devils. They can seem to be almost anything, since demons take their shape and forms from the minds of those
they torment.
DEVILS
Devils are interested in corrupting, for they feed on souls, and the more evil a person is, the sweeter the soul is. Evil is
in actions, not in what the person thinks – intent is not magical. Devils have a fixed, horrifying shape that they
obscure.
ELEMENTALS
The elementals of Wyrlde are far less interesting than those able to cross to other places. Here, they are
personifications of their elements, living manifestations of such. They are ruled over as a whole by the Plane of Spirit,
but each elemental class has a ruler of its own.
Elementals also have different forms, some of which are well known – Dao, Djinn, Efreet, Marid, etc. They are
humanoid, with great powers, and there is always one kind for each of the elements. Earth and Fire elementals are
always masculine, Air and water elementals are always feminine.
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Lastly, there are guardians of the world itself, separate from any God or other power, whose sole purpose is to protect
the world. They are always people, who are infused with this spirit, and become lost in the memories of all the people
they were before and separated from the regular concerns of mortal people – for people are their enemy far too often.
FAE (FEY & FELL)
The Fae, sometimes called Fairies, are divided into two types: The Fey and The Fell. Fell beasts include the dreaded
Displacer Beast, as well as assorted other horrific creatures. The Fell are, essentially, grotesque and not able to be
mistaken for people. The Fey, on the other hand, can and often are mistaken for them.
The Fae live in two places – the Prime Material Plane and the Fairywilde, ruled by, you guessed it, the Fey. The Fey
are dangerous, capricious, and prone to all manner of violence and harm against people, because they don’t believe
that Wyrlde should have people in it, and that they are little more than overdeveloped animals and savages that
might make for halfway decent pets.
FUNGAL FOES
Fungi are everywhere, and fortunately there are not any sentient ones on Wyrlde that anyone knows of. As with most
plants, they can be cultivated, a trait that many species engage in. Goblins like them since they have a large enjoyment
of their taste – it is said that the fastest way to distract a horde of goblins is a plate of mushrooms with gravy. As
Goblins can eat pretty much anything, even poisonous ones will do.
Of the forms they have bred, the Shrieker is the most dangerous and deadly in any of its several forms.
Gas Spore

Shrieker

Blights

Shambling Mound

Violet Fungus

Awakened Plants

Shroomkin

GIANTS
There are Giants in Wyrlde, it is said, though they do not appear to want much to do with us, and I have heard of
none within the lands. However, there are some giant like beings that are quite fearsome, if easily manipulated. Ogres
and Oni are often said to be two sides of the same thing, but I suspect they are more than that, a twisted relation not
unlike the Goblins that was never functional, and they have much in common with the Yeti. Oni, fortunately, are
limited to the islands, and ogres prefer quiet forested streams and ponds that draw prey to them. Meanwhile the Yeti
are found only in the frigid mountain peaks. I am aware of the legends about yeti or ogres that infest other regions in
small numbers, but the best I have seen is casts made of footprints that could have been shaped by people seeking to
draw money out of the unaware.
Bridge Thing

Desert Thing

Cyclops

Forest Thing

Quaggoth

Ogre

Swamp Thing

Oni

Yeti

GOLEMS
Mekaniks are not, sadly, only interested in making life easier and improving the lot of the ordinary person. Some are
dark, and often they have picked up the same cues from wizards, and sorcerers, and warlocks, in the fabrication of
monstrosities.
Animated Objects

Gorgon

Helmed Horrors

Constructs

Clay Golem

Flesh Golem

Iron Golem

Stone Golem

Gargoyles

HODAG
“It had the head of a frog, the grinning face of a giant elephant, thick short legs set off by huge claws, the back of a
dinosaur, and a long tail with spears at the end", according to one survivor of an encounter with a hodag. Vicious,
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sneaky, and predatory, Hodags are a scourge that often sneaks in through patrol lines into civilized territory, usually
burrowing.
HORRORS
There are some things that defy the mind – Oozes and their assorted relatives.
Black Pudding

Green Slime

Gelatinous Cube

Gray Ooze

Ochre Jelly

Mimic
ISNASHI
Details on these beings are scarce. These include the creature only having one eye, long claws, lizard-like skin,
backward feet, and a second mouth on its belly. In more recent alleged eyewitness accounts, it has consistently been
described as resembling either an ape or giant ground-dwelling sloth and having long arms, powerful claws that
could tear apart small trees, a sloping back, reaching heights of 7 feet when standing on its hind legs, and covered in
thick, matted fur.
It is slow but ferocious and very dangerous due to its ability to move without noise in the thick vegetation,
It gave off a putrid stench and emitted a frightening shriek, and that weapons such as arrows and bullets could not
penetrate the creature’s alligator-like hide. Its only known weakness is that it avoids bodies of water,
JACKALOPE
Jackalopes are said to be so dangerous that hunters are advised to wear stovepipes on their legs to keep from being
gored. Stores sell jackalope milk, but some question its authenticity on grounds that milking a jackalope is known to
be fraught with risk. One of the ways to catch a jackalope is to entice it with whiskey, the jackalope's beverage of
choice.
The jackalope can imitate the human voice. When rancher gather by the campfires singing at night, jackalopes can be
heard mimicking their voices or singing along, usually as a tenor. It is said that jackalopes only breed during
lightning flashes and that their antlers make the act difficult despite the hare's reputation for fertility.
AL’MIRAZH
These resemble a rabbit with a single horn, like a unicorn, but have the temper and disposition of a steppedon Badger. They are sometimes found among Jackalope.
KAKTIKIS
The Kaktikis is a cat-like creature, covered in hair-like thorns, with particularly long spines extending from the legs
and its armored, branching tail. The creature iss said to use its spines to slash cacti at night, allowing juice to run from
the plants. On later nights, the creature was said to return to drink the now fermented juice. The then-drunken
creature was said to shriek throughout the night. The cactus cat was a very hostile creature towards any animal
invading their territory. Animals that crossed them often ended up with large puncture wounds, and sometimes fatal
injuries.
It is a desert predator. To avoid the harsh heat, they'd carve out the inside of a cactus and sleep through the day. It
eats the bugs and juice of the cactus, keeping it hydrated. They were said to be immune to scorpion venom and would
hunt them at night.
Cactus cats were social animals, often mating for life. They were said to live about 20 to 30 years. Before and during
mating season, the male felines would break open a large Saguaro cactus and let the smell attract females to the
location. Often enough, two females would be attracted to the scent, and fight. The fight usually ended in one of them
getting brutally spiked or stabbed to death. The winning female would then meet with the male and drink the cactus
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juice. The pair would get drunk and then produce a litter of kittens within the next few weeks. The kittens were born
blind at birth with no spikes
MAHIFAMIN
Mahifamin are tiny sized, hybrid animal (such as cat/fox) creatures that are magical and
denizens of the NETHEREALM who are summoned to Wyrlde. They are also known to escape
and venture into the world at large, where they flit about and observe things. It is believed
they are spies for the NETHEREALM, who likely have designs on Wyrlde for themselves. There
are many different varieties of them, and according to legend they were once actively sought
out for arena fighting purposes, since they do reproduce. That was before the God’s War,
however, and the manner of capturing them has been lost, except perhaps to Mahishojin.
They do not like Beholders.
NETHERFELLS
Netherfells are spirits that have fallen to a curse, denied the peace or horror of the afterlife deserved, and bound to a
space. Netherfells are often said to be the spirits of people – and they may well be so. However, it is likely that they
are Spirits of the World. It should be noted that Netherfells are not undead, though they are often confused with such.
Banshee

Dryad

Ghost

Specter

Water Weird

Will-o-wisp

Scarecrow

Shadows

PIASA
They have Horns on their heads like those of a deer, a horrible look, red eyes, a beard like a tiger's, a face somewhat
like a man's, a body covered with scales, and so long a tail that it winds all around the body, passing above the head
and going back between the legs, ending in a fish's tail. Green, red, and black are the three colors of this beast that
haunts rivers, streams, lakes, and shores.
RACOONWOLF
Yeah, Trash Panda crossed with a wolf and as big as a horse. In packs. If you see one, use fire. They don’t like fire.
They do like your friends, though – usually for a meal.
RAMIDREJU
Creatures which have a very long six limbed body, like a snake, and their fur is slightly green-colored. Its eyes are
yellow and its nose is like that of a hog, which it uses to dig very deep holes. Ramidrejus are a very sought-after
animal because their fur heals sickness and the animal has a strong desire for gold, so there is often a goodly amount
of it in its lair. They eat it, though – you might come across a lair of a hungry one.
SEA MONSTERS
There are monsters in the seas, who will strike at an unwary vessel and destroy it – for pleasure, for glory, for
territory.
Dragon Turtle

Kraken

Sea Serpent

Scylla

Leviathan

SOMNISONG
The somnisong are twelve limbed – six limbs on each side, capable of bending in multiple directions. Each limb is
roughly seven feet long. These are attached in groups of three to two gut sections about three to five feet long each.
Behind the gut sections is a large, six to eight-foot-long bottom section much like a spider’s abdomen, while ahead of
it is a chest and head section. The head looks somewhat human, though it splits open into four sections revealing the
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inner maw with its many moving parts that are able to cut through steel as if it was paper. They have six eyes, two
forward, one on each side, and two above that can also see forward. The eyes are human looking. To either side of the
head, in what might be thought of as “shoulders”, are sets of spinnerettes.
Somnisongs are black, covered in long stringy hair that is usually tangled and matted and coated in filth. They make
musical, pretty sounds that can calm and lull creatures. They lair in places that people do not go, where they fashion a
burrow usually about fifteen to twenty feet deep that is lined with webbing that is slick and frictionless. They give
birth to live young, and they eat any kind of moving protein.
Somnisongs are not spiders – each of their limbs ends in a five fingered hand, they are warmblooded, and they think.
It is believed that they may have once been human, like Trolls, Hags, or Yuma, and were or are corrupted by
something. Their vital organs are in a soup in the large “belly”, and in some cases an entire person has been found
within it, pale and hairless.
They lure victims in, calm them with their song, and then wrap them in a cocoon that seems to have a surface
paralytic. When they eat, the “head” burrows into the cocoon, and they feast while the flesh is still warm and the
victim alive. The cocoon is then eaten after. They are masters of trap building, lure making, and incredibly strong,
agile, and fast. They do fear fire or intense cold, and do not move or go out when it is too cold or raining.
Some theorize that they are the servants of Pallor in the world, for their lairs often have imps and other creatures
around them as helpmeets.
There is little that one can do for a victim of a somnisong. The filth around them often carries infections and illness,
and few survive.
TARRASQUE
The Wyrlde Tarrasque is not quite as large as its sibling in other Realms. This makes it significantly less a threat – and
far more common.
THE UNDEAD
There are dark magics in Wyrlde, magics which twist the flesh and bind the soul, necromancies that revive the dead
and unnaturally prolong the spirit. Those for whom this happens, those unfortunates, are called the Undead.
There is no hierarchy to the undead. The greatest powers are the Liches and the Vampires, whose corrupt bargains
with dark powers have given them an enduring, eternal semblance of life. The tools of others, the dark priests, such as
the revenants, zombies, and skeletons, are little more than puppets. They are often confused with the corrupted,
however, of which the Yuma are the most fearsome, but thankfully not all that common as yet.
Demilich

Lich

Skeletons

Wight

Zombie

Ghost

Revenant

Vampires

Wraith

Crawling Claw

Ghast

Ghoul

Mummy

WARMACHINES
The God’s War was absolutely devastating to the entire planet, not merely to the Ancient Lands. The people had
spread far and wide across the lands, and built many places that were special, and even sacred.
Wherever people were, the Gods fought. The Gods tried many things before they turned to creating the young races.
The most devastating and fearful of them all were the warmachines.
Warmachines are machines built for the sole purpose of destroying life, and they feed on all things. But they were
often left alone, or abandoned, and the places they were made, the vast forges, were not shut down. Some say these
forges are still out there, somewhere, still building them, though the materials are rare and there does not appear to
be anyone still mining for them, let alone who might know who how to make them or what to make them from.
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There are several different kinds of warmachines. Each has vitredur armor
around its inner workings, but all are still able to be felled, and vitredur is
a very valuable material, as are many of the other parts from these things.
Warmachines are not alive. They have no Soul, but it wouldn’t be
something you could tell. They will stalk, hunt, and kill people, and there
are rumors of the Goblins even using them.
The advice of the wisest is that when you see a warmachine, you run. You
run for all you are worth, and you do not stop until it goes back into sleep.
YUMA
The Yuma are large, eight to ten-foot-tall, emaciated (young) or grossly thick (well-fed) beings that have some unique
powers. They eat only entrails and organs, with a special delight for livers, hearts, and brains. They are usually
roughly human in shape, with long, curved nails that end in sharp points, elongated feet that force them to stand on
thickened balls and toes with bent knees, and rows of pointed, sharp teeth but no molars.
The most terrifying thing about Yuma is that they were once people, and their forms reflect the rage, the despair, the
jealousy, the vices, the horror of their inner selves. Transformation happens over a week, and the first sign is the loss
of molars as the new teeth grow in. A common symptom is inordinate hunger that cannot be satisfied normally, along
with pain should something other than entrails be eaten. The best tasting entrails come from other people. They
cannot eat cooked food, grains, or fruit. As they change, their base desires override their ability to reason, though not
their cunning. Yuma heal incredibly fast – they are not too dissimilar from trolls that way.

WYRLDE DANGERS
There is more in Wyrlde that is deadly than just the beasts of the field and stream and sky.

DANGEROUS PLANTS
Wyrlde has a large variety of murderous plants, carnivorous flora, and then, of course, the number of plants that are
just going to poison, kill, or maim you.
BLOODVINE
The greatest horror is the vine which they call "the devil's snare", and we’re full of stories of its death-dealing powers.
I was able to discover very little about the nature of the plant, owing to the difficulty of handling it, for its grasp can
only be torn away with the loss of skin and even of flesh; but, as near as my friend Dunstan could ascertain, its power
of suction is contained in a number of infinitesimal mouths or little suckers, which, ordinarily closed, open for the
reception of food. If the substance is animal, the blood is drawn off and the carcass or refuse then dropped. This does
make it easy to avoid, if you can spot the skeletons that the vines tend to cover or catch the scent of death in the air.
DEVILPOPS
These are parasitic vines with purple blossoms known as the "devil's poppy" that seize and poison animals. Is a
potent narcotic. My band once fell asleep passing through a meadow full of the damn things. Lost my dog, Toto, too.
MADAGAR TREE
The slender delicate palpi, with the fury of starved serpents, quivered a moment over her head, then as if instinct with
demoniac intelligence fastened upon her in sudden coils round and round her neck and arms; then while her awful
screams and yet more awful laughter rose wildly to be instantly strangled down again into a gurgling moan, the
tendrils one after another, like great green serpents, with brutal energy and infernal rapidity, rose, retracted
themselves, and wrapped her about in fold after fold, ever tightening with cruel swiftness and savage tenacity of
anacondas fastening upon their prey. I still have scars from this damn thing. I won’t say where.
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YATEVEO
Named for producing a hissing sound, and having poisonous "spines" that resemble "many huge serpents in an angry
discussion, occasionally darting from side to side as if striking at an imaginary foe" which seize and pierce any
creature coming within reach

DISEASES
There are remarkably few diseases on Wyrlde. Influenza, Colds, and cancers are about it. Well, not counting the
magical ones.
ANDROMEDE
A deadly, green, crystalline, agent of indeterminate origin. It erodes the vessel walls of the circulatory system, causing
death by either triggering the body's coagulation response (resulting in the entire system clotting in a few seconds), or
by cerebral hematomas (accompanied by dementia) if clotting is prevented. It evolves at a rapid rate, is spread by
airborne transmission, and is extremely contagious.
GEOSTIGMA
A disease that decreases the efficiency of the body's immune system, causing exhaustion and black sores appearing
on the skin. Mostly affects children due to their weaker constitutions. It is a symptom of planar matter infesting the
body. The body tries to eliminate it and overcompensates.
LYCANTHROPY
The varied forms of lycanthropy are cruel and malicious, for the lifespan of a lycanthrope from the moment of birth –
roughly 30 days after infection – is not more than five years, as the disease ravages the body through the forced
transformations. It is far better to be cursed, as the magical forms at least do not eat at the mind until one becomes a
raving beast, bereft of all memory and sense of who they once were. This form of lycanthropy is derived from the
curses, transmitted by bites which nearly kill the victim. Each month, this disease robs one of a point of wisdom,
charisma, or intelligence, with the poor victims sometimes less aware than the beast whose twisted form they take by
the end.
RIPLEY
A parasitoid macrovirus. The parasite’s larval form resembles a slug and attempts to enter the body through the
mouth or anus. Stage two develops in the gastrointenstinal tract over a week, becoming a legless creature resembling
a deformed potato with a mouth consisting of a slit on the underside of the head that goes down the length of the
worm. They escape by eating their host's body between the stomach and anus– and emerge as fully grown, six legged
versions of the stage two shape, but about the size of a small dog. The lips separate to reveal hundreds of teeth that
can bite through steel.
TRIPS
A deadly, flu-based virus. Causes a lethally high fever and is highly contagious. It is deadly because as the body
fights off the disease, it mutates into different strains of influenza, making immunity next to impossible. It is said that
the Posse of Eld are descended from survivors of this sickness going all the way back to the Ancient Lands.
WYRLDOCOCCUS
It is a highly virulent killer bacterium. Its method of infection is very complex, and it will mix in with other
microorganisms and multiply. It can be transmitted via air, blood, mouth, or skin contact. It can grow even more
dangerous by combining with Athlete’s foot, Lactobacillus, or other extremely common pathogens.
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YUMABASILIS
This hybrid of virus, mycorrhizae, and bacteria is found in nearly all freshwater sources, but is harmed by the sun,
rendering it inert if exposed. It is responsible for the creation of Yuma (see above). It takes about 10 days to grow
within the body enough to trigger the changes which take another ten days, with an eruptive end that causes the
tailbone to grow thicker and longer, the shoulder blade to enlarge and appear to create vestigial wings, nails to
harden and grow longer, curving over and around the tip of fingers, and loss of all teeth as new ones form beneath
them and grow out. This process causes intense hunger in the person, culminating in the eruptive stage where their
bones thicken and grow, muscle is grown rapidly, and they become the huge monsters in a rush in a single day. The
pain and hunger drive their wits out of their head, and all they want is to eat entrails, which they can smell as if they
were fine delicacies.

OTHER RISKS
POISONS
There are forty-three known poisons that cannot be easily recovered from without resorting to magic, and then
another twenty-one that have antidotes developed for them.
RUINS & TOMBS
At one point, the entire world was civilized. There were settlements and private sites all over the world. These
locations and places have joined the tombs and constructed mausoleums of the powerful or the mighty from ages
long past s an ongoing risk to people, because they can make for great Goblin basis or serve as the entrance to
Gremlin Warrens or just generally attract something scary like a dragon or Beholder.
REMAINDERS
When a powerful adventurer or other person dies, they often have left behind Remainders – not quite ruins, not quite
intentional tombs. Towers, Castles, and more are scattered across the world, and they await new people to claim,
reclaim, or discover them.
This is important, for those that are not often become outposts for Goblins or Gremlins, and present real and present
dangers to the Bright Lands should they gain true footholds.
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THE BRIGHT LANDS
The Bright Lands are those that circle the Rim of the Seven Seas. The Shadow Lands lie just beyond them, including
the Ancient Land, and beyond them lie the Dread Lands.
The Bright Lands are not called Bright because they are inherently good – Lemuria is a member of the Bright Lands
and calling Lemurians good is a stretch at the most. They are Bright because by and large they follow the Bright Gods.

THE SEVEN SEAS
The Bright lands are protected by the Grand Reef, which buffers the worst of the Deep Oceans as it juts out of the
ocean about fifteen feet in rough, broken crags and bars, broken only by the occasional island or atoll. It is far West of
the land.
Beyond the Grand Reef lies the vast Oceans of Thalassa and Tethys. The Spirits of those Seas are unfriendly. Very few
dare to venture beyond the Grand Reef – and none have ever returned, though the world is vast, and this is known to
not be the only continent upon it. It is theorized that the Reef and Oceans conspire to keep any from sailing into the
protected waters of the Seven Seas.
Within the protection of the Grand Reef, however, are the Seven Seas: Tranquility, Serenity, Showers, Storms, Clouds,
Shadows, and Desire.
The Sea of Desire sits twixt the Pillars of Ism and the Pillars of Isen, guarding the entry into the Seven Seas,
collectively called on occasion the Inner Ocean. The Sea of Shadows lies beyond it, and feeds into both the Sea of
Clouds and the Sea of Storms. After that comes the Sea of Showers, the Sea of Tranquility, and the Sea of Serenity.
Th Seven seas are littered and strewn with small islands and assorted options – there is even a legend of a Floating
Island that drifts about. The tale of the wizard Ism and his unrequited love for the elfmaiden Isen is well known and
oft heard, complete with the tragedy of their passing beyond the Grand Reef after years of travel within the Seven
Seas. The legendary Mariner, said to be half-Triton was the first to sail all seven seas, and today serves as a Saint for
those who ply their trade on the waters.

THE SAILS OF WYRLDE
Wyrlde’s ships are designed along similar methods, with all of the larger vessels capable of long voyages in rough
seas. Large ships always have two or three masts, and sails are fashioned for them.
Ships of Wyrlde are built using only a few methods, in part because they are traditional and handed down
generationally, also in part because it has been a challenge to make improvements. There are a couple of broad
categories.

TRADESHIPS
Tradeships are broad, double decked ships built to carry the large, removable wheel containers that are used in most
mercantile efforts. They have a foredeck and an aftdeck, with crew quarters aft and leadership fore. They are usually
double masted, though the larger ones out of Sibola and Aztlan -- typically a third again as big – have a third mast
and midquarters. They need a crew of 15 to 25. They are divided into Barges, Galleons, and Schooners.

WARSHIPS
Warships are triple masted, large vessels, with most of them using a double or triple hull system to provide stable
firing platforms. They often have two to four decks, and some of them are fitted for owning. They have a crew
complement of 20 to 60. Warships are divided into Battleships, Destroyers, and Frigates.
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CORESHIPS
Coreships are single or double masted vessels that make up most private and support craft. Able to be crewed by 3 to
10 people, they are divided into Yachts, Fishers, and Cutters.

CONTAINERS
Transport by sea is still the main method of most trade and travel among the Bright Lands. Most shipping is done
using a 10-foot-wide, 20-foot-long wooden box that can be opened along any side. There are designs for this box that
vary according to what is going into one (including designs for a double stateroom for passenger craft such as
cutters), but the dimensions do not change. A typical Barge can hold 8, a Galleon 16, and a Schooner can carry 24
containers. Cutters for passenger carrying can hold 4, 8, or 12.
Containers are fitted with removable wheels that store in slots along the outer walls. These wheels are usually made
of metal reinforced wood, with free axles built into the base. There are six wheels for each, around four feet in
diameter, strongly built. The containers all have struts that are raised or lowered using a ratchet system built into the
walls, allowing them to be set in place by a team of four to six people fairly quickly, and allowing the wheels to be
used on either ends or sides, depending on which direction they want to move the container.
Ramps are used in all ports for transporting them. Containers are built with ballast to help them float should they be
lost at sea, but this is not always a certainty. Each major merchant has a seal they use to secure their own goods, and
the Guilds are very particular about ensuring cargo is moved readily and easily and traceable.

WEAPONRY
Warships do not have cannon on Wyrlde. They use catapults on occasion, usually hurling some form of burning
material, but most of it is done using ballistae. Able to fire lances, balls, bombs, and the like, they ae the principal
weapon of not only sailing craft, but airships and battlecraft as well.
Ballistae range in size from the scorpion-like ”large crossbow” to massive weapons that can hurl a forty pound stone
at over two hundred miles an hour using metal springs.

THE BATTLECRAFT OF WYRLDE
Battlecraft come in three rough categories, each with three different kinds. These are used in warfare, which is slowly
becoming more common on Wyrlde.

SIEGE ENGINES
These are usually divided into Sappers, Towers, and Rams. These are primarily designed for defense of the soldiers
within them as they approach the walls or ram the gates or dig the tunnels to bring down the walls. All are wheeled
craft, capable of being drawn by large teams, armored with stone or clay plating over a metal layer bound to wood.
Siege engines are all set up to be rapidly deployed using a fairly standard module system that alo allows them to be
stored in one or two Containers for movement.

FIELD ENGINES
Field Engines are grouped into Artillery, Carriages, and Emplacements. These are weapons that are used to attack
and destroy opponents. Emplacements are easily disassembled large weapons – catapults and related items – that are
hauled in on wagon trains usually ten to fifteen wagons long. They are very rarely used, and thus far only Sibola
seems to have any.
Artillery is usually large-scale scorpions and ballistae, set on wheeled platforms that have complex systems of
movement for fine tuning the positioning vertically or horizontally while also ensuring level. The typical one can
hurl a 45-pound shot or spear a good four hundred yards and with enough force to penetrate stone less than six
inches thick or metal less than three. Two to four of these can usually be loaded into a Container.
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Carriages are solidly built wagons that have a large protective housing for the team of four that pulls them, a
protective encasement around the wagon proper which houses four to six ballistae, and enough space for the team of
six to twelve that operates it. They are large vehicles, built on the same mold as the Container, and they use a peculiar
axle system that allows each wheel to move independently. The wheels are spiked, and the teams must be specially
trained – a typical carriage will have three teams per day for the operation of one over a six to ten-hour day.

LOGISTICAL CRAFT
Carriers, Support, and Medical wagons comprise the rest here. When battle is certain or the area is thought to be
under attack, the Carriers will come into play. Each carrier is a large wagon drawn by a team of six to eight that can
carry up to twenty soldiers and their gear.
Support craft include the field kitchen and flag corps, as well as the Camp Team. Usually six wheeled, these are just
larger than usual wagons with special designs to enable the work to be done quickly, or to haul the Containers.
Medical wagons are always marked by a large white triangle with a large red circle in it. They house healers, barbers,
and surgeons, as well as their equipment.
One thing common to all Logistical craft is that they are built in the same fashion as Containers (see Sails of Wyrlde)
and can be moved wholesale by any of the major transport systems.

THE AIRSHIPS OF THE SKY SYNDICS.
Going only from City to City where there is a Gantry – a tall, stone and wood building typically five stories high – the
various airships that fly out from Acadia are a universe to themselves. The airships vary in size from small private
craft, typically owned by the wealthy and nobility, to the vast monstrosities that are reportedly able to fend off the
Dragons themselves, the size of what we would call football fields.
The Airships are often described as being held aloft by large fabric bags of special airs, though not all of them have
such, and while airships were used to devastating effect a thousand years ago, it has taken many centuries to recover
the secrets that allowed them to return to the skies.
Because that history is still well known, airships are not always trusted, and looked on with suspicion by most folks.
It is rumored that there are pirates, but no one would confess to such, and the Gantries are well controlled, so even if
there were, where would they dock?
They provide trade between the rebels calling themselves Lemuria, Aztlan, Sibola, Quivira, Matsaki, and Eldorado,
but do not travel to Durango, where they are outlawed, or Liones, where they are likely to be stolen.
Acadia is the home of the Airships, and the place where they were reborn. There, the House of Skye controls them,
and strives to be as controlling as their competition on the ground.
Wizard candidates share a common experience of having ridden in one of them. Sadly, they also often share the
experience of those who failed the tests while traveling exiting them while in transit. The Wizards of Wyrlde are often
not the folks people think of them, and while the Training isn’t particularly abusive, the being discovered and
brought there can be and often is traumatic.
Airships come in five sizes: Private, Cruise, Merchant, Cargo, and War.

THE LOCOMOTIVE
For 15 years, the Posse of Rails spent money on stonecutters and mekaniks, on laborers and warriors, on wizards and
clerics, to build the largest work on Wyrlde known – four tracks, each ten feet wide, each ten feet apart, that span the
breadth of the Bright Lands and connect all the largest cities. It is said that 5,000 men and women lost their lives
building it, and that the cost ruined 10,000 families.
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Starting in Eldorado, with tracks that head south and west, crossing through tunnels carved through mountains and
around winding ledges, the Doradan Locomotive is the wonder of the world, and has changed all manner of things
while also creating a host of unforeseen problems.
Among them is the wealth afforded the Posse of Rails, which maintains a monopoly on it. Their GREYMEN are known
to pursue thieves and vagabonds to the end of the earth, and are often former adventurers themselves, often armed
with magical and even legendary gear.
There are four tracks running side by side throughout the world, and each track carries at least one EN’JIN and as
many as three dozen carriages. Most of those carriages are filled with trade goods, but at least one carriage always has
passengers, typically the wealthiest.
Once a Locomotive is moving, it only stops in the Villages, Towns, and Cities along its route – some of which have
sprung up entirely around it being there. There is always a stop every day, typically around ninety miles (three days
ride), and the Locomotive is made of wood and stone enchanted with a hundred different spells – including antimagic ones. The most controversial locations are the two large Depots, complete with non-guild Inns, like villages
unto themselves, a piece of Eldorado far from home.
Still, that much potential wealth, no matter how fast it is moving, tends to attract those who want a piece of it for
themselves. Even more so since one of the reasons for it being so favored is that it is described as safer than a caravan,
and able to carry much more.
Each EN’JIN on a Train, the lead carriage, has a Paladin who follows the Order of Eld, a Wizard of at least 7th Level,
and 10 men-at-arms called GREYMEN for the long grey coats they wear. They are outfitted with ballistae and the front
is equipped with an adamant wedge.
A single Carriage interior is typically twelve feet wide by thirty-six feet long and twelve feet high. The walls of a
given carriage are usually around four inches thick. They can carry a lot of cargo.
Being able to move five times faster than a single person on a mount, the Locomotive is often a way to travel across
large chunks of the planet, but it is not the only way.

TAVERNS, INNS, SALOONS, AND PUBS
INN
On Wyrlde, the Innkeeper’s Guild control the
Inns, Taverns, and Saloons. They do this with
what is regarded as a velvet glove drenched in
blood. Given the constant encroachment of the
Syndicates, the Royal vagaries, and the flat-out
defiance of the Posse of Rails, it may well be that
they must.
An Inn is a building that has a walled area,
stabling, pasture, offers food and drink, and has
both a communal sleeping area and 4 to 20
private rooms that sleep two.
There is an Inn located typically 30 miles out
along any road where there is not already a village, town, or city. There is a network of Inns within a given region
defined by ethnicity, and they will all be similar within it and ultimately controlled by the Guilds.
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Inns always have 5-10 men-at-arms, and Innkeepers are usually capable of at least some magic, even if most of it is
meant to keep the place running and clean. They have stable hands, cooks, assorted help, and, yes, servers that are
most likely women in patriarchal regions, men in matriarchal regions, and either in less rigid regions.
Inns are “signs of civilization in the wild”, and are not found in cities, towns, or villages.
GUILD PRICES AT INNS
Item

Cost

Item

Cost

Item

Cost

Bread, half loaf

1 sp

Beer, strong (mug)

5 sp

Game bird, whole

5 sp

Cheese, eighth

1 sp

Ale (mug)

7 sp

Ham hunk

7 sp

Local Vegetables

1 sp

Wine, poor (goblet)

3 sp

Bacon, half lb

1 gp

Local Eggs (3)

5 sp

Wine, good (goblet)

5 sp

Sliced meat with gravy

1 gp

Tubers

3 sp

Whiskey, Rye (cup)

5 sp

Mutton steak

3 gp

Mushrooms in gravy

1 sp

Vodka, Gin (cup)

5 sp

Pork steak

4 gp

Stew or Porridge

1 sp

Tequila (cup)

5 sp

Beefsteak

5 gp

Beer, weak, (mug)

1 sp

Virale (cup)

7 sp

Banquet (per person)

10 gp

Item

Cost

Item

Cost

Item

Cost

Common Room, night

1 sp

Common room, day

1 sp

Feed, day

3 cp

Shared Room, night

3 sp

Shared room, day

2 sp

Feed, night

5 cp

Private room, night

5 sp

Private room, day

3 sp

Grooming

3 cp

Wagon store, day

5 sp

Wagon store, night

1 gp

Stabling, per shift

1 sp

PUBLIC HOUSES (PUBS)
A Public House is a place of short term, temporary residence, usually near a gate. They usually can handle horses
and wagons. They are often considered seedy places, and the Adventurer’s Guild operates them, often in partnership
with the Innkeeper’s Guild.
In a Village, Town, or City, Pubs usually have housekeeping, a pubkeeper, and a stable hand.
GUILD PRICES AT PUBS
Item

Cost

Item

Cost

Item

Cost

Common Room, night

1 sp

Common room, day

1 sp

Feed, day

3 cp

Shared Room, night

3 sp

Shared room, day

2 sp

Feed, night

5 cp

Private room, night

5 sp

Private room, day

3 sp

Grooming

3 cp

Wagon store, day

5 sp

Wagon store, night

1 gp

Stabling, per shift

1 sp

TAVERNS
Taverns are Guild-run establishments that will serve food, beer, and possibly wine. They are usually near a Public
House, and the two may be owned by the same person or family, but they are always careful not to cross the guilds
by combining the two. There is usually a carriage house nearby, or the site will have a stable, but is unlikely to have
the ability to deal with a wagon.
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Taverns usually have a Host, a few cooks, some servers, and a few ancillary staff.
GUILD PRICES AT TAVERNS
Item

Cost

Item

Cost

Item

Cost

Bread, half loaf

1 sp

Beer, strong (mug)

5 sp

Game bird, whole

5 sp

Cheese, eighth

1 sp

Ale (mug)

7 sp

Ham hunk

7 sp

Local Vegetables

1 sp

Wine, poor (goblet)

3 sp

Bacon, half lb

1 gp

Local Eggs (3)

5 sp

Wine, good (goblet)

5 sp

Sliced meat with gravy

1 gp

Tubers

3 sp

Breakfast, meal

5 cp

Mutton steak

3 gp

Mushrooms in gravy

1 sp

Lunch, meal

1 sp

Pork steak

4 gp

Stew or Porridge

1 sp

Supper, meal

2 sp

Beefsteak

5 gp

Beer, weak, (mug)

1 sp

Spares, meal

3 sp

Banquet (per person)

10 gp

SALOON
A Saloon is an establishment that just sells drink, and they are often rowdy places that are, at best, controlled by a
Brewing guild, and normally just by someone who started one. Saloons are dominated by men. They sell strong, hard
liquor (Whiskey, Rye), Wine, and Specialty drinks from other locations – such as Ale in Aztlan, or Tequila in
Durango.
A Saloon will typically only have servers and a bartender, possibly a bouncer. The saloon often doubles as the
residence of the saloon keeper.

ALCOHOL
Beer and Mead are made elsewhere. The Beer of Wyrlde is a thick, very low alcohol beverage that is usually the main
beverage everyone drinks during the day, instead of water, which is often not clean.
Mead, made from Honey, is typically made in Temples and sold during festivals. Wyrlde Mead is sweet, dry, and
potent.
Liquor in Wyrlde is made by Guilds, Posses, Syndicates, and other factions, and they compete steadily to provide the
best and the most enjoyable.
Eldorado produces Tequila, Durango makes Whiskey and Rye, Aztlan produces something called Uzo, Sibola makes
a potent clear Vodka, and Gin is made pretty much everywhere except Qivira, where they tend to drink a thick, sweet
beverage called Virale in tiny glasses.

SETTLEMENTS
Wyrlde has a fixed way of doing settlements, going back to the Age of Dreams. From a designated central point, a
City, people begin to spread out. The standard distance for a settlement is 30 miles away – one day’s travel by horse,
at a reasonable pace.
The space between settlements is always patrolled – the most essential function for all governments is to patrol the
region in between their settlements. The settlements themselves often have a Patrol House or three from which those
patrolling are based – and there are Rangers as well, some in orders that stretch back to the Age of Myth, who help to
ensure the world is not too hostile to the people living in it, and vice versa.
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Settlements tend to spread out in a rough diamond pattern, depending on the terrain – one in each cardinal direction.
A City is supported by Towns who are supported by Villages that are supported by Hamlets. Cities will typically
have a population of around 25,000 people, Towns will be around 5,000 people, Villages around a 1,000 people, and
Hamlets will be around 200.
Anyone can start a settlement in any region – the practical points differ, but the essential basis is the creation of a
Steading, with 40 to 60 people. A steading will need to be walled, homes built, and fields laid out, but from there,
growth tends to be basic and in general follows a plan set by the respective regional governments.

STEADINGS
A Steading typically has around 50 people, usually a few families that know each other well, and are very cautious
about strangers. Steadings do not usually have any resources to support outsiders – but they almost always know
where the closest Inn or Village is. Steading gates are usually manned by volunteers, a single person, and are simple
affairs.

HAMLETS
The second smallest form of Settlement, Hamlets are typically wooden walled compounds that lack formal or direct
supervision. They are led by a community designated leader, and usually have a population of around 200. Hamlets
often have their fields outside of their walls, and the occasional resident will live outside them as well – but there is
always space within the hamlet proper for everyone. Hamlets have a one or two-person gate, and rarely have more
than one gate. Hamlets sometimes have a Public House, but not often, and the best one can hope for is a public house
barn for some place to sleep.

VILLAGES
Villages are small, usually less than a square mile in
size, variable and located typically 30 or 60 miles out
from a Town or City. There is always at least 30
miles between any village and any other town or city,
as 30 miles is a single day’s travel.
As with all places where people are in the Bright
Lands, villages are walled, usually with wood or
stone construction. These walls are at least ten feet
high, and usually about three feet thick (stone,
rubble, or doubled tree trunks).
Villages are a day’s ride away from help, essentially, and there is always a force of at least 10% of the population that
is involved in the Village guard. There will always be a leader on duty, subordinates, and then the majority will be
everyday people. Gates are opened in the morning, usually a couple hours after dawn, and closed at night, though
getting in happens for a few hours after nightfall if it seems safe enough.
This also means that a village that is in trouble must wait for at least two days, more commonly three days, for help or
assistance to arrive. Villages are frontier locations, filled with hardy but often frightened folks trying to make a living
as best they can in a world that essentially wants to kill them all the time.
Adventurers are welcome in villages if they don’t disturb the peace. Villages that are established will have at least a
Tavern, and most likely a Pub.
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Most villages have a market area. It is not always certain to be open or even available but serves primarily to allow
visiting merchants and locals to exchange wares, goods, and crafts. A lot of barter goes on in villages, though coin is
always welcome.

TOWNS
The Towns of Wyrlde are medium sized, usually around four square miles, variable and located typically 30 or 60
miles out from a Village or City. There is always at least 30 miles between any town and any other village or city, as
30 miles is a single day’s travel.
As with all places where people are in the Bright Lands, towns are walled, usually with wood or stone construction.
These walls are at least fifteen feet high, and usually about five feet thick (stone, rubble, or doubled tree trunks,
usually a mixture). They are patrolled at the top, and occasionally will have earthworks meant to delay or harass
attackers in case of siege.
Adventurers are welcome in towns if they don’t disturb the peace. Just inside the Gate to each town (between three
and seven) will have an Inn, and a Pub. All Towns have a full market, usually a designated street or two for varying
sellers of wares, most of whom live in their shops. Towns use coinage far more than barter, and barter is frowned on
unless they know they person.
Towns are a day’s ride away from help, essentially, and there is always a force of at least 15% of the population that is
involved in the town guard. There will always be a leader on duty, subordinates, and then the majority will be
everyday people. Gates are opened in the morning, usually a couple hours after dawn, and closed at night, though
getting in happens for a few hours after nightfall if it seems safe enough.

CITIES
The Cities of Wyrlde are generally the largest settlements, often located near a water source. With a population of 15
to 25,000 people, a City is usually grown by simple population growth, and are therefore the oldest settlements in an
area.
Cities have thirty-foot-high, ten-foot-thick walls that are crenellated, made of stone, wood, and fill (often trash). They
are solid, with plinths at the bottom to discourage laddering and siege towers. They are manned by a standing guard
that will vary but is usually around 20% of the population in some form or other. Guard posts will always have a
supervisor on duty, and usually have a team of ten to twenty men-at-arms.
Most cities have at least three gates, some will have four. Cities with Ports will have a wall pulled away from the
port, making the Port itself a bit of a free zone.
Cities do not barter – one cannot pay one’s taxes with bartered goods.

LAW & CUSTOM
REGULAR CUSTOMS
Among the norms that one will find worldwide are Please and Thank you, a greeting that is often specific to the area,
and the celebration of festivals around the same time.
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PASSES & MARKS
Travel between Cities, Towns, Villages, and Hamlets always requires a Pass or Mark of some sort. These can vary
from metal plaques stamped to ornate scrolls that must be signed, and so forth. Entry into a location requires a pass,
and they are often expensive if simply bought. Messengers in uniform – even retired single messengers – are the sole
exception to this – no one gets in without a pass, though a single pass can serve for a group traveling together.
Most gates will collect information about those entering the town – name, purpose, duration – and will always direct
adventurers to the nearest Public House (which often gives them a cut of the higher fees charged to adventurers from
outside the region).

COMMON LAW
Although each of the assorted settlements tend to have their own laws, there are certain common crimes throughout
Wyrlde, that tend to apply even within the tribes. The reason for this tracks back to the Age of Myth first, with the
Decrees of Belial, and then to the Age of Legend, with the Code of Paragon.
In both cases, the Gods set forth a set of basic laws that were taught to everyone, with the expectation that they would
be handed down over the generations. These make up the fundamental basic laws, and many Avatars have noted that
the aforementioned stories do not track with what their patrons have said.
These basic laws have been in place for as long as there have been people on Wyrlde, in any case. The full code lists
100 crimes and describes a set of specific punishments for each (ranging from 1 day in jail to 50 years in jail). Over the
intervening years, however, the punishments were altered even if the laws themselves were not.
Over time, the full list seems to have lost some of the crimes, but those that remain are still universal, with local
Realms having additional crimes that will vary according to the culture. However, these crimes are all still enforced
across the world, and remain the principal basis of laws throughout the Bright Lands.
Common Crimes of Wyrlde
Abuse of authority

Acceptance of a bribe

Accessory

Affray

Arson

Assault with intent to
rape

Assault with intent to
rob

Attempt

Battery

Blackmail

Blasphemy

Breach of prison

Breach of the peace

Attempted Bribery

Burglary

Cheating

Common assault

Concealment of
treasure trove

Conduct unbecoming

Conspiracy

Contempt of court
(contumacy)

Contempt of the
sovereign

Defamatory libel

Dereliction of duty

Desertion

Accessory Disabling

Espionage

Extortion

Fabrication of false
evidence

Failure to appear

Failure to obey a
lawful order

Forcible detainer

Forcible entry

Forgery

Harboring

Heresy

Impersonation

Incitement

Influence by magic

Abduction

Larceny

Malicious mischief

Manslaughter

Mayhem

Mobbing

Murder

Murder of five or more

Murder of two to four

Obstruction of justice

Bribery

Public indecency

Perjury of oath

Piracy

Rape

Use of Magic
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Riot

Robbery

Rout

Slavery

Theft

Trespass

Unlawful assembly

Vandalism

Temptation

Intransigence

IT should be obvious that in some locations, such as Lemuria, not all the laws are fully enforced. Part of the basis for
this is the way that many realms engage in punishments and determine guilt or innocence
ORDEALS
Although most won’t openly state so, all realms allow for the personal Defense of Ordeal. Part of the reason for this is
the presence of the Gods themselves, who do take an active interest and participate in the daily affairs of the people.
The problem is that they do not always work together, and sometimes work at cross purposes – a particular person
undergoing trial may be fiercely loyal to a particular deity, but have angered a different one.
During the ordeal, the opposing deity may act to harm the individual with intent, while the supportive one may
simply not be paying full attention.
Nevertheless, there is usually someone who requests it.
An interesting thing about Trials by Ordeal involving magic comes to mind. Some have figured on using magic to
escape the effects of an ordeal. The spell is cast, and for all intents appears to work perfectly, except if it goes against a
God’s Will, nothing happens.
Ordeals are overseen by the Temple, and replace a standard trial for that region unless the realm has a formal
declaration of Trial by Ordeal. The outcome of a trial is absolute – it is as the God’s desire, and only a damn fool
argues with a God.
The possible Ordeals are as follows:
Combat

Individual fights Accuser in a one on one battle. First blood, usually, death for high crimes

Combat Champion

As above, but each side selects a Champion

Walking Fire

Accused must walk three paces (9 feet or so) across burning hot coals

Burning Hand

Accused must place hand in a fire or grasp a hot stone.

Burning Brand

Accused must submit to being branded

Seated Pyre

Accused must sit within a pyre for five minutes

Molten Metal

Accused must endure having molten metal poured on their body.

Sulphur Brew

Accused must drink a concoction of some sort (traditionally Sulphur)

Boiling Stone
Water

Accused must retrieve a stone from the bottom of a cauldron full of boiling water

Boiling Stone Oil

Accused must retrieve a stone from the bottom of a cauldron full of boiling oil

Freezing Water

Accused is submerged in frigid water for five minutes

Floating Water

Accused is tossed into water – if they sink, they are innocent if they float, they are guilty.

Cross

Accused and Accuser must stand with arms raised parallel to ground. First to drop.

Ingestion

Accused must ingest sacred items (such as holy water)
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Stones

Accused has a number of stones equal to the weight of themselves or their accuser on top of them for fifteen
minutes.

While it is not perfect, for the most part the gods do in fact pay attention and intervene.
SENTENCES, JAILS, AND PRISONS
For the most part, the Realms avoid the use of death as a punishment except in cases of murder of four or more
people. Corporal punishments used are usually amputation of some sort when used.
Enslavement is a sentence, and some jurisdictions will impose stripping of name, status, wealth, and similar effects.
Fines are common, in some form the guilty is able to pay.
Prisons exist, and are used, but they ae dark pits of despair where people who have no value or purpose to society are
sent to die for the most part.

BANKS & SHERLOCKS
The next powerful faction are the five banks and the Sherlock Guild. The Bank of Aztlan is the best known, and
usually the wealthiest, as it is essentially controlled by the government. The rest are all privately held, each a distinct
body unto itself. They operate together in a Consortium of Banks, but this is most often a formality. Moving a deposit
is difficult, takes a lot of time, and generally banks avoid the use of magic, making it all very laborious and tedious.
Letters of Credit are essentially bearer bonds – a bank will issue one for a fee, and it will be accepted at other banks for
the face value. These letters of credit are statements of how much money is physically present – not promissory bills.
A typical letter of credit will have a half dozen seals on it and be a wood frame with coated wax inside which is the
document itself. This is done to prevent tampering.
Banks charge a fee of 5% for every single transaction.
The other banks are House of Samedi, based out of Barovia in Sibola; Funds Syndicate, based out of Durango; Banco
Tremain in Acadia; and Sprockets in Liones.

SHERLOCKS
Most Cities have one or more of them present, but they are a very rare sight in towns except in their local realm. Most
funds transfers and such are with Sherlocks, who do not typically advertise themselves. They are more likely to come
across as and to operate out of pawn shops, where they keep meticulous records. A Sherlock traveling is usually en
route to or from which ever of the large banks they have business with on behalf of their customers. Sherlocks would
be the ones that make loans, though they would be usurious with their rates, and usually charge a high commission
for handling money (the Bank fees for every transaction, their own fees, profit) that comes out to roughly 10% of
whatever the coinage type in trade is.
Sherlocks are also the money changers – it is uncommon in Towns and smaller settlements in a region to take money
from other nations, as they are not always sure of the current exchange rate, and so will ask for local coin. Hence the
moneychangers, who charge a fee for this service, are usually found to be a Sherlock. Sherlocks can be found in Cities
and Towns but rarely in villages (about a 30% chance) and anything smaller.

FACTIONS
Factions on Wyrlde are complicated.
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GUILDS
First, there are the Guilds, who have immense power in most of the Bright lands but tend to have a bit less in some or
have some challenges with competing factions. Guilds are the only source for Trade Marks, and only a guild can
attest to someone becoming a Master or being a Journeyman. There are an estimated 200 different guilds – below you
can find a list of a bit more than half of them.
The most powerful Guilds are Thieves, Innkeepers, Messengers, and Sailors guilds, followed closely by the Smith’s
Guild, and the sub-guilds beneath it. They demand a tithe of 10% of earnings, but provide a host of services,
including contracted orders as guards and such for that sum. Membership is limited – one must have been an
apprentice of a member to become a new member. Masons, Carpenters, Tanners, and so forth – the trade crafts –have
their own guilds, who zealously guard their secrets and training. Some guilds are only open to someone of a certain
gender – though this is rare, it does happen.
There is an Adventurers Guild. Dues are 10 gp a year (1 a month) and joining has a fee of 10 gp upfront. Members of
the Guild can stay for free in greater comfort at a Guild House, as well as find opportunities. Guildhouses are only
found in Cities, however. It also serves as the Mercenaries’ guild, taking all manner of jobs for listing.

APPRENTICESHIPS
On Wyrlde, children are Apprenticed out of their home at the age of 5. This is part of why they are called such at that
age.
Apprenticeships are usually an arrangement, sometimes contractual, and is normally until the age of 7, but could be
up to the age of 10. After apprenticeship, one is a Journeyman. A Master has their own shop and wares and trains
Apprentices, usually after proving themselves to the Guild to which they belong.
For nomadic cultures, a similar structure is in play, though it tends to start younger (around 3) and run through to
seven. This is due in part to having been the system that was established in the Age of Legend, and it hs worked
extremely well.
An individual can apprentice to their own parents, but this is not common, as usually one seeks to apprentice out,
even if it is within the same trade or profession.

THE GUILDS OF WYRLDE
Adventurer's

Alchemist's

Apothecary's

Arbitor’s

Baker's

Barber's

Bard’s

Barrister's

Basketeer’s

Blacksmith's

Boatswain's

Bowyer's

Bowyer's

Brazier’s

Breeder's

Brewer's

Brickswain's

Broderer's

Butcher's

Carpenter's

Carriager’s

Cartwright's

Carver’s

Chandler's

Clockwright's

Clothier's

Cobbler’s

Collegiate’s

Collier’s

Cook's

Cooper's

Cordwain's

Cutler’s

Dancer's

Distiller's

Draper’s

Drover’s

Dyeswain's

Engineer’s

Enlightener’s

Explorer's

Farmer's

Felter's

Fisher's

Fishmonger's

Forrester's

Founder’s

Freemason's

Fuller's

Furrier's

Gameward’s

Glazier's

Grocer's

Haberdasher’s

Hayward’s

Herald's

Herbalist's

Horner's

Hoveward’s

Hunter's

Inker’s

Innkeeper's

Jeweler's

Joiner's

Knitter's

Laundrer's

Lighter's

Lightwain’s

Limner’s

Locksmith’s

Mapper's

Merchant's

Messenger’s

Miller's

Miner’s

Navigator's

Painter's

Papier's
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Peddler’s

Performer's

Perfumer's

Pilot’s

Plumber’s

Potter's

Purser’s

Ratter's

Redsmith's

Reeve’s

Saddlewain's

Sailor's

Sailswain's

Sapper's

Scholar’s

Scribe's

Seamstress'

Secretaries

Shepherd's

Sherlock's

Shipwright's

Slaver's

Smith's

Spicer's

Spinner’s

Stager's

Stonemason’s

Surveyor’s

Sweeper's

Tailor's

Tanner's

Tapestrier’s

Teamster's

Thatcher's

Thieves’

Timberer's

Tinker's

Trapper's

Vintner's

Waferer’s

Weaver's

Whitesmith’s

Wisewomen’s

Wizard's

Woodward’s

Wheelwright

Craftwright

Orewright

REGIONAL FACTIONS
The next big group of factions are the Syndicates of Durango and the Posses of Eldorado. The Syndicates are a lot like
Mafia families, while the Posses are more like corporations.
After that, there are the Houses. The Houses come from Sibola, Liones, Acadia, and Qivira. Like the Clans of
Durango (it gets complicated there), they tend to be very local in their effect, and are useful to be aware of.
The notable parts here are the Posse of Rails, the Triskelion Syndicate, The House of Skye, and the House of Lanterns
(who control most of the prostitution in the bright lands that the Syndicates haven’t taken over).
Regional Factions can influence or inform Backgrounds – and vice versa.

KNIGHTLY ORDERS OF WYRLDE
There are several Mercenary Orders: Eld being the only hereditary one. Others include the following:
Many who rightfully call themselves “knight” earn that title as part of a knightly order that serves a government,
royal family, or are the elite military of a Sibolan or Lemurian Town. Other knighthoods are secular and
nongovernmental organizations of warriors who follow a philosophy, or consider themselves a kind of extended
family, similar to an order of monks. Although there are organizations, such as the Knights of the Shield, that use the
trappings of knighthood without necessarily being warriors, most folk of Wyrlde who hear the word “knight” think
of a mounted warrior in armor beholden to a code. Below are a few knightly organizations.

KNIGHTS OF THE UNICORN.
The Knights of the Unicorn began as a fad of romantically minded sons and daughters of noble families in Sibola. On
a lark, they took the unicorn as their mascot and went on various adventures for fun. The reality of the dangers they
faced eventually sank in. Over time the small group grew and spread, gaining a following in places as far as Durango.
The Knights of the Unicorn are chivalric adventurers who follow romantic ideals: life is to be relished and lived with
laughter, quests should be taken on a dare, impossible dreams should be pursued for the sheer wonder of their
completion, and everyone should be praised for their strengths and comforted in their weaknesses.

KNIGHTS OF WHITE ROSE.
Long ago, the Knights of White Rose were a famous adventuring band, and Dove Falconhand, one of the famous
Seven Sisters, was one of them. The band took its name to honor the legendary Ancient City, just as the new Knights
of White Rose do today. With the city in ruins, Dove Falconhand decided to reform the group with the primary goal
of building alliances and friendship between the civilized races of the world and goodly people in order to combat
evil. Their members, each accepted by The White Rose herself, are above all valiant and honest. Today, they are both
a Syndicate and a Clan in Durango
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KNIGHTS OF THE SILVER CHALICE.
The Knights of the Silver Chalice was formed by edict of the demigod Siamorphe in Acadia a century ago.
Siamorphe’s ethos is the nobility’s right and responsibility to rule, and the demigod is incarnated as a different noble
mortal in each generation. By the decree of the Siamorphe at that time, the Knights of the Silver Chalice took it upon
themselves to put a proper heir on the Council and reestablish order in the region. Since then they have grown to be
the most popular knighthood in Acadia, a region that has hosted many knighthoods in fealty to the Council.

KNIGHTS OF THE BLACK LOTUS
Little is known about this group of mostly older, retired people with military backgrounds other than their love for a
complex strategy game with arcane rules and strange piece, the rarest of which is the Black Lotus.

KNIGHTS OF THE RED MASQUE
One of the more popular orders for when you need things done that the others would find distasteful, this order is
famous for the blood red masks they always wear, carved in grimacing and horrible faces. These masks are worn any
time they are out in public.

KNIGHTS OF THE ROUND
This order always follows the Code of Chivalry (see Paladin Order of Chivalry), but they are also among the cheapest
to hire. While they do have Paladins among their membership, they are not the main body.

KNIGHTS OF THE WILD HEART
This order serves the interests of Antelle and Paria, who often partner up one whatever the latest machinations of the
Gods are at that time. Founded 23 years ago in Matsaki, it has a distinct Code that is kept secret and known only to
members.

SECRET SOCIETIES
There are three Secret Societies: The Duskdancers, The Euphonics, and the Skyrunners. As befits them, they are secret
societies so as I have never been a member I cannot tell you much about any of them. It is known that they are
frequently found to have Bards as lead agents, and they have mysterious rituals.

THE ANCIENT LAND
Occasionally, someone will desire to risk themselves to try and recover some of the iron and steel that were lost in
The Ancient Lands. Less than 1% of those who have tried that effort ever return, but those that have come back have
spun wild stories about how the world there is reclaiming the land, but that what has come is twisted and vile and
deadly to everything.
The most reliable source is the Sorcerer Amenhast, who described the Ancient lands as being beautiful and deadly,
filled with vast ruins overrun by deadly plants, of waterways and rain that are poison, or vast clouds of spores that
will choke and swarms of insects that will bleed you dry.
He claimed that there are areas there where magic is dead, that no bird nor beast flies or crawls there, that it is a realm
beyond anything imaginable – and that it is trying desperately to grow and expand.
The truth remains unknown, save for two things. The first is that Amenhast died the night after giving this report,
and his body erupted with growths and was twisted monstrously before he was burned. The second is that he
brought back with him samples.
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Water that was like acid, plants that moved on their own, even severed and without soil, and dead insects the size of
a hand, six legged and with mandibles that are razor sharp and stingers that leave behind eggs.
Branches of crystal, and soil that nothing natural could grow in and that had to be destroyed.
The sacrifice of Amenhast and the team of fifty others who were not able to return is a key point to remember, for the
temptation remains; steel, iron, and artifacts from the God’s War still lie within that realm, untouched and lost for
generations unknown.
It is widely suggested that some of the diseases and corruptions that are happening have their source in the Ancient
Lands – brought with them by those who journeyed to that place and returned.
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THE BAD GUYS
THE DREAD GODS
The Dread Gods and their servants are the bad guys. For all these years, the Bright Peoples have fought to ensure that
the Dread Gods never rise again, and that their servants are given neither quarter nor space.
You know that they have a base in the East, a massive city teeming like an insect hive with the most vile and horrible
of the servants, the Goblins. Goblins do not only live there, though -- they are creatures of the night, hiding in
shadows and roaming out there.
The Dread Gods names are never spoken. There are five of them, and so they are called The Five. They are absolute
evil, and they were overthrown by The Nine, the Bright Gods.
There is rumor that there are other Gods as well -- they are called the Seven, or the Shadow Gods. But they have no
temples or towers in the cities and towns. One might find a shrine to one in the wild places, beyond the walls.

GOBLINS
The vermin that are the stuff of children’s horror stories are the Goblins. They were
forged by the Dread Gods, created from people who once served them in the God's
War, and they have the appropriate ideas from that, as well as a strong appetite for
the flesh of the Bright Races, whom they see more as cattle. They eat people. They
rape and pillage and raid and engage in mayhem. They are vile creatures with a
stench that is instantly recognizable, though you haven't smelled it.
Most people are aware of Goblins. Goblins typically travel in Bands, of between 15
and 50. They are always doing the bidding of the Dread Gods or the Dark Lord in
Hellania. They steal, they defecate in graniaries, they poison water, and their blood
is poison to all who touch it. They can range in size from 4 feet tall to 8 feet tall.
They are oviparous, laying clutches of small, black eggs that grow to be two feet
high and bout a foot in diameter at the thickest part from a single, eight inch tall egg
over the course of a week. They lay their eggs in massive chambers, a single goblin
clutching as man as a dozen eggs. Entering a sealed clutch will cause them to hunt
people to the ends of the earth.
When Goblins rape (which they do with gleeful abandon), they will sometimes have a victim who has a child. On
these occasions, the women will birth an egg. From that egg will come an ORC, a half-goblin. Orcs are hairy,
deformed, broken things that are feral and vicious and are better off dead.
That Child is an Orc, and there are only a handful of known cases for an orc’s birth to not have killed the mother.
Possibly because the egg really doesn’t fit will with people. Goblins use Orcs as slaves and will often capture women
to use as slave breeding stock.
When an Orc on a raid rapes a woman, you end up with a half-orc, who does not come from an egg. Goblins will
always try to kill half-orcs, one of the few things most People agree with them on.
Goblins often work closely with Trolls and other Fell Fae, who are nightmares from the deepest pits of horror.
Oozing, dripping, terrifying creatures that hide in places where people shouldnt go. Under bridges, in caves, in the
scary places.
But no one you know has ever seen one, so they are probably a myth.
Goblins do not get along with Gremlins for some reason.
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GREMLINS
GREMLINS are six limbed, blue, furry, mammalian looking, four armed,
bad tempered,ballsy little dudes, usually around four feet tall, like a
spider met a wild badger and got along. Picture in your head Stitch
from Lilo and Stitch. Six limbed, large mouth, antennae, blue, furry –
that cute little guy. Got it? Now make him more like a Honey Badger –
or just a regular badger – and then give him a reason to hate pretty
much everyone. Give him a terrifying look, and suddenly you have
what are the Gremlins of Wyrlde.
They are smarter, faster, stronger, and they are rumored to not serve
the Dread Gods, though how that's possible isn't known. They grow as
they get older, with King Gremlin, the reported leader of all of them in
their stronghold of Gilead standng a full eight feet tall.
They love metal -- they will steal any metal they can, especially iron.
They live in dark burrows, and it is said they are were made by the
Dread Gods to be spies. They can climb up damn near anything, are
fast, furious, and prone to being drunkards. They love music, and are famed for holding vast feasts where the central
feature is an adventurer run through with a spit and slowly roasted over an open firepit, stuffed with chesnuts and
cheese.
They are rumored to make Goblins seem downright tame and gentle beings.

BOGLES
Seven feet tall, resembling a walking fur rug, the boogeymen of
Wyrlde are the Bogles, a hybrid of Jackal, Hyena, Dingo, and people
or goblins or maybe even giants. Bogles are very tall, long lived, well
organized, well-armed, and possibly one of the greatest threats to
peace ever. Boggles do not mess around – discipline is like a thing for
them, and they have assigned roles and ranks and take them very
seriously. Nothing lives in a Hamlet that has been wiped out by a
Bogle raid.
Bogles are decidedly gifted with masculine and feminine versions.
The female Bogles are far, far worse, and tend to be the ones in
charge. You can always spot a female Bogle by the rows of small
teats. Bogles give birth to litters of six to eight pups, who wean off in
about six months and take about 6
years to grow to adulthood. A bogle
warlord is usually surrounded by
generations of her own family, and they compete for the same things that people do,
but they tend to have an outlook that matches Goblins, which makes them
impossible to reason with.

IMPS
IMPS are everywhere. Said to be the end result of bet lost by TRUNDLE, Imps are
three feet tall when fully grown, which is said to happen in a month. No one has
ever seen a pregnant Imp, nor do Imps appear to have any sex organs, but there
have been cases of two headed or multiple limbed Imps.
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Imps are hazards – they live underground in vast tunnel complexes that spread throughout the world, and the largest
of these is rumored to be called AGHARTA, the Dark Below. They wield very sharp swords, wear well-made armor,
and tend to roam in groups of 20 at least – though a horde of 200 were once seen assaulting the Paladin Jonathon.
Imps are thieves, hoarders, and nightmares. They are able to move about any time but tend to choose night for the
most effective scares. They do not do much with or to people – no eating, no enslaving, no horrible things – but they
rob, steal, hide, and make enormous mischief. They are like rats, if rats could spot the value of something and take it
just for themselves and like to tap on walls and windows and rooftops late at night.
Imps are vegetarians of a sort. They do not get along well with Bogles, Kobolds, or Gremlins. Goblins they rob the
same as they do the Bright Races.

KOBOLDS
Scattered around the continent, usually near the sea, are Kobold camps. THE KOBOLDS were created by PALLOR as one
of her secret efforts in preparation for replacing Belial one day. They did not work out as well as she had hoped,
though, for she has left them alone by all accounts.
The Kobold are small lizard men, typically three to four feet tall and around
100 to 200 pounds. They have extremely dense bones and tough skins, can
breathe underwater or on land. Oviparous, a Kobold can walk, talk, and
function on its own after hatching. They have at least three sexes, and two of
them can lay eggs and two of them can fertilize them.
Kobold tend to view the Bright Races as annoying, but only engage when
there is a resource or other conflict involving the two groups wanting
something. Usually Kobold are busy fighting mermen and other denizens.
Despite the image above, which is of a low-caste mixed-blood (goblin),
Kobold tend to have dark red and black complexions, with brightly colored
chest areas. Their skin is composed of fine scales, which are surprisingly
tough and durable.
It is rumored that Kobolds are in open rebellion against the notion that they
need to be servants of the Dread Gods, and that King Kobold is seeking to
forge an alliance with the Bright Lands for his people.
Though that is likely just another trick by the savages to lull the unsuspecting into one of the ambushes that Kobolds
are famous for mounting.
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COSMOLOGY
Wyrlde is located in a space called the Prime Material Plane by some, but normally referred to as the Primae.
The Primae rests at the nexus of several other planes, created by the overlapping, competing, and commingling of
those forces that the planes represent.
Those planes are Bright, Dread, Shadowlands, Fairywilde, Nether, Air, Earth, Fire, Water, Spirit, Abyss, Hell, Heaven,
and Eden. Throughout all of them is the Pale, acting as a kind of permeable border that both brings them together and
keeps them separate. Crossing this is going Beyond The Pale.

THE PALE
THE PALE is usually breached physically by following some aspect of THE VOES, which resembles a stream of bright,
sparkling, prismatic sand-like made of tiny gemstones in a glowing cold plasma. One crosses to the Pale psychically
by projecting your mind, attached by a silver cord, into it. One traverses the Pale by shifting one's fabric of self ; going
Ethereal, for brief moments.
The Pale, then, is where one goes when one Astral Projects or where one shunts part of one's self when one is
ethereal; for Wyrlde, both are the same plane, it is the manner of access that differs. The Pale is filled with swirling
maelstroms that are different colors, and within it are storms of many colors, whirlwinds that glitter in a thousand
colors. The rules for Psychic Winds and Ether Cyclones both apply in the Pale. Mortals are not meant to go Beyond
the Pale, and The Pale will work at it, for The Pale is sentient.

THE VOES
THE VOES always flows through a series of caverns or rooms. It appears at about waist height -- three to four feet -coming out of nothing and running through the chambers and passing through what appears to be shining curtains
of light. The Voes always has three feet of side to either side of it, and is always about four feet wide, rushing and
tumbling along as if disturbed by invisible, unseen rocks beneath its sparking surface.
The Voes appears randomly everywhere. It is attracted to people who have a strong chance of surviving it, for not
everyone does. To cross the curtains, one must stand within the Voes. Failing to do so -- walking along the sides, for
example, results in death, horribly. Within the Voes, one hears whispering in voices from the past, the future, and the
present speaking to you, cursing, lying, telling truths, blessing, thanking, condemning, and similar sentiments.
The curtains always number three. They each have the functions of essentially tearing apart anything crossing
through them, but how they do it varies. Passing through them is like trying to walk through a foot-thick wall of tree
sap. It is sticky, and tough, and the more you push the harder it gets -- they have their own speed.
The first one is always THE VEIL. It tears apart the personality, memories, emotions, and spirit of the person, forcing
them to look at themselves and their history and their actions towards others. It reveals every lie, no matter how
inconsequential, every regret, every moment of doubt, every glimpse of forgotten faith, and allows one to remember
everything they have ever experienced in gruesome detail.
The second one is always THE VOID. It tears apart the physicality of the person. Every single moment of pain or
pleasure that a person has felt physically is revisited in the crossing. It also turns you inside out and reassembles you,
so long as you are not still hung up on your passage through the Veil.
The third one is always THE VAULT. It weighs and judges you on the terms you have set for yourself -- every value
and every sin you have ever held, discarded, admired, disavowed, all of them are tested against you, and the failure
is unimaginably painful.
Beyond the Vault is the Pale itself, a swirling, nebulous, cloudy expanse from which one travels to the other planes.
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GATES
The Gates in The Pale are the storms. An individual storm will be of a given color, which corresponds to the Plane
that it takes one to.
Air

Light Blue

Abyss

Amethyst

Bright

Bright White

Earth

Light Brown

Hell

Ruby Red

Dread

Jet Black
Dusky Grey

Fire

Pale Orange

Limbo

Bright White

Shadowland

Water

Light Green

Heaven

Gold

Nether

Saffron

Spirit

Light Yellow

Eden

Silver

Fairywilde

Opalescent White

Prime

Turquoise

THE PLANES BEYOND THE PALE
DREAD DOMAIN
This plane is suffused with despair, anger, and sadness. It matches the description of Shadowfell in the DMG,
including the rules for Despair. It is the home to much darkness and evil, as well as the place to which the Dread
Gods are tied, though their prison itself crosses other planes to seal them.

THE PLANES OF AIR, EARTH, FIRE, AND WATER
These planes resemble the planes as described in the DMG, though their occupants are of a different sort. Elementals
have five forms they can take, each one variable according to how they align with some other element. When they
align with their own, they assume the form of living embodiments of their respective elements.
Humanoid forms, such as Djinn and Efreet and Marid and Dao, are less common.
They have servants as well, minor elementals who are pressed into service by sheer power, that are called
Myrmidons.

PLANE OF SPIRIT
The plane of spirit is almost an amalgam of the others, resembling a ghostly version of Primae but lifeless save where
the Spirit elementals tread -- they cause life to bloom there.
The risk here is losing one's spirit -- not their soul, but the very force that animates and gives them life, free of the
burden of experience and memory.

FAIRYWILDE
This plane is a land of pastoral wonder, beautiful and magnificent, primal and untamed. It is lit throughout with a
soft light that is strong and joyful, with a light breeze throughout -- always warm, never day nor night.
It mirrors the contours of Wyrlde, but as if it was long before the God's War, and with every step a new delight and
wonder to behold. A sense of Awe permeates the entirety of the Fairywilde.
The Fairywilde is populated by the Fae -- Dryads, satyrs, pixies, sprites, as well as things such as faerie dragons, blink
dogs, displacer beasts, unicorns, and treants. The Fae come in two sorts: The Fey and the Fell.
The ELPHAME is the principal residence of peoples in the Fairywilde who are called FEY, and TIRNANOG is the place
for the FELL.
Elphame is ruled over by the Fey, under their Queen, whose name no mortal can speak. The Fey are aesthetically
pleasing to look on and gifted with wondrous powers that allow them to carry a piece of the Fairywilde wherever
they go.
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The Fell Fae have the same Power, but they are not aesthetically pleasing, often grotesque and misshapen. Trolls are
Fell Fae, as are displacer beasts, and the twisted giants. They rule over Tirnanog.
The Fae do not like people. Especially humans. Except as pets and curios, as zoo occupants and sideshow freaks -often with some aspect of them twisted. The Fae are subject to many of the traditional things we think of in our
ancient mythologies.
There is an entire third section here, called the Summerlands. Never been there.
Feywild magic, Memory Loss, and Time Warp are all effects possible here. The Fairywilde can be reached through
crossings fashioned by the Fae themselves, often as traps to lure new toys to play with. The Fae are not malevolent,
even the Fell Fae; they are instead quite alien to our ways of thinking, our value systems, and our brief, brief
lifespans.

NETHEREALM
This plane is featureless save for what has been built upon it. It is surrounded by a pale blue sky, but there is no
warmth to it, though one can see. There is no wind, no waves, no motion here save what the denizens and occupants
bring with them.

SHADOWLANDS
This plane is a mirror of the Primae and the Fairywilde, though here the colors are muted, duller, as if in shadow.
Even the sky seems to be dimmed somehow. It is warm, and there is a gentle breeze, and there is peace and fun to be
had, and the occupants range from those who fashion delightful playgrounds for themselves to the Giants who
fashion cities of fancy. It is not a glum place, but rather it is infused with a soft mirth that has an edge to it, like a
cutting joke that has lost its bite.
The Shadowlands are the home of the Shadow Gods. They would not tolerate much in the way of annoying things.

THE OUTER PLANES
Heaven, Eden, Limbo, Hell, and the Abyss are all seven layered planes where each layer is ruled by something, and
each layer has a role within the overarching conceptualization.
Angels from Heaven, Daevas from Eden, Furae from Limbo, Devils from Hell, Demons from the Abyss. All of them
feed on worship, emotion, memory, spirit, and soul. All of them serve one or more of the Gods, as well, in all their
myriad forms. It is argued that even the Shadow and bright gods have demons and devils that serve them, just as the
dread gods have angels and daevas that serve them. The Furies serve no one but Fate and Destiny – it is said they still
cling to the Old Ones.
Across all of the Outer Planes the optional rule of PSYCHIC DISSONANCE applies, though it is based on Good, Evil,
Chaos, Order, and Imbalance, with the last being a measure of how much they are not in balance between the two
parts of their alignment. PLANAR VITALITY is also applicable to all planes.
In Heaven and Eden, the optional rules of Blessed Benefice, Pervasive Goodwill, Overwhelming Joy, and Intense
Yearning all apply.
In Limbo, the optional rules of Beast Transformation, Hunter's Acadiae, Power of the Mind, Prison Plane, and Law
of averages all apply.
In Hell and the Abyss, the optional rules of Abyssal Corruption, Mad Winds, Vile Transformation, Cruel
Hindrance, Pervasive Evil, and Bloodlust all apply.

OTHER PLANES
It is argued by some that there are ten planes that are not known. The basis of this argument is that The Pale is fond of
the number 25, being five counts of five, and this pattern repeats throughout the cosmology. If so, it is possible that
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what we think of as Demiplanes may, in fact, be the first and early signs of these other ten planes breaking through –
and they may be where the rumored Old Ones dwell.

DEMIPLANES
Demiplanes can and do exist within the cosmology, forged by powerful magics that unite various aspects to create
them. This is due to the presence and will of The Pale, which is ultimately the source of all magic.

MOURAMA
The mourae are described as traveling to Mourama while sitting on a stone that can float in the air or water. Inside
caves, under rocks and under the earth many legends say there exist palaces with treasures. A Moura is a Fell Fae, a
Stone Woman, capable of changing shape.

DREAMSCAPE
The Dreamscape is a demiplane, a place where the thoughts of people are made real. It is often used by Demons as a
place of hunting.
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THE PANTHEONS OF WYRLDE
This world has a host of Gods, but they are not, in fact, ineffable. They are petty, cruel, kind, benevolent, capricious,
and as varied in their temperaments as any person is from another. They can have understandable motivations and
they do not always react like we tend to think God’s will react.
The Gods of the World are divided into three Pantheons:
•
•
•

THE FIVE, also called The Dread Gods.
THE SEVEN, also called the Shadow Gods.
THE NINE, also called the Bright Gods.

There are often partnerships among the gods in various actions and activities – typically, these come in groups of
three, and will cross pantheons. For example, each of the races other than humans have three gods they turn to as
their source. These groups may cross lines – this is especially true with the shadow gods.
The Five were once the masters of the world, the leaders of all the Gods. They tend to enjoy blood sacrifice and are the
creators of the Goblins and the Gremlins and many of the monstrosities in the world.
The Dread Gods are chained. Bound by fetters and confined to a small and dark place in the outer planes, their Shells
just as bound here in the world, though the power around them keeps them from acting with the same level of ease as
the others, they have grown strong in the centuries of their exile.

TEMPLES, SHRINES, AND CHURCHES
TEMPLES are where The Nine are worshipped. Every City and Town typically has at least one Temple to each of the
Nine, even though each City is given over to a specific member of the Nine. Villages may only have a temple of one of
The Nine.
SHRINES are where The Seven are worshipped. The Shadow Gods are not widely worshipped in Wyrlde, and often
speaking of them is met with confusion or wonder, as most people think The Seven, who do not compete for
worshippers and are far less active, are mythical or long gone. Shrines are small, typically filled with the things that
please the seven as offerings, and in out of the way places. Unlike Temples, where treading Holy Ground is not
possible, Shrines cannot be disturbed except by the followers of the God or Gods the shrine is to. The Seven can be
worshipped individually, or in various groupings. Shrines are typically found in the Wylde, and among the barbarian
or Wylder families, who often are more familiar with the Shadow Gods than the city and town folks are. Some shrines
can be found in Villages, especially smaller ones.
CHURCHES are typically the places of worship for beings who are not the Gods. These religious buildings are small,
serving as the outlets for demigods and spiritual beings. While a Cleric can be from one of these lesser powers, they
do not gain the benefit of any Domain, and they cannot channel divinity, turn or destroy undead, though they can
still call on Divine Intervention at 10th level. This intervention, however, is much, much less potent, and easily
overwhelmed by the efforts of those who follow The Nine or the Seven.
A MANSE is a place where the dark powers are worshipped, a space sacred to the Dread Gods. A manse is a small,
square, single story building that usually has a space four to eight times the size built beneath the ground. A manse is
usually around 20 feet to a side, with one to three levels below that may run beneath nearby dwellings and buildings.
Manse are often painted bright colors and disguised as something else – a shop, a home, or even an abandoned
building. The Priests live in Cells beneath the Manse, and it is here that the blood sacrifices and rituals are performed,
in a large room measuring at least 30 feet wide that has a stone altar at the center. The altar is covered with channels
that allow the blood to run off to a pit below from whence the power of the place is derived, though there is often an
additional channel for the cup of initiation.
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SAINTS
Over the many years, there have been people who served a God with extreme devotion and piety. Those whom the
Gods take an interest in often are blessed with unique gifts, be they clerics or merely priests. These people become
saints, and are usually joined by tales of great adventure.

PATRONAGE
Each ethnic region has a Patron deity who is a member of the Bright Gods. The only true temple in a City will be for
the Patron. There will be other, smaller, Temples for other Gods, but they are usually around one fifth of the size of
the Patron’s temple.

CLERICS
The tables below list the three Pantheons of Wyrlde. Each describes certain aspects of the deity, and any restriction on
what gender can be a cleric for that deity.
Each Cleric must choose which God they will serve from the Pantheons. Each God has several Divine Domains,
allowing for a broad possible set of Divine domains to choose from.

THE NINE
Many years ago, The Nine led a Rebellion and overthrew the previous Gods (The Five) and since then have
essentially been the Gods of the World.
They are a diverse lot in terms of personality, but one thing does remain highly noticeable – most of them tend to
present a feminine aspect to the world. The exception are Paragon and Mansa, who are the only masculine Gods
among the Bright Gods.
Of them, only Paragon and Paramour appear to have any sort of ongoing relationship – they are a couple.

TEMPLES
Bright Gods are served by Priests in Temples. The Priests are restricted in most cases – only Gaea, Shavan, Ululani
and Tamasin allow anyone to be a Priest assuming the meet the needs of the calling.
Temples are large, rectangular structures that are raised by a high-level priest and that follow a set floorplan. A
standard temple is surrounded by a 15-foot-high wall, five feet thick, and marked by a single gate. The gate is
surrounded by ornate carved relief sculptures depicting assorted Saints who served the God whose temple it is.
Beyond the gate is a fifteen foot high set of stairs that leads down to a large open area that is given over to some
specific aspect or symbolism of the deity, and a path leads to a series of steps that take one up to the Dias, which is
surrounded on the left, right, and rear of the Dias by the assorted residence, schools, and necessary functions of the
temple
The Dias stretches out within the center area, and there is a long March to the Temple proper and the assorted
buildings used for rituals and worship. The Dias is fully sacred and Consecrated ground. At the far end of the Dias is
the Temple, consisting of three buildings connected by a walkway – the first is a square, columned purifying area, the
second is a Trapezoidal preparation area, and the last is a circular and domed three story high building that holds the
Sanctuary and the Altar. Behind the Altar stands a representative image of the deity, typically at least 15 feet tall.
Temples often have bees all around them, and beekeeping is a traditional role for Priests, as they are the source of
Mead, the making of which is a well-guarded secret.
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THE BRIGHT GODS
Deity

Cybele

Gaea

Mansa

Paragon

Paramour

Shavan

Tamasin

Ululani

Vulcana

Gender

F

F

M

M

F

F

F

F

F

Priests

Women

Any

Men

Men

Women

Any

Both (1:1)

Any

Any

Realm

Eldorado

Matsaki

Lemuria

Sibola

Aztlan

Acadia

Durango

Qivira

Liones

Symbol



















Light

Nature

War

City

Love

Arcana

Hunt

Tempest

Forge

Knowledge

Life

Fate

Order

Hearth

Trickery

Time

Knowledge

Funk

Life

Grave

Death

Heat

City

Fate

Tempest

Trickery

Cold

Funk

Death

Hunt

Love

Hunt

Dark

Order

Life

Heat

Fate

Tempest

Life

War

Life

Shadow

Fate

Fate

Knowledge

1st

Domain
2nd
Domain
3rd
Domain

Spheres of Influence

4th
Domain
5th
Domain

Divine Domains

Deity of
Endurance

Death

Battle

Justice

Beauty

Destiny

Blood

Health

Art

Hope

Fauna

Glory

Leadership

Home

Fate

Emotion

Seas

Crafts

Light

Flora

Honor

Masculinity

Joy

Fortune

Hunting

Storms

Language

Rebirth

Life

Strength

The Sun

Love

Magic

Oaths

Travel

Making

Wisdom

The
Moons

War

Victory

Peace

Time

Secrets

Weather

Trade

Thieves

Nature

Martial

Civilization

Sex

Wisdom

Guardians

Fear

Mekaniks

Adventure

Farmers

Friendship

Laws

Babies

Chance

The Lost

Courage

Delight

Dreams

Shepherds

Loyalty

Authority

Family

Defiance

Vengeance

Skill

Loneliness

Destiny

World

Warriors

Men

Women

Mystery

Hunters

Fortune

Science

Symbolism of
Color 1

Pale Blue

Copper

Silver

Brass

Pink

Gold

Green

Blue

Black

Color 2

Silver

Turquoise

Blood Red

Bronze

White

Purple

White

Indigo

Red

Color 3

White

Green

Light Grey

Yellow

Pale Blue

Black

Red

Dark Grey

Orange

Animal

Eagle

Horse

Hound

Hawk

Cat

Owl

Snake

Whale

Lizard

Mark

Seed

Rose

Sword

Raised Fist

Open Hand

Bowl

Bow

Spear

Anvil

Time

Spring
Equinox

Spring
Equinox

Winter
Solstice

Summer
Solstice

Summer
Solstice

Night

Autumn
Equinox

Winter
Solstice

Autumn
Equinox

Shape

Circle

Diamond

Square

Hexagon

Triangle

Pentacle

Pentagon

Waves

Octagon

Element

Air

Spirit

Earth

Air

Water

Fire

Earth

Water

Fire
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THE SEVEN
The Seven are not often spoke of openly. They do not have Temples in the Cities or Towns, they have SHRINES, often
located in areas of particular beauty or set up to be so. The Seven were caught between the Nine and The Five in the
God’s War, sometimes on one side, sometimes on another, but are often called on by other Gods when something
needs to happen.
Lamia and Gallae are lovers. Lamia is occasionally mistaken for showing a masculine aspect, though she tends to be
quite firm about disliking that. Alfey’s lovers include Antelle, Kirin, and Paria, at different times and in different
legends and myths.
Of the Shadow Gods, the least active is Alfey. The most active are Antelle and Paria. I happen to really like Antelle.
The Shadow Gods limit who can serve them by gender, though Antelle and Kirin tend to favor trans folk, and Melane
favors non-binary people.

SHRINES
The Seven are Served by either Shrine Maidens or Friars. Both have a very specific form of dress that involves a Robe
of a single color, usually white, and a skirt or flowing loose trousers of a second color. The second color is often used
to accent themselves and their robe (ribbons, being common). The second color is specific to the Deity whose Shrine
they serve. Alfey is partial to gold, Gallae a red, Kirin a bright orange, Paria a dark green, and so forth.
A Shrine is located outside of a settlement, usually in a place of great beauty or special feeling. The area around it is
consecrated, and a small wooden barrier is erected around it. Off to either side of the shrine, small buildings are built
and intended to blend into the area, becoming one with it.
The Shrine proper is typically covered by an ornately carved wooden cover or shelter and is open on one side. Within
the shallow shelter there is a small Idol to the deity in some form or aspect of them that sits behind a low Altar before
which supplicants can leave offerings. Fortune telling, ritual dances, and storytelling of the Heroes that have served
the Shadow Gods are all performed in a Pavilion that can usually seat around 60 people nearby.
A given ethnic region will have Shrines to all the Shadow gods but will usually have more that are given to one of
them, who is considered the patron of that location. This is not always in the interest of the ethnic region – Paria’s
recent presence in Lemuria is not a good sign, given the way they feel about slavery and the way they do.
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THE SHADOW GODS
Deity

Alfey

Antelle

Gallae

Kirin

Lamia

Melane

Paria

Gender

M

TW

F

TM

F

NB

GF

Priests

Any

Women

Women

Men

Women

Any

Any

Realm

Liones

Eldorado

Sibola

Acadia

Aztlan

Durango

Lemuria

Symbol













e

Divine Domains
1st
Domain

Life

Trickery

City

Order

Forge

Arcana

Nature

2nd
Domain

Light

Shadow

Love

Hunt

Funk

Fate

Grave

3rd
Domain

Luck

Knowledge

Life

War

Tempest

Time

Dread

4th
Domain

Nature

Life

Hearth

Life

Dark

Cold

Death

5th
Domain

Knowledge

Fate

Light

Tempest

Love

Trickery

Life

Sheres of Influence

Deity of
Passion

Change

Family

Tradition

Storms

Mystery

Free Will

Fertility

Wonder

Blood

Strength

Seas

Magic

Choice

Grace

Revelry

Health

Laughter

Art

Fortune

Equity

Beauty

Influence

Children

Challenge

Expression

Time

Equality

Dreams

Play

Home

Friendship

Music

Secrecy

Nobility

Joy

Destiny

Defiance

Loyalty

Dance

Oaths

Fairness

Success

Flirting

Defense

Camaraderie

Travel

Commerce

Independence

Symbolism Of
Color 1

Gold

Light Blue

Gray

Dark Red

Gray

Inigo

Dark Green

Color 2

Silver

Bright Green

White

Orange

Black

Violet

Brown

Color 3

Copper

Lavender

Red

Yellow

Blue

Purple

Pink

Animal

Pegasus

Phoenix

Griffin

Ki-rin

Sphinx

Chimera

Dragon

Mark

Stalk of Grain

Flower

Flame

Bee

Ship

Wand

Circle

Element

Air

Spirit

Earth

Nether

Water

Shadow

Fire
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THE FIVE
The Five are always actively seeking to restore “the natural order of things”, because people need strong leaders and
only they can provide, protect, and preserve the world the way it is supposed to be – the way it was before the Bright
Gods overthrew them unjustly. The five only get along well with Lamia and Alfey of the Shadow Gods – they merely
put up with the others when needed.
It is important to note that what they are gods of now is not what they were gods of prior to the War.

MANSES
There is only one known Manse to the Dread Gods in the Bright Lands. It is located in the shadow of the Temple of
Mansa in the city of Lemuria.

THE DREAD GODS
Deity

Belial

Dusit

Pallor

Timur

Trundle

Gender

M

M

F

M

M

Priests

Men

Any

Women

Men

Men

Servants

Goblins

Gremlins

Kobolds

Bogles

Imps

Symbol

Y





I

S

Divine Domains
1st Domain

Dark

Death

Trickery

Cold

Luck

2nd
Domain

Dread

Hunt

Dread

Dark

Arcana

3rd Domain

Knowledge

War

Dark

Shadow

Dread

4th Domain

City

Fate

Tempest

Forge

Funk

5th Domain

Love

Hearth

Grave

Life

Time

Spheres of
Influence

Deities of
Evil

Vengeance

Secrets

Battle

Sorcery

Leadership

Rage

Despair

Deception

Humiliation

Violence

Loss

Pain

Distraction

Destruction

Abuse

Grief

Terror

War

Authority

Dominance

Doom

Misery

Craft

Sacrifice

Symbolism of
Color 1

Green

Red

Purple

Silver

Orange

Color 2

Gold

Blue

Black

Yellow

Teal

Animal

Lizard

Snake

Spider

Wolf

Bat

Mark

Sword

Hammer

Scythe

Spear

Axe

Element

Fire

Water

Spirit

Earth

Air
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THE SECRET GODS
In certain quiet places, in secret rooms, in places where few dare tread, in the Wylde, in the
Woods, there is talk of other Powers in the world, powers whose names have been forgotten but
whose power is still felt. They are the Old Ones, the secret gods, the Forgotten. They are named for
who they were. The Skyfather, God of the Daytime Sky. Hearthmother, his consort and goddess of
home and children. Their daughters Dawnbringer, and Sunshine, their sons, Fastingstar and
Evenstar. Their siblings, Stormbringer, the Huntsman, Fireforge, and Warbringer; Moondark, God
of the moon. Riverdaughter, goddess of rivers and lakes, her father, the lost lord of the sea, and
her mother, the goddess of spring. And, above them all, the Triplets; three women who pluck the
stuff of fate, spin the thread, and weave the tapestry of a single life.
It is said the Triplets were the ones who let the Dread Gods in, who wove their ascension, and
wove their defeat, and that the tapestry they weave now bears portents and omens of a change to
come. It is also said these gods are so old, they came with Man to Wyrlde.
Worldtree
Worldragon
St Man
St Emir
Riverwalk
Timekeeper
Blackhound
Numen

It is among these believers that you hear the tales of the two brothers who
struggled, Saint Man and Saint Emir, and of the death of Saint Emir whose
body became the earth itself, while Saint Man became the forerunner of all
humans. Where you can hear how the Worldragon was bound to protect the
Worldtree by Huntsman’s sacrifice of his left arm, placing it into the mouth of
the five headed Worldragon as Fireforge bound the mighty being to protect the
Tree. Of the Fire that lives in the Water in the deep Well of Souls. Of how one
can reach the otherworld by following a river walk of sparkling light, guided
by the ancient one whose task it is to take souls across and past the guardian, a
three headed hound as black as pitch.

Skyfather
Hearthmother
Dawnbringer
Sunshine
Fastingstar
Evenstar
Stormbringer
Huntsman
Fireforge
Warbringer
Seamaster
Springmother
Riverdaughter
Trickster
Moondark
Triplets

Of how their tale is not finished being told, for Stormbringer must face the Worldragon once more,
and only one of them can walk away.

Jaenyus

Of how the fruit of the Worldtree bears knowledge, immortality, and eternity, though one can only
choose one fruit to eat at a time.
These people make offerings to the many spirits of the world, the numen and the jenyus, who serve the gods in their
own way, flighty and fanciful, yet take time to help those who remember the Old Ones, who still place saucers of milk
and who still remember to lay out the first bread for them.
For these are the oldest Gods, the ones that came forth as humans came forth, the forebears of what came later, before
any Zeus or Thor, forgotten even now by you.
They whisper these gods, for they are rare and quiet, yet some say they are still present; that they still watch over
their domains of order, hearth, life, light, knowledge, funk, tempest, hunt, forge, war, time, nature, luck, trickery,
darkness, and fate.
But most will tell you that they are fictions, tales made to amuse children, to teach lessons, to explain the world – as if
one can explain the warmachines or the dwarfs.
And yet, they persist.
And yet, they endure.
And yet, they are still spoken of, quietly, in shadowed corners, away from prying ears and among those with whom
trust has been earned.
There may be something to all of it.
(this listing developed from proto-indo-european gods)
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MAGIC IN WYRLDE
COMMONALITY OF MAGIC
The people of Wyrlde are used to seeing magic as something tangible that works for a certain period and then dies.
They understand potions and wands and such, but the art of spells, in and of itself, is terrifying to most people.
Mages – and anyone who uses magic spells in Wyrlde is a Mage to a common person save for Clerics – scare the heck
out of people. Power is said to corrupt, and the greater the power, the greater the corruption. Because spellcasting is
extremely rare in Wyrlde, it is treated as something dangerous and in need of controls or monitoring.
Magic is nominally structured in support of noble powers and is intended to support the current order of things.
Most mages work for a noble or other force, however some do not, and they are treated as risky, untrustworthy, and
dangerous. For this reason, most mages do not advertise themselves as such – they will pretend to be something else
among the common folk.
This is difficult as it is drilled into most wizards and warlocks and so forth how they are special, and important, and
better they are than others.

MAGIC CIRCLES
All Mages who use ARCANE magic inadvertently create a magic circle around them when they cast a spell. These
circles take many different forms – from floating, unreadable script that circles around them, to a small circle around
the focal point of a spell, to a large-scale circle that spreads out beneath them or beneath the target of their spell.
They always glow brightly – they can change a pitch-black room into dim light – but they are always there and
always visible. This circle is unique to each caster, and they can be simple or complex, but no two are alike among any
living or undead mages – but there have been cases where after the death of a Mage, another mage has come into
their power with the same circle.
It is said this was done by Pallor, Dusit, Melane, and Shavan working together, but it may also have been a tweak to
the world by Antelle or Paria. Hard to say.

MAGIC AURAS
All users of DIVINE magic (Clerics, Druids, Paladins) inadvertently put off an aura when they cast spells. Each Aura
has a specific color tied to the plane their deity comes from and is always brightest around their holy symbol.
Air

Light Blue

Abyss

Amethyst

Bright

Bright White

Earth

Light Brown

Hell

Ruby Red

Dread

Jet Black

Fire

Pale Orange

Limbo

Bright White

Shadowland

Dusky Grey

Water

Light Green

Heaven

Gold

Nether

Saffron

Spirit

Light Yellow

Eden

Silver

Fairywilde

Opalescent White

CONSECRATION
An individual, a place, or a thing can be consecrated. When used on denizens of the Lower planes, consecration is a
devastating attack, but for the most part it has little effect except one important one: it defines ground as Holy, and so
sacrosanct from those on the Prime Material Plane from who are not followers that have been consecrated from
stepping foot on it.
It is, essentially counting coup for the Gods. If one is consecrated in the Name of a specific God, that God then could
act in these simple manners. If you are not consecrated to a deity, you cannot receive a blessing from them, nor can
you enter their holy ground (or disturb their Shrine). A person can be consecrated for one god from each pantheon.
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Clerics may be consecrated by one God from each of the three groups of Powers. That is, you can be consecrated to a
Bright God (one of The Nine), a Shadow God (one of The Seven), and a Dread God (one of The Five). However, you
are still and always only a cleric for one of them. This rule about consecration applies to others as well – anyone can
be consecrated in the name of one deity in each of the groups.
The Shadow Gods are not all that picky, like the Dread Gods or the Bright Gods are, and so they allow someone to
receive the boons they have so long as at least one of them is involved. This can be important: it sucks to not be able to
Bless a fighter’s weapon in the heat of battle because the Fighter is a follower of a different God.

CONSECRATED SPELLS
The following list of spells are those which are consecrated – that is, they will only work on people, places, and things
which are consecrated to that Deity.
XGE
Ceremony

Holy Weapon

Temple of the Gods

PHB
Aid

Augury

Beacon of Hope

Bless

Enhance Ability

Freedom of Movement

Greater Restoration

Guardian of Faith

Guidance

Heroes’ Feast

Lesser Restoration

Protection from Evil and Good

Purify Food and Drink

Remove Curse

Resistance

Sanctuary

Shield of Faith

Warding Bond

SPELLS
NAMING CONVENTIONS
Sometimes a spell in the PHB or another source will have the name of some ancient wizard from another world
involved. None of those names are valid on Wyrlde. Spells here are not named after the person who creates or
popularizes them – they are descriptive of the action.

SPELLS FROM OTHER SOURCES
It is permissible to use spells from other sources that are official and published, provided that the player using those
spells has the sourcebook in their possession and the DM approves. It is not suggested, however – arcane spells in
Wyrlde are learned from scrolls, which are collected into Books and Tomes, and divine spells are placed, whole,
within the mind of the user.

LEARNING NEW ARCANE SPELLS
When you start out, you learn the spells that your Master taught you as an apprentice – learned through hours of
painstaking copying and study. Thereafter, you must pay for the privilege of learning from someone else’s book or
tome, or you can learn them from scrolls you can purchase or find.
The typical scroll costs around 100 gp to buy, and the fee to copy varies according to the greed of the owner.

WYRLDE SPELLS
The following are spells specific to Wyrlde. There aren’t many. They can only be found as scrolls within the game or
given whole through prayer.
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ABSORB DAMAGE
5th Level Evocation
Casting time: 1 action
Range/area: 30 ft (30 ft )
Components: v, s, m (Holy water and either a holy symbol or Druidic focus.)
Duration: 1 round
Attack/save: none
Damage/effect: healing

C

hoose up to six creatures in a 30-foot-radius sphere centered around yourself. You temporarily gain hit points
equal to the sum of each creature's maximum hit points. Any damage that would normally be taken by each
creature, you take instead. When the duration ends, any temporary hit points that are left are lost and you
return to your hit points just before you cast the spell. If you take more damage than the temporary hit points you
gained at the casting of the spell, the damage is applied to your remaining hit points and normal rules apply.
At Higher Levels. When you cast this spell using a spell slot of 6th level or higher, the duration increases by one
round for each slot level above 5th.

ANIMATE SHADOW
1st level Necromancy
Casting time: 1 Action
Range/area: 60 ft
Components: V, S, M (Piece of coal, Candle)
Duration: Concentration 1 Minute
Attack/save: WIS Save
Damage/effect: necrotic

Y

ou bring to life the shadow of a creature you can see within range. The target must make a wisdom save
against your spell save DC or their shadow animates into a malevolent attacker.

For the spells duration the shadow stays attached to the target, sharing its space and constantly assailing the
target, granting advantage on all attacks against it.
The shadow deals 1d6 necrotic damage at the beginning of each of the targets turns. At the end of each turn the target
can attempt a wisdom save to dispel the shadow and end the effect.

ARCANE ANCHOR
5th level Enchantment
Casting time: 1 Action
Range/area: 60 ft
Component: V, S, M (a small, anchor-shaped piece of steel)
Duration: Concentration 1 Minute
Attack/save: WIS Save
Damage/effect: Control (...)

C

hoose a humanoid that you can see within range. The target must succeed on a Wisdom saving throw or be
anchored to their current location. For the duration of the spell, the target's movement speed becomes 0. If a
spell removes the target from its current location, such as a Teleportation or Planeshift spell, the creature
immediately returns to the original location of the Arcane Anchor. At the end of each of its turns, the target can make
another Wisdom saving throw. On a success, the spell ends on the target.
At Higher Levels. When you cast this spell using a spell slot of 6th level or higher, you can target one additional
humanoid for each slot level above 5th. The humanoids must be within 30 feet of each other when you target them.
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CALL BEYOND
Divination Cantrip
Casting time: 1 action
Range/area: 120 ft
Components: v, s, m (a diamond worth at least 10 gp)
Duration: instantaneous
Attack/save: WIS Save
Damage/effect: Radiant

Y

ou clasp your hands above your head and call three small silvery stars to fall from the heavens, You can direct
them at one target or several. Make a ranged spell attack for each star. On a hit, the target takes 1d4 radiant
damage. If three stars hit a single target, the next attack against them before the end of its next turn is made
with advantage.
The number of stars called increases by 1 when you reach 3rd level (4 stars), 6th level (5 stars), 9th level (6 stars), 11th
level (7 stars), 14th level (8 stars), and 17th level (9 stars).

CARD THROW
Evocation Cantrip
Casting time: 1 Action
Range/area: 60 ft
Component: None
Duration: Instantaneous
Attack/save: Ranged
Damage/effect: See below

Y
1.
2.
3.
4.
5.
6.

ou conjure and then throw a magical card with a random effect. Make a ranged spell attack against the target.
On a hit, a target is hit by a card of one of the following colors, which each have a unique effect and purpose.
For each target, roll a d6 to determine which color card effects it.
Red: The target takes 1d4 + your spellcasting ability modifier fire damage.
Orange: The target takes 1d4 + your spellcasting ability modifier acid damage.
Yellow: The target takes 1d4 + your spellcasting ability modifier lightning damage.
Green: The target takes 1d4 + your spellcasting ability modifier poison damage.
Blue: The target takes 1d4 + your spellcasting ability modifier cold damage
Violet: The target takes 1d4 psychic damage and must succeed on a Constitution saving throw or become
blinded until the end of their next turn.

The spell creates more than one card when you reach higher levels: two cards at 5th level, three cards at 11th level,
and four cards at 17th level. You can direct the cards at the same target or at different ones. Make a separate attack
roll for each card.

FAMILIAR FLOCK
2nd-level conjuration
Casting Time: 1 minute
Range: Touch
Components: V, S
Duration: Concentration, up to 1 hour
Classes: Warlock, Wizard

Y

ou temporarily summon three familiars — spirits that take animal forms of your choice. Each familiar uses the
same rules and options for a familiar conjured by the find familiar spell. All the familiars conjured by this spell
must be the same type of creature (celestials, fey, or fiends; your choice). If you already have a familiar
conjured by the find familiar spell or similar means, then one fewer familiars are conjured by this spell.
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Familiars summoned by this spell can telepathically communicate with you and share their visual or auditory senses
while they are within 1 mile of you.
When you cast a spell with a range of touch, one of the familiars conjured by this spell can deliver the spell, as
normal. However, you can cast a touch spell through only one familiar per turn.
At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, you conjure an additional familiar
for each slot level above 2nd.

GLOOM
Evocation Cantrip
Casting time: 1 Action
Range/area: Touch (40 ft)
Component: V, M (a pinch of ash or soot)
Duration: 1 Hour
Attack/save: DEX Save
Damage/effect: Creation (...)

Y

ou touch one object that is no larger than 10 feet in any dimension. Until the spell ends, the object reduces
natural light in a 40-foot radius sphere. Within that sphere, Bright Light becomes Dim Light, Dim Light
becomes Normal Darkness, and Normal Darkness just seems a bit deeper and darker than it should but is
otherwise unaffected. At the time of casting, you may choose whether the area of gloom appears soothing or sinister
in nature. This spell has no effect on light from any magical source nor any additional effect on darkvision other than
the new level of illumination normally would. Additionally, overlapping areas of this same spell do not further
reduce the level of illumination. The spell ends if you cast it again or dismiss it as an action.
If you target an object held or worn by a hostile creature, that creature must succeed on a Dexterity saving throw to
avoid the spell.

MAGE TOWER
3rd-level conjuration
Casting Time: 10 minutes
Range: 30 feet
Components: V, S, M (a fragment of stone, wood, or other building material)
Duration: 24 hours
Classes: Wizard

Y

ou conjure a two-story tower made of stone, wood, or similar suitably sturdy materials. The tower can be
round or square in shape. Each level of the tower is 10 feet tall and has an area of up to 100 square feet. Access
between levels consists of a simple ladder and hatch. Each level takes one of the following forms, chosen by
you when you cast the spell:
•
•
•
•
•
•
•

A bedroom with a bed, chairs, chest, and magical fireplace
A study with desks, books, bookshelves, parchments, ink, and ink pens
A dining space with a table, chairs, magical fireplace, containers, and cooking utensils
A lounge with couches, armchairs, side tables and footstools
A washroom with toilets, washtubs, a magical brazier, and sauna benches
An observatory with a telescope and maps of the night sky
An unfurnished, empty room

The interior of the tower is warm and dry, regardless of conditions outside. Any equipment or furnishings conjured
with the tower dissipate into smoke if removed from it. At the end of the spell’s duration, all creatures and objects
within the tower that were not created by the spell appear safely outside on the ground, and all traces of the tower
and its furnishings disappear.
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You can cast this spell again while it is active to maintain the tower’s existence for another 24 hours. You can create a
permanent tower by casting this spell in the same location and with the same configuration every day for one year.
At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, the tower can have one additional
story for each slot level beyond 3rd.

SPEEDY COURIER
4th-level conjuration
Casting Time: 1 action
Range: 10 feet
Components: V, S, M (25 gold pieces, or mineral goods of equivalent value, which the spell consumes)
Duration: 10 minutes
Classes: Warlock, Wizard

Y

ou summon a small nethershade to a spot within range. The nethershade is formless, nearly transparent, immune
to all damage, and cannot interact with other creatures or objects. It carries an open, empty chest whose
interior dimensions are 3 feet on each side. While the spell lasts, you can deposit as many items inside the
chest as will fit. You can then name a living creature you have met and seen at least once before, or any creature for
which you possess a body part, lock of hair, clipping from a nail, or similar portion of the creature’s body.
As soon as the lid of the chest is closed, the nethershade and the chest disappear, then reappear adjacent to the target
creature. If the target creature is on another plane, or if it is proofed against magical detection or location, the contents
of the chest reappear on the ground at your feet.

The target creature is made aware of the chest’s contents before it chooses whether or not to open it and knows how
much of the spell’s duration remains in which it can retrieve them. No other creature can open the chest and retrieve
its contents. When the spell expires or when all the contents of the chest have been removed, the nethershade and the
chest disappear. The nethershade also disappears if the target creature orders it to return the items to you. When the
nethershade disappears, any items not taken from the chest reappear on the ground at your feet.
At Higher Levels. When you cast this spell using an 8th-level spell slot, you can send the chest to a creature on a
different plane of existence from you.

WATER WHIP
3rd level Conjuration
Casting time: 1 Action
Range/area: 30 ft
Component: V, S
Duration: Instantaneous
Attack/save: DEX Save
Damage/effect: Bludgeoning

Y

ou create a whip of water that shoves and pulls one creature you can see within range to unbalance it. The
target must make a Dexterity saving throw. On a failed save, the target takes 4d10 bludgeoning damage and
you can either knock it prone or pull it up to 25 feet closer to you. On a successful save, it takes half as much
damage and you don’t pull it or knock it prone.
At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, the damage increases by 1d10 for
each slot level above 3rd.
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MAGICAL ITEMS
Magical Items in Wyrlde are sorted according to their commonality and their source.
Magic in Wyrlde is often bent to a form of technology, but it is still somewhat newish. Wyrlde is about using magic
instead of steam power, and the Mekaniks of the world – so often from that land of dichotomies, Liones – are forever
tinkering and playing around with them.
Magical items are grouped by their nature and range from the commonplace to the extraordinarily rare.

CLASS 1 ITEMS
Everyday magical items are often meant to deal with day to day needs and issues by the general population. They are
helpmeets, useful and handy to have, created usually by a Mekanik of some type. This is the kind of magic that most
people are familiar with – spells are not usually cast openly and are terrifying to see for most people. Effort is made
by many to ensure that people think of magic as a helper, a way to make some tasks easier. People do not think about
how these items are fashioned – they think of how they are used and can be used.

EVERYDAY MAGICAL ITEMS
There are some magical items which are everyday, typically fashioned by Mekaniks. They were once quite expensive,
but these days are routine and commonplace.
Amor of Gleaming

Dark Shard Amulet

Instrument of Scribing

Bead of Nourishment

Dread Helm

Lock of Trickery

Boots of False tracks

Ear Horn of Hearing

Moon-Touched Sword

Candle of the Deep

Enduring Spellbook

Mystery Key

Candles

Keys

Ropes

Cast-Off Armor

Ersatz Eye

Orb of Direction

Charlatan’s Die

Hat of Vermin

Orb of Time

Cloak of Billowing

Hat of Wizardry

Perfume of Bewitching

Cloak of Many Fashions

Heward’s Handy Spice Pouch

Pipe of Smoke Monsters

Clockwork Amulet

Horn of Silent Alarm

Pole of Angling

Clothes of Mending

Instrument of Illusions

Pole of Collapsing

Crystals

Oils

Spell Scrolls

Dusts

Potions

Tools

Flasks

Pots

Vials

Ointments

Goggles

Eyes

Pot of Awakening

Rope of Mending

Ruby of the War Mage

Shield of Expression

Smoldering Armor

Staff of Adornment

Staff of Birdcalls

Staff of Flowers

Talking Doll

Tankard of Sobriety

Unbreakable Arrow

Veteran’s Cane

Wand of Conducting

Wand of Pyrotechnics

Walloping Ammunition

Wand of Scowls

Wand of Smiles

Groups of magical items found in the PHB (potions, Crystals, et al) are listed as a group. Common magical items from
the XGE are listed by name.
The prices are variable, but generally available for 100 to 500 gp depending on where you are. Common specific
aspects of the above are cantrips and useful capacities. One might note that many of them are single use items.
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CLASS 2 ITEMS
Class two items are typical magical items and begin to be found around 4th level.
AVILIAN magical items are significantly less available and may have some aspect about them that requires
attunement in order to be used. These are the items crafted using the power within the Primae. Examples: Sending
Stones, Rope of Entanglement, Luckstone.
ARCANE are magical items typically infused with the power of the Arcane. Examples: Ring of Feather Falling, Manual of
Gainful Exercise.
DIVINE are magical items infused with the power of the Divine. Examples: Staff of Healing, Ring of Protection.

AVILIAN
Amulet of Proof Against Detection and Location

Bracers of Archery

Animated Shield

Bracers of Defense

Boots of Levitation

Boots of the Winterlands

Chime of Opening

Decanter of Endless Water

Elixir of Health

Gem of Brightness

Hat of Disguise

Gem of Seeing

Helm of Comprehending Languages

Gloves of Swimming and Climbing

Helm of Telepathy

Gloves of Thievery

Horseshoes of Speed

Saddle of the Cavalier

Luckstone

Boots of Striding and Springing

Pack of Plenty

Driftglobe

Sending Stones

Boots of Speed

Slippers of Spider Climbing

Trident of Fish Command

Teleportation Crystals

Healing Crystals

Vicious Weapon

Wand of Secrets

Weapon of Warning

Lantern of Revealing

Pack of Plenty. This seemingly normal backpack can hold up to 150 pounds, not exceeding a volume of 12 cubic feet,
and weighs 10 pounds regardless of how much is in it. It is otherwise like a bag of holding.

ARCANE
Headband of Intellect

Manual of Bodily Health

Ring of Evasion

Manual of Quickness in Action

Ring of Feather Falling

Manual of Gainful Exercise

Ring of Free Action

Mantle of Spell Resistance

Ring of Invisibility

Ring of Spell Turning

Ring of Jumping

Ring of Swimming

Ring of Mind Shielding

Ring of Telekinesis

Ring of Spell Storing

Staff of Fire

Rod of Absorption

Staff of Frost

Rod of the Pact Keeper

Staff of Charming

Staff of the Python

Staff of Power
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Staff of Thunder and Lightning

Staff of Striking

Tome of Clear Thought

Staff of Swarming Insects

Tome of Leadership and Influence

Staff of Spores

Tome of Understanding

Staff of the Adder

Wand of Fireballs

Wand of Lightning Bolts

Wand of Magic Missiles

Wand of Paralysis

Winged Boots

Wings of Flying

DIVINE
Mace of Disruption

Necklace of Prayer Beads

Periapt of Health

Rod of Lordly Might

Periapt of Proof Against Poison

Ring of Resistance

Periapt of Wound Closure

Ring of Regeneration

Staff of Healing

Ring of Protection

Staff of the Woodlands

Staff of Withering

CLASS 3 ITEMS
Beyond those types, most magical items are infused with some form of Planar Energy. While none of these are commonly found,
they make up most kinds of magical items. They begin to be found around 7thth level.

BRIGHT magical items are infused with the Bright, always benign and benevolent. Examples: Portable Hole, Robe of Useful Items.
NETHIAN magical items are peculiar and strange, infused with the Nether. Examples: Alchemy Jug, Apparatus of Kwalish, Bag of
Holding.

DREAD magical items are cursed and deadly, often laid as traps for the unwary, infused with the Dread Domain. Examples: Mirror
of Life Trapping, Mace of Terror, Spinners of Pallor.
SHADED magical items are infused with forces from the Shadow Lands. Examples: Daern’s Instant Fortress, Folding Boat,
Eversmoking bottle.

FAIRY magical items are crafted by Fey and Fell powers from the Fairywilde, and often have some kind of trick to them, or are
flights of fancy. They are noted for their artistic qualities. There are generally two types of Fairy magic: Fey and Fell, drawing from
Elphame or Tirnanog, respectively. Examples: Bag of Devouring, Dancing Sword, Figurine of Wondrous Power.

BRIGHT
Ammunition, +1, +2, or +3

Rod of Rulership

Armor, +1, +2, +3

Robe of Useful Items

Shield, +1, +2, +3

Defender

Weapon, +1, +2, +3

Scarab of Protection

Brooch of Shielding

Scimitar of Speed

Armor of Resistance

Sentinel Shield

Sun Blade

Spell Guard Shield

Sword of Sharpness

Wand of Magic Detection

Talisman of Pure Good

Wand of the War Mage, +1, +2, +3

Wand of Enemy Detection

Wind Fan
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DREAD
Armor of Vulnerability

Mirror of Life Trapping

Berserker Axe

Mace of Terror

Dagger of Venom

Bag of Devouring

Ammunition, -1, -2, or -3

Demon Armor

Armor, -1, -2, -3

Nine Lives Stealer

Weapon, -1, -2, -3

Sphere of Annihilation

Shield, -1, -2, -3

Word of Wounding

Sword of Vengeance

Spinners of Pallor

Talisman of Ultimate Evil

Tentacle Rod

Talisman of the Sphere

Tome of the Stilled Tongue

Wand of Binding

Wand of Fear

Wand of Web

The Spinners of Pallor are a pair of gloves that enable the wearer to spin a thick, dark webbing material that has the
same stats as the Wand of Web but causes 1d6 acid damage to those who touched by the webs.

ELEMENTAL
Bowl of Commanding Water Elementals

Iron Flask

Brazier of Commanding Fire Elementals

Efreeti Chain

Censer of Controlling Air Elementals

Oathbow

Stone of Controlling Earth Elementals

Belt of Dwarvenkind

Elemental Gem

Elven Chain

Hammer of Thunderbolts

Belt of Giant Strength

Broom of Flying

Boots of Elvenkind

Cap of Water Breathing

Dwarven Plate

Carpet of Flying

Dwarven Thrower

Ring of Shooting Stars

Gauntlets of Ogre Power

Mariner’s Armor

Horseshoes of a Zephyr

Flame Tounge

Frost Brand

Javelin of Lightning

Mace of Smiting

Manual of Golems

Golem Heart

Necklace of Adaptation

Ring of Warmth

Necklace of Fireballs

Ring of Air Elemental Command

Ring of Water Walking

Ring of Fire Elemental Command

Ring of Djinn Summoning

Ring of Earth Elemental Command

Efreeti Bottle

Ring of Water Elemental Command

FAIRY
Arrow Catching Shield

Bag of Tricks

Cape of the Mountebank

Dancing Sword

Shield of Missile Attraction

Figurine of Wondrous Power
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Dragon Scale Mail

Dragon Slayer

Gloves of Missile Snaring

Giant Slayer

Immovable Rod

Glamoured Studded Leather

Philter of Love

Pipes of Haunting

Quaal’s Feather Token

Pipes of the Sewers

Ring of Animal Influence

Ring of the Ram

Wand of Wonder

NETHIAN
Arrow of Slaying

Apparatus of Kwalish

Bag of Beans

Bag of Holding

Alchemy Jug

Bead of Force

Crystal Ball

Cube of Force

Dimensional Shackles

Cubic Gate

Helm of Teleportation

Heward’s Handy Haversack

Pearl of Power

Plate Armor of Etherealness

Quiver of Ehlonna

Portable Hole

SHADED
Ioun Stone

Daern’s Instant Fortress

Medallion of Thoughts

Folding Boat

Adamantine Armor

Eversmoking bottle

Mithral Armor

Sovereign Glue

Ring of X-ray Vision

Universal Solvent

Robe of Eyes

Iron Bands of Bilarro

Robe of Scintillating Colors

Rod of Security

Robe of Stars

Wand of Polymorph

CLASS 4 ITEMS
These items are typically very few – usually not more than nine of any given type, and all have a history that
generally dates back to the God’s War, when they were used. They are genuinely legendary – there are legends about
them, and from those legends one can learn quite a lot. They begin to be found around 11th, 12th level.
Legendary magical items tend to be powerful, and potent, and carry risks with them. All legendary items are sentient,
and serve Destiny, Free Will, Order, Benefice, Balance, Chaos, Malefice, or Imbalance, singly or in any combination.
LEGENDARY
Armor of Invulnerability

Nolzur’s Marvelous Pigments

Talisman of Pure Good

Ring of Three Wishes

Talisman of Ultimate Evil

Sword of Answering

Talisman of the Sphere

Crystal Ball of True Seeing

Crystal Ball of Mind Reading

Crystal Ball of Telepathy

Helm of Brilliance
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CLASS 5 ITEMS
Singular items are one of a kind – there is only one of them, and there will never be another. About the lowest level
one will see these at is 15th.
Artifacts and Relics are the rarest form of magical item, always sentient in and of themselves, and linked to some
Power of the world. An Artifact is an arcane item, a Relic is a divine one. They can only be crafted by someone who
has gone Beyond the Pale and touched the Source.
ARTIFACTS
Deck of Illusions

Deck of Family

Deck of Many Things

Robe of the Archmagi

Deck of Travel

Staff of the Magi

Armor, +4, +5

Weapon, +4, +5

Shield, +4, +5

Ammunition, +4, +5

RELICS
Holy Avenger

Rod of Ressurection

Horn of Blasting

Vorpal Sword

Chrysaor, +5 Adamant Blade

Mmaagha Kamalu, +5, glows red, earth tremors

Samosek, +5 dancing sword

Nuada Tuanan, +5, glows blindingly bright

The Greene, +4 Glaive

The Red, +4 Glaive

The Yellow, +4 Glaive

The Blue, +4 Glaive

Hrunting, +4 sword, drips venom

Joyeuse, +4 sword

Curtana, +4 blunted sword

Caliburn, +4 sword

Durandal and Durendal, +4 Doradan Pistols

Colada, +4 sword, radiates fear

Ascalon, +4 Spear

Maltet, +4 spear

ABSENT MAGICAL ITEMS
There is no Horn of Valhalla on Wyrlde.
There is no Well of Many Worlds on Wyrlde.
There is no Amulet of The Planes on Wyrlde.
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CHARACTER CREATION
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ABILITY SCORES
You generate your character’s six ability scores randomly. Roll four 6-sided dice and record the total of the highest
three dice on a piece of scratch paper. Do this seven more times, so that you have eight numbers. If you want to save
time or don’t like the idea of randomly determining ability scores, you can use the following scores instead: 15, 14, 13,
12, 10, 8, 10, 8.
Now take your six numbers and write each number beside one of your character’s six abilities to assign scores to
Strength, Dexterity, Constitution, Intelligence, Wisdom, and Charisma. Afterward, make any changes to your ability
scores as a result of your race choice. The remaining two should be assigned to Sanity, and Honor.
After assigning your ability scores, determine your ability modifiers using the Ability Scores and Modifiers table. To
determine an ability modifier without consulting the table, subtract 10 from the ability score and then divide the
result by 2 (round down). Write the modifier next to each of your scores.

SPECIAL SCORES
SANITY SCORE
Sanity is rolled on 4d6, discarding the lowest result, giving a range of 3 to 18. It is an aspect of wisdom and
intelligence, and the modifier for it is equal to the modifier for both of those, divided by two, rounded down. This is
your Sanity score, used for effects related to fear, madness, dread, and terror.

SANITY CHECKS
A Sanity Check is rare but used when encountering something that might threaten the characters sanity that is
abstract – the ideas, or trying to wrap your mind around something, or encountering a concept that is inconceivable.

SANITY SAVING THROWS
Sanity Saves are performed whenever you run the risk of succumbing to madness due to something that is concrete –
a madness effect, seeing some kind of extra planar being without the form they take, direct contact with the mind of
an incredibly alien being, and psionic related attacks.

HONOR SCORE
The Honor score is a means of measuring a character’s devotion to their codes, values, and ideals. The Honor ability is
also useful in any campaign that revolves around orders of knights.
Honor measures not only a character’s devotion to a code but also the character’s understanding of it. The Honor
score can also reflect how others perceive a character’s honor. A character with a high Honor usually has a reputation
that others know about, especially those who have high Honor scores themselves.
A high Honor score gives a bonus to Renown.
Unlike other abilities, Honor can’t be raised with normal ability score increases. Instead, you can gain increases to
Honor—or reductions—based on a character’s actions. At the end of an adventure, if the group thinks a character’s
actions in the adventure reflected well or poorly on his or her understanding of the code, you can increase or decrease
the character’s Honor by 1.
As with other ability scores, a character’s Honor can’t exceed 20 or fall below 1.

HONOR CHECKS.
Honor checks can be used in social situations, much as Charisma would, when a character’s understanding of a code
of conduct is the most defining factor in the way a social interaction will play out.
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You might also hear a call for an Honor check when a character is in one of the following situations:
•
•
•
•
•

Being unsure how to act with honor
Surrendering while trying to save face
Trying to determine another character’s Honor score
Trying to use the proper etiquette in a delicate social situation
Using his or her honorable or dishonorable reputation to influence someone else

HONOR SAVING THROWS.
An Honor saving throw comes into play when you want to determine whether a character might inadvertently do
something dishonorable. You might hear a call for an Honor saving throw in the following situations:
•
•
•

Avoiding an accidental breach of honor or etiquette
Resisting the urge to respond to goading or insults from an enemy
Recognizing when an enemy attempts to trick a character into a breach of honor

INSPIRATION
Inspiration is a rule the game master can use to reward you for playing your character in a way that’s true to his or
her personality traits, ideal, bond, and flaw. By using inspiration, you can draw on your personality trait of
compassion for the downtrodden to give you an edge in negotiating with the Beggar Prince. Or inspiration can let
you call on your bond to the defense of your home village to push past the effect of a spell that has been laid on you.

GAINING INSPIRATION
Your DM can choose to give you inspiration for a variety of reasons. Typically, DMs award it when you play out your
personality traits, give in to the drawbacks presented by a flaw or bond, and otherwise portray your character in a
compelling way. Your DM will tell you how you can earn inspiration in the game.
You either have inspiration or you don’t - you can’t stockpile multiple “inspirations” for later use.

USING INSPIRATION
If you have inspiration, you can expend it when you make an attack roll, saving throw, or ability check. Spending
your inspiration gives you advantage on that roll.
Additionally, if you have inspiration, you can reward another player for good roleplaying, clever thinking, or simply
doing something exciting in the game. When another player character does something that really contributes to the
story in a fun and interesting way, you can give up your inspiration to give that character inspiration.

HERO POINTS
Your character starts with 5 hero points. Each time you increase a level, you will lose the existing hero points and
regain an additional 5 points plus one half your character level, rounded down.
Hero point are spent by you to perform heroic actions or recover from very unheroic ones. Remember, you are the
heroes of this campaign.
•
•
•
•

Any time you make an attack roll, ability check, or saving throw, you can spend a hero point before the
results are applied.
Spending a hero point allows you to roll a 1d6 and add it to the d20 roll.
You can only spend one hero point per die roll.
You can also spend Hero Point whenever you fail a death saving roll.
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RENOWN
Each Ethnicity has the ability for a Character to gain renown.
A player tracks renown separately for each ethnicity his or her character passes through. For example, an adventurer
might have 5 renown within one ethnicity and 20 renown within another, based on the character’s interaction with
each populace over the course of the campaign.

GAINING RENOWN
A character earns renown by completing missions or quests that serve an organization’s interests or involve the
organization directly. You award renown at your discretion as characters complete these missions or quests, typically
at the same time you award experience points.
Advancing an organization’s interests increases a character’s renown within that organization by 1. Completing a
mission specifically assigned by that organization, or which directly benefits the organization, increases the
character’s renown by 2 instead.

BENEFITS OF RENOWN
The benefits of increasing renown within an organization can include rank and authority, friendly attitudes from
members of the organization, and other perks. This can include marks of prestige, knighthood, and assorted other
benefits.
RANK
Characters can earn promotions as their renown increases. At certain thresholds of renown that serve as prerequisites
(though not necessarily the only prerequisites) for advancing in rank, various rewards are offered by Villages, Towns,
and Cities. This can include assorted titles.
ATTITUDES OF THE POPULATION.
As a character’s renown within an ethnicity grows, members of that ethnicity are increasingly likely to have heard of
the character. There are thresholds at which the default attitude of an organization’s members toward the character
becomes indifferent or friendly. These thresholds apply only to the default attitude of most members of an
organization, and such attitudes aren’t automatic. NPC faction members might dislike an adventurer despite that
character’s renown — or perhaps because of it.
PERKS
Earning a rank within an organization comes with certain benefits. A character of low rank might gain access to a
reliable contact and adventure leads, a safe house, or a trader willing to offer a discount on adventuring gear. A
middle-ranked character might gain a follower, access to potions and scrolls, the ability to call in a favor, or backup
on dangerous missions. A high-ranking character might be able to call on a small army, take custody of a rare magic
item, gain access to a helpful spellcaster, or assign special missions to members of lower rank.
DOWNTIME ACTIVITIES.
Characters to spend downtime between adventures building relationships and gaining renown within an
organization.

LOSING RENOWN
Disagreements with members of an organization aren’t enough to cause a loss of renown within that organization.
However, serious offenses committed against the organization or its members can result in a loss of renown and rank
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within the organization. The extent of the loss depends on the infraction and is left to your discretion. A character’s
renown within an organization can never drop below 0.

PIETY
Piety serves as a measure of a character’s link to the gods. It’s a great option for campaigns where the gods take active
roles in the world.
You track Piety based on specific divine figures in your campaign. Each character has the option to select a patron
deity with goals, doctrine, and taboos. Any renown with the Deity he or she earns is called piety. A character gains
piety for honoring his or her gods, fulfilling their commands, and respecting their taboos. A character loses piety for
working against those gods, dishonoring them, defiling their temples, and foiling their aims.
The gods bestow favors on those who prove their devotion. With each rank of piety gained, a character can pray for
divine favor once per day. This favor usually comes in the form of a cleric spell like bless. The favor often comes with
a sign of the divine benefactor; for example, a character dedicated to Thor might receive a spell accompanied by the
boom of thunder.

MADNESS
Resisting a madness-inducing effect usually requires a creature makes a Sanity saving throw.

MADNESS EFFECTS
Madness can be short-term, long-term, or indefinite. Most relatively mundane effects impose short-term madness,
which lasts for just a few minutes. More horrific effects or cumulative effects can result in long-term or indefinite
madness.
A character afflicted with short-term madness is subjected to an effect from the Short-Term Madness table for 1d10
minutes.
A character afflicted with long-term madness is subjected to an effect from the Long-Term Madness table for 1d10 ×
10 hours.
A character afflicted with indefinite madness gains a new character flaw from the Indefinite Madness table that lasts
until cured.
SHORT-TERM MADNESS
D100

EFFECT (LASTS 1D10 MINUTES)

01–20

The character retreats into his or her mind and becomes paralyzed. The effect ends if the character takes any damage.

21–30

The character becomes incapacitated and spends the duration screaming, laughing, or weeping.

31–40

The character becomes frightened and must use his or her action and movement each round to flee from the source of
the fear.

41–50

The character begins babbling and is incapable of normal speech or spellcasting.

51–60

The character must use his or her action each round to attack the nearest creature.

61–70

The character experiences vivid hallucinations and has disadvantage on ability checks.

71–75

The character does whatever anyone tells him or her to do that isn’t obviously self-destructive.

76–80

The character experiences an overpowering urge to eat something strange such as dirt, slime, or offal.

81–90

The character is stunned.

91–100

The character falls unconscious.
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LONG-TERM MADNESS
D100

EFFECT (LASTS 1D10 × 10 HOURS)

01–10

The character feels compelled to repeat a specific activity over and over, such as washing hands, touching things,
praying, or counting coins.

11–20

The character experiences vivid hallucinations and has disadvantage on ability checks.

21–30

The character suffers extreme paranoia. The character has disadvantage on Wisdom and Charisma checks.

31–40

The character regards something (usually the source of madness) with intense revulsion, as if affected by the
antipathy effect of the antipathy/sympathy spell.

41–45

The character experiences a powerful delusion. Choose a potion. The character imagines that he or she is under its
effects.

46–55

The character becomes attached to a “lucky charm,” such as a person or an object, and has disadvantage on attack
rolls, ability checks, and saving throws while more than 30 feet from it.

56–65

The character is blinded (25%) or deafened (75%).

66–75

The character experiences uncontrollable tremors or tics, which impose disadvantage on attack rolls, ability checks,
and saving throws that involve Strength or Dexterity.

76–85

The character suffers from partial amnesia. The character knows who he or she is and retains racial traits and class
features but doesn’t recognize other people or remember anything that happened before the madness took effect.

86–90

Whenever the character takes damage, he or she must succeed on a DC 15 Wisdom saving throw or be affected as
though he or she failed a saving throw against the confusion spell. The confusion effect lasts for 1 minute.

91–95

The character loses the ability to speak.

96–100

The character falls unconscious. No amount of jostling or damage can wake the character.

INDEFINITE MADNESS
D100

FLAW (LASTS UNTIL CURED)

01–15

“Being drunk keeps me sane.”

16–25

“I keep whatever I find.”

26–30

“I try to become more like someone else I know — adopting his or her style of dress, mannerisms, and name.”

31–35

“I must bend the truth, exaggerate, or outright lie to be interesting to other people.”

36–45

“Achieving my goal is the only thing of interest to me, and I’ll ignore everything else to pursue it.”

46–50

“I find it hard to care about anything that goes on around me.”

51–55

“I don’t like the way people judge me all the time.”

56–70

“I am the smartest, wisest, strongest, fastest, and most beautiful person I know.”

71–80

“I am convinced that powerful enemies are hunting me, and their agents are everywhere I go. I am sure they’re
watching me all the time.”

81–85

“There’s only one person I can trust. And only I can see this special friend.”

86–95

“I can’t take anything seriously. The more serious the situation, the funnier I find it.”

96–100

“I’ve discovered that I really like killing people.”

CURING MADNESS
A calm emotions spell can suppress the effects of madness, while a lesser restoration spell can rid a character of a shortterm or long-term madness. Depending on the source of the madness, remove curse or dispel evil and good might also
prove effective. A greater restoration spell or more powerful magic is required to rid a character of indefinite madness.
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REALMS
The Realms of Wyrlde are not that many, and while they are young, they have all had time enough and guidance
enough to establish unique cultures that influence much about the people and the relationships on the planet. These
are the homelands of people, their ethnicity, and race is not a consideration for it.
There are two ways that Ethnicity is referred to. The first is that of someone who comes from a village, town, or city of
a particular ethnicity. The second is someone who comes from a regional area in which that ethnicity has an impact.
The ethnic regions of Wyrlde are each independent cultural backgrounds. Someone growing up in one of them would
be familiar with the mores, customs, and traditions of that region – but may not agree with all of them. However, it is
what they know, and that will in turn affect their decisions and understanding of the world going forward.
Each location has several elements that are ascribed to it in the pages. Accent, for example, gives you an idea of how
they would be perceived by a typical person on Earth (specifically, the US). You need not roleplay these factors, but
they can at least give you an idea of how to play the character for more fun and enjoyment.
The most important aspect to much of this is a coherent story for your character – how they came to be where they
are, what they are, who they are, and how they are. A good story helps you identify with your character, giving the
DM ways to engage you further, and makes the adventures more interesting and varied.
There are nine principal Realms – each is a kingdom, in a sense, overseeing multiple cities, towns, villages, and
hamlets. That term isn’t used so much here – the concept of the nation state is just beginning to arise, and some of
what happens is built around that notion. A farmer in Ajo doesn’t see herself as a member of the Nation of Aztlan,
she thinks of herself as a pioneer in the wilds, a woman against the Wylde, struggling to eke out a living and maybe
one day have a seat on the Tribunal herself. That she speaks Aztic, that she has cultural ideas about the world formed
by her growing up there isn’t something she thinks about – they are just the way the world is.
Each ethnicity has an enormous amount of information, and a lot of it can drive ideas for stories. You can learn how
people live from them in general, but only you can bring that culture to life for your group.
The Campaign makes use of these differences and qualities to provide some rousing adventures and side quests,
while also giving you, the player, opportunities for role playing and getting into character, so that the experience you
have is more enjoyable.
Each region has a listing of a few elements that feed into that City’s Moral Code, ideals with which they are raised. A
moral Code has two parts – affirming and punitive. Affirming things are the goals that people there strive for in their
daily lives, the virtues of that region. Punitive Codes are the Vices that people in that region avoid or punish. This
moral code is nonbinding but should have an influence on the character as you play them – especially since it will
have an effect in encounters with other people.
There are Moral Codes built into some of the character classes as well, and then there are also moral codes we gain
from our family (race) and then, at last, the moral codes we build for ourselfs. It is the navigating of those many
different codes on a personal basis that can often create internal conflicts that are real in the moment..
The following listings describe each city and its inhabitants, as well as the particular boons that are available to those
from it.
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ACADIA

Patrons

Shavan

Kirin

Languages

Acadian

Arcanian

Trade

Common

Parsellum

Official Name

The Empire of Acadia

People

Acadie

Greeting

Bonshans!

Writing

Shang

Goods

Acadian

Parting

Awrevwah

Example

Example Of Writing

Crafts

Acadian

M Honorific

Misyer

Motto

Be Prepared

Derogatory

Acadolts

F Honorific

Madam

Symbolism

9, 27, 81, Purple, Green, Oval

Dread

Pallor

N Honorific

Madsyer

Coinage

Shape

Name

Value

CP

Round

Gin

1:1

SP

Bar

Salvar

1:50

Towns

EP

Bar

Elvar

1:50

Villages

GP

Bar

Govar

1:50

Hamlets

PP

Bar

Patvar

1:50

Notable Settlements
Cities

Acadia

Shangrila

Acadine

Regional Map

Notable Persons
Person
Alanna

Introduction

Shang

Social Class

Reason
Empress of

Acadia

% Wealth

% Pop

Enslaved

0%

5%

Serf

1%

40%

Low

3%

10%

Artisan

5%

10%

Guildsman

7%

8%

Craftsman

9%

9%

The mighty House of Skye controls the airships from here, the
principal way in and out of the main valley in which sits the Palm
Lake, the only other route a torturous, winding, narrow set of switch
backs that can take a week to traverse when in the best of shape and
with light wagons.

Tradesman

11%

9%

Merchant

11%

7%

Patron

13%

5%

Aristocrat

15%

3%

The Empress insists that all who come are welcome to her peaceful
land, and that pleasure will be yours.

Nobility

17%

1%

Royalty

19%

1%

Nestled in among the valleys of the Kunlun mountains lies the
somewhat difficult to fully grasp mixture of place and time that is
Acadia. Within the mountains lie several of the fabled Monasteries,
and there is also the peculiar city of Shangrila itself, home to the
Towers, where most Wizards learn their crafts and Arts. Separate yet
a part of the whole they combine as autonomous regions within the
realm of Acadia, where the mountains themselves are the walls, and
there are none around the villages, hamlets, towns, and cities of the
mile-high world to itself.
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Regional Information

Race

113 years ago, Sibola was engulfed in a civil war following the death
of the last Heir to House Sibola. Out of it came two groups who failed
in their bids to rule and were driven out. One group settled in what
became Aztlan, the other kept moving, having heard tales from the
Wylder nomads of unique places where the monks came from.

% Wealth
Cambion

0.5%

0.5%

Dwarf

17%

15%

Elf

25%

20%

Elohim

0.5%

0.5%

Fay

5%

10%

Gnome

10%

12%

Gobkin

0.5%

0.5%

Human

41%

41%

Therian

0.5%

0.5%

Expecting to make them servants, they stumbled onto the lands that
would become Acadia and found a new home – one safer, if different,
than life on the plains and seas.
The Monasteries resisted rule effectively, and the mages that had
come with the group built the first of the Towers, which would later
become as self-governing.
This three-part system of interrelated and interdependent groups lies
at the heart of Acadia, which takes the idea of being prepared to a
whole new level. Knowledge and skill are highly valued in Acadia,
knowing how to do something better than anyone else while still
passing on your skills is considered one of the greatest rewards.
Acadia has no walled cities, towns, villages, or hamlets. Yeti rarely
come down from the snowy heights, and there is much game in the
wooded valleys that all tend to have small lakes and streams passing
through verdant fields.
The rigidity and structure of Acadia is perhaps its true strength and
apparent weakness. Acadia is a land of laughing people, who delight
in wordplay and games of skill and chance. These diversions are a
necessity – as it is the duty of a noble to look after those in their care
and be willing to sacrifice their own well-being to ensure they achieve
it. Letting someone in your charge be hungry is a crime in Acadia.

Government
The Empress, Matron of House Shang, and her extended family
comprise the highest level of government, rarely bothered save for
intrigues. The real governance is handled by the Regional Governors
and a massive, rule bound bureaucracy that attends nearly everything
else.
Formally, the Shangs own every bit of land, and a good chunk of the
buildings on that land. They delegate oversight to family and in favor
aristocrats – but there is a price for that responsibility. All people are
grouped by House, and the head of household is personally liable for
all the actions, and responsible for the well-being of those in their
charge – on pain of significant punishment.

Law & Rights
Although the royal family owns the land and controls the laws, they
have created laws that defend the rights of all citizens – 24 of them,
which govern much of the way that life in Acadia is lived. They have
also instituted a set of laws that govern behavior and tradition, deeply
detailed down to dress, terms, and sounds usable.
As corporal punishment is not practiced, the sentences are usually
fines and stripping of social status, combined with public humiliation.
Courts and such are overseen by the local Baron, who reports to a
Count, who reports to an Earl, who reports to a Duke. They appoint
officials to handle these duties.

Military

% Pop

Econ Class

% Wealth

% Pop

Income/Day

Enslaved

0%

5%

Wretched

1%

15%

1 cp

Squalid

3%

15%

2 cp

Poor

5%

16%

3 cp

Modest

9%

17%

10 cp

Comfortable

8%

15%

20 cp

Wealthy

7%

14%

40 cp

Aristocratic

28%

3%

80 cp

Noble

39%

2%

200 cp

Manoralist Monarchy

Government
Type

Bureaucracy

Hierarchy

Matriarchal

Ruling Body

House Shang & Designates

Local Bodies
City

Governor

High Warden

Courtist

Town

Prelate

Warden

Tribunal

Village

Legate

Constable

Magistrate

Hamlet

Headman

Officer

Jurist

Patrols By

Wardens, mounted, team of 9

Police

See above. Local, appointed.

Presumed

Innocent

Defense

Appointed for all people by Courts.

Judge Title

See above.

Jury

No juries used.

Appeal

Next one up the chain. Courtist is final.

Sentences

Fines, Humiliation, Status reduction

Prisons

None

Units
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Squad Size

9, divided into two groups of four

Leader

2 Nominals, 1 Primal

Airpower is a major factor, with Acadian airships usually faster, more
maneuverable, and more advanced than any outside of Acadia. The
Military is part of the Wardens, who all serve the local Baron. They
make use of all those who are assigned to them, with a focus on
getting the greatest mastery out of all of them. Patrols are led by
Airships, supported by Cavalry, and backed by infantry, with mages
scattered throughout the units.

Platoon

9 Squads, led by assigned Baron

Cohort

9 Platoons, led by Count

Legion

9 Cohorts, led by Earl

Regiment

9 Legions, led by Duke

Division

9 Regiments, led by General

Within their mountains, the military might of Acadia is unrivalled –
that they have been loaning it out to Lemuria on occasion is a great
shock and potentially a disaster in the making down the road.

Wings

9 Wings, of 9 airships each

Flights

9 Flights of 9 Wings each

Armadas

9 Armadas, of 9 Flights each

The military of Acadia is a standing body composed of four kinds of
troops: Infantry, Cavalry, Mage, and Airship. The Infantry has a
contingent of Monks present within it, and the Towers supply Mages.

Commerce

Staple Foods

Acadia is unusual in that they only have one coin, which is used in
daily transactions and which everything is reckoned in. The Gin is a
round coin with a square hole in the center, about an inch in diameter
and weighing around nine grams, made of copper. Transactions are
only allowed to be made in Gin – foreign coins are not welcome. The
other coins are convertible to Bar form, each about a pound, and each
worth fifty of the equivalent coin, and larger transactions are
permissible in this form – Salvar for 500 Gin being the typical one.

Maple Syrup

Tea

Wheat

Barley

Rice

Oats

Rye

Grapes

Pigs

Goats

Sheep

Chickens

Spikenard

Monkshood

Yams

Rhubarb

Bergenia

Tea

Pine

Fir

Taxes are the biggest problem – The Shang House places a high tax on
any goods that come in that are not traded with items of equal value,
while they often have little of interest to many merchants but pay
great prices for what they need.

Maple

Aspen

Cotton

Wool

Regional Norms

Virtues

Vices

The Empress assigns responsibility, and those who accept it know the
burden of it. A Baron or other Lord is responsible for everyone living
on the lands they are assigned and their well-being. Failure is not an
option or one may find one’s self living at the command of others. A
person’s social class is of critical import in Acadia – one does not
acknowledge those whose social class is more than two levels below
yours – you have an intermediary for that.

Honor

Immodesty

Duty

Disobedience

Sacrifice

Humorlessness

Fidelity

Insincerity

Integrity

Parsimony

Visitors to Acadia must declare their House and head of House – and
no one may travel alone, so often groups select a leader – but that
leader is held liable for the actions of the team.

Courtesy

Greed

Propriety

Dishonesty

Knowledge

Cruelty

Mastery

Capriciousness

This matters to merchants who come to sell to Acadia, whose major
highlights are Magic, Monks, and Medicine. The low valleys of Acadia
are pastoral wonders, and the mountains provide additional resources
– Tea is a major export, and highly prized. They also export a sap
from a hardwood tree that is quite sweet and eaten on bread.

Obedience is required – both by tradition and norm, but also by law.
The rules are exacting, as complex as the study of magic itself. This
applies within a household, and is an absolute for anyone within a
household.

Trade Goods

Wine

Women are frequently the heads of Houses, but not exclusively. As
the system encourages excellence, a minor serf may become a manor
lord simply be being better at taking care of others than those above
them.

Kinship & Courtship
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Hierarchy

Matriarchal

Loci

Matrilocal

Acadian families have a leader – sometimes one that is designated by
their local Lord. That person is the absolute power in the family. That
person may or may not be head of the House, which is always
designated. Baron Matin is not the head of his family – the Baroness
Larana is, though he is subordinate to him in the House of Matin.
The head of a family with a son seeking to marry a woman must
approach the head of the family with the daughter to propose a
marriage – usually with the son’s urging. Love is love, tradition is
tradition.
They may or may not be released from their House. This is a separate
arrangement between the Houses. The head of house is responsible
for ensuring the well-being of every member – abuse is a high danger,
as Lords are expected to have records on the state of everyone that are
within two weeks of accuracy.

Factions
Because of the rigid systems, there are no real factions of any sort
within Acadia. The House of Shang controls pretty much everything
that the Monasteries and the Towers do not, and they only have
oversight over their immediate environs.

Lineage

Matrilineal

Inheritance

Eldest feminine member of the family

Marriage

Arranged

Debts

By agreement, multi-factor.

Surname

matrilineal

Quirks

The son moves in with the woman’s

family after marriage, and they are given a new name
when they do, their old one discarded and never used.

Major Factions
Grand Tower

Highlights

Features

Earl Dominic Malfoy once allowed a serf who worked his personal
estate to not see a healer for three days. The wound became infected,
and the serf died. His wife and children went without food for half a
week. Duke Leodegrance learned of this and Malfoy’s punishment
was to become the new Serf and head of household for that family.

Complexion

Ability Score

+1 to Hon, +1 to any ability, max 20

This is the nature of Acadia in one tale, a realm of reversal yet still so
like other Bright Cities. Laws govern how one grieves, how one
celebrates, how one dresses, and yet they seem only vaguely annoying
given the freedoms that one has here. One can openly complain about
the Empress never being seen in public, and not be executed.

Lang Slots

1

Accent

Acadians have a New England accent.

Classes

Allowed

Races

Allowed

Barbarian

--

Cambion

X

There is some friction between the Monasteries and their supporting
villages on one part, and from Shangrila and its supporting villages
on the other, but the general rule of thumb is still that the laws are
observed in all these places, as the Towers and the Monasteries had a
significant impact on the agreement that defines much of it – the
rights of people being the biggest one.

Bard

X

Dwarf

X

Cleric

X

Elf

X

Druid

X

Elohim

X

Mekanik

--

Fay

X

Minor differences are settled by jurisdiction – Shangrila is more a
magiocracy, while the Monasteries are more egalitarian, and authority
based. Where something happens matters as to who gets call over it,
with that which happens outside the control of those two defaulting
to the Acadian Magistrates.

Monk

X

Gnome

X

Paladin

X

Gobkin

X

Ranger

X

Human

X

Rogue

X

Therian

X

Sorcerer

X

Warlock

X

Warrior

X

Wizard

X

Acadians keep records on everything. The Library of Shangrila is one
of the largest, most valuable repositories of knowledge – it has works
that date back to the Age of Dreams. The only places that can compete
with Acadia in this area are Liones and Sibola.

Hair
Eye
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Patrons

AZTLAN

Languages

Paramour

Lamia

Azlian

Aztic

Aztlanian

Common

Trade

Official Name

Grand Principality of Aztlana

People

Aztani

Greeting

Manaste!

Writing

Aztic

Goods

Azlian

Parting

Namasto!

Example

Example of Writing

Crafts

Aztesian

M Honorific

Milord

Motto

With Pride We Rebuild

Derogatory

Azlazies

F Honorific

Milady

Symbolism

Snake, Trefoil, 3 ,5, 8, Hibiscus Flower

Dread

Dusit

N Honorific

My Liege

Coinage

Shape

Name

Value

CP

Triangle

Tad

1:1

Notable Settlements
Cities

Tikal

Atahur

Incan

SP

Pentagon

Trey

1:1

Towns

Skiethe

Cordera

Teqila

EP

Hexagon

Six

1:1

Villages

Skrye

Skila

Solana

GP

Octagon

Eight

1:1

Hamlets

Ajo

Kocela

PP

Round

Sun

8 gp

Regional Map

Notable Persons
Person

Reason
Marilee

Malarki

Chief of High Tribunal

Deleteria

Mandos

High Marshal

Jung

General

Skreem

Admiral

Song

Elfin Tribune of Skiethe

Volara
Santarita
Tamerlane

Introduction

Sanchez

Family

Founding

Family

Aspaitya

Family

Founding

Family

Delrio

Family

Founding

Family

Oliviera

Family

Founding

Family

Social Class

On the southern coast of the Sea of Serenity, straddling the river Tezcal,
lies the main city of Aztlana, with broad harbors that stretch out along the
shore for the fishing and naval fleets that ply the Seas waters.

Enslaved

From the south comes the four tracks of the Locomotive, which acts as the
defacto border between Aztlan and the rebellious Lemurians to the south.
North, across the Sea, lies Sibola, with whom Aztlan has a friendly rivalry.
Where Sibola is the Father, Aztlan is the Mother, and the difference
between the two is the stuff of bard’s tales throughout the Bright Lands.
Aztlan is known for the spice trade, as the home of tea and coffee and
chocolate, and is where most of the medicines come from. It is a land
where the jungle has been carved back only temporarily and is one of the
few areas said to be free from the Warmachines.
Aztlan is a land of bright colors, huge festivals, and rich, spicy food that
fills. Warm, humid, and bustling, it is a traveler’s welcome respite from
the Wylde.

% Wealth
0.25%

0.5%

Serf

1.5%

1.5%

Low

1%

15%

Artisan

2%

21%

Guildsman

14%

20%

Craftsman

4%

15%

Tradesman

5%

10%

Merchant

8%

10%

11%

6%

%

1%

0%

0%

Patron
Aristocrat
Nobility
Royalty
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% Pop

0%

0%

Regional Information

Race

Aztlan is a realm of sharp contrasts, from the opulent wealth of the
plutarchs to the abject poverty of the poorest.

Cambion

Though there is no royalty and there are few social distinctions that
separate the wealthy form the poor, ne can quickly see the difference
between the plutarchs and their Families, and the general population.
It is a land where everyone is proud of what they have done, where
machismo is a way of life, and where women control everything.
From Aztlana proper to Atahur and even among the Chromite mines
of the mountains, everyone dreams of making it big, of making that
one thing that lifts them into the upper classes, of becoming a
Matrician in their own right.
The Aztani people are a fierce and gracious bunch, quick to laugh,
fond of music, dance, and food – not always in that order.

% Wealth

% Pop

0.25%

1%

8%

3%

10%

2%

0.25%

1%

Fay

11%

0.5%

Gnome

10%

3%

Gobkin

0.25%

0.25%

Human

60%

89%

Therian

0.25%

0.25%

Dwarf
Elf
Elohim

Econ Class

% Wealth

% Pop

Income/Day

Enslaved

0.25%

0.5%

Wretched

0.5%

0.25%

½ cp

Squalid

1%

10%

3 cp

In the villages, towns, hamlets, and as always, the sea, Lamia is given
her due, especially when it comes times for the rains to stop or start,
the storms and wind to give you good journey, and the harvest or the
catch to bring in for the best price..

Poor

2%

50%

10 cp

Modest

3%

27%

200 cp

15%

5%

600 cp

Worship of any of the Dread Gods is the only crime punishable by
death that is known – and trial is not usually something anyone
worries about.

Wealthy

9.25%

3%

1000 cp

70%

1%

3000 cp

0%

0%

n/a

The Aztani worship Paramour in her great Temple, where the
Priestesses are generous with Mead and always welcoming the hurt,
the sick, and the orphaned.

Government
The government of Aztlan is a matriarchal plutocracy, led by the 11
women of the Tribunal. The seats of the Tribunal are open and bid
upon every year during the week-long Festival of Paramour at the
end of Mesqatra (0405). The bids are not refundable, and are
deposited in the Bank of Aztlan, owned and operated by the Tribunal.
The bids, called Franchise Fees, are used to fund the government.

Comfortable
Aristocratic
Noble
Government
Type

/ cp

1 10

Plutocracy
Franchise Fee of 5,000 pp base

Hierarchy

Matriarchy (must be F to have power)

Ruling Body

High Tribunal

Local Bodies
City

Tribunal

Marshalls

Courts

Town

Tribune

Marshal

Jurist

Village

Tribune

Marshal

The Tribunals appoint Tribunes over Towns and smaller settlements.

Hamlet

Marshal

Tribune

Law & Rights

Patrols By

Marshalls

Military

The Tribunal makes all laws in Aztlan.

Police

Marshalls, the police force

They are enforced by the Marshalls, an arm of the military charged
with keeping the peace and enforcing the laws.

Presumed

Guilty

Defense

Self

Judge Title

Jurist

Jury

None

Appeal

Tribunal

Fee of 100 gp to do so

Sentences

Fiscal

Serfdom

Prison

Prisons

Carrock

Military

Units

Infantry

Cavalry

Navy

The Aztlian Navy has a cast fleet and they are considered the greatest
naval power in the Bright Lands. Usually a third of its power is at sea

Squad Size

4

4

8

Leader

Senior

There are many requirements for a seat –able to afford it, have a staff,
have land, be distaff (a woman), and only one member from a given
family can sit on the Tribunal.

In Aztlan, one must prove one is innocent, and the rules for an
accusation are tough. There is one day in Court, and appeal is to the
local Tribunal or the High Tribunal, neither of which tend to take
them. Punishment is swift, and usually in the form of property and
fines. The one prison that Aztlan has is considered a death sentence. A
rare punishment is serfdom, where the individual charged is
essentially fined an amount that requires them to serve as serfs for
those they owe – indentured servitude after the stripping of all other
assess.

Navy

Accuser sentenced if loss
Tribune
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at any given time. They are sail, oar, and Arcane powered, single hull
craft with rams and ballistae in place.

Platoon

Ensign (5 Squads, F Only)

Cohort

Lieutenant (5 Platoons, F Only)

Legion

Commander (5 Cohorts, F Only)

Regiment

Captain (5 Legions, F Only)

Division

Major (5 Regiments, F Only)

Battleships

--

--

27

The Marshalls use the same structure, with two Divisions, all of which
are mounted for Patrols of the Realm.

Destroyers

--

--

54

Frigates

--

--

200

There is no air group. Though the Tribunal is mulling it over in
relation to cost.

Vessels

--

--

380

Every Aztani man is required to serve in the military for at least two
years starting at 9. Every Aztani woman is given a choice to either
serve or produce four children in that time.

Warcraft

5

2

--

Battlecraft

--

--

--

Skycraft

--

--

--

The Aztlian Army is led by General Jung, who has three standing
divisions at her call, plus another five divisions she has the power to
call up by fiat from the population, which is trained and required to
serve if called on.
Of those Divisions, three are Cavalry, well-armed and mounted on
trained chargers.

Commerce

Staple Foods

Breadfruit

Sweet Potato

Trading with and Aztani is an art form in and of itself, as they are
canny and notably greedy people, as no Aztani worth her salt is going
to lose money on a deal.

Beans

Maize

Pork

Chicken

Millet

Oats

Peanuts

Yams

It helps that Aztani coffee is the better choice, that Aztlan is the only
source for Cinnamon, Spices, and that if you want certain Medicinal
Plants you must go to them eventually.

Rice

Fruits

Berries

Citrus

Chilies

Tomato

Nuts

Aztlan also exports its culture to a degree. The music of the Aztani is
distinctive and highly structured, and usually played by a group with
both stringed instruments and horns, the beat held by the dancers
with sharp and stylized and traditional dance moves that many find
erotic. The most loved is called the Flamenco.
Aztani wool is prized for its careful blend of sheep and alpaca or
llama into a strong and weather resistant fabric. Aztlan is filled with
Bamboo.

Trade Goods

Chromite

Platinum

Medicine

Cinnamon

Wt Pepper

Bl Pepper

Gn Pepper

Rd Pepper

Gourds

Chilies

Nutmeg

Cloves

Anise

Vanilla

Tea

Coffee

Cocoa

Latex

Teak

Cork

Dance

Music

Paintings

Lastly, Cinnamon is the Sacred Spice of Paramour, and nowhere else
does it grow save for the well-guarded fields of a few families. It
commands a high price, for it is used in ceremonies to honor her.
Regional Norms

Virtues

Vices

Slavery is not legal in the traditional sense – one cannot buy or sell or
import formally a slave, but they do not necessarily take one away –
and the further south one goes the more common this is. Opportunity
is a big deal, and Aztani do have ways of helping freed slaves – or
even runaway ones.

Pride

Selfishness

Public Spirit

Imposition

Courage

Threatens

Honor

Indecency

Gratitude

Humorless

Fastidious

Impiety

Courtesy

Unchaste

Serfdom is usually the result of a punishment. Children are an extra
burden on a serf, increasing the costs they must pay off to their
debtors, and the children inherit the burden of the parents.
Most folks, though, are poor. Exceptional artisans and craftsmen and
such may make more, but generally it is the merchant class that
changes the rules, by being sneakier and tougher and inspiring the
rule of money over the rule of law.

Resentment

Kinship & Courtship

Hierarchy

Matriarchal

The Aztani are intensely matriarchal. To head a family one must be a
woman in life. Men are charged with defense and provision, and a
woman with many husbands is often very wealthy indeed. Women
are expected to spend a significant amount of time pregnant,
however, and produce many children.

Loci

Lives near Mother’s line

Lineage

Traces through mother’s line

Inheritance

Eldest woman in family

Marriage

Arranged by Families
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Bamboo

Men in Aztlan marry up if they can, and often look for ways to help
their family while proving their value and prowess.
When there is a marriage, the family of the bride pays the family of
the groom a price that is agreed on when the families arrange the
marriage.

Debts

Price paid to man’s Family

Surname

Always maternal line

Quirks

Although marriage is arranged by the

families, it is usually the parents of the man that do the
Approach, based on those he has shown an interest in.
Aztani love to date, but it is always chaste.

Factions

Major Factions

Aztlan’s factions consist primarily of the wealthy families from which
the Plutarchs arise. As the High Tribunal is occupied by the absolute
wealthiest of the families, it often falls to the competitions for the
other 44 available Tribunal Seats, giving 44 families the ability to be
seated and have a say in this.

Song

Features

The Aztani are a very earthy people, it is said. The typical Aztani
home is a single building ringed by a wall usually around 6 feet high
and one foot thick made of sun dried or oven kilned bricks.

Complexion

The building is usually round, internally about 30 feet in diameter,
made from a combination of bamboo, latex, and stone, faced with a
clay cover and whitewashed, leaving the bamboo (or teak) framing
exposed. A small circular bump will jut out of one area for a toilet,
another will jut out for a well if it is protected, or it will have its own
small hut around it.

Eyes

Sleeping areas are divided by teak or bamboo and paper screens that
can be folded and put away, as is the toilet area. The well may be a
cistern that collects rainwater, lined with leaves and latex. Shelving
around the building will run at three levels, the central one
interrupted by the round windows, usually paper covered with a
light.
Flooring ranges from packed earth among the poor to cork among the
wealthiest, with stone occasionally, or richly painted ceramic tiles.
Décor is often flowing, involving abstract representations of animals,
people, and events.

Sanchez

Oliviera

Aspaitya

Delrio

Housing

In the center of the building is a large, stone ringed hearth, with the
ring extending upwards to serve as a central table around which
chairs are placed. The roof will overhang usually two to three feet,
around 9 feet high at the edge, sloping up to 15 to 20 feet high in the
center, where a second roof juts up to provide cover and venting for
the circular gap that allows the smoke from the central hearth to leave.

Grind

Malarki

Hair

Ability Score

+1 Con

Lang Slots

2

Accent

Southern or Bayou, by Social Class

Classes

Allowed

Races

Allowed

Barbarian

N/A

Cambion

X

Bard

X

Dwarf

X

Cleric

X

Elf

X

Druid

X

Elohim

X

Mekanik

X

Fay

X

Monk

X

Gnome

X

Paladin

X

Gobkin

X

Ranger

X

Human

X

Rogue

X

Therian

X

Sorcerer

X

Warlock

X

Warrior

X

Wizard

x

+1 Hon
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DURANGO

Patrons

Tamasin

Melane

Languages

Duran

Common

Trade

Official Name

Fort Duran’go

People

Durangan

Greeting

Mahman!

Writing

Duric

Goods

Durangan

Parting

Laetah!

Example

Example of Writing

Crafts

Durangan

M Honorific

Sira

Motto

Stand Your Ground

Derogatory

Butchers

F Honorific

Sala

Symbolism

Circle, White, Woman silhouette, 6

Dread

Pallor

N Honorific

Shava

Coinage

Shape

Name

Value

CP

Square

Spot

1:1

Notable Settlements
Cities

Durango

Kolinz

Danvar

SP

Square

Tenspot

1:1

Towns

Belltown

Hightown

Alfons

EP

Square

Fitie

1:1

Villages

Alba

Kapoen

GP

Square

Hunna

1:1

Hamlets

Tendeski

Kanada

PP

Square

Kae

1:1

Regional Map

Notable Persons
Person
Damein

Kurgan

Powerful

Syndic

Alfredo

Sweet

Powerful

Syndic

Elita

Reached by the Sea of Songs, surrounded by the Sea of Clouds and the
Sea of Storms, the Bastion of defense against the evils that may arise
from the Ancient Lands, the gleaming towers of the city of Duran’go
reflect the morning light in a thousand glittering windows.
Windy, often cloudy, cool, and rough, the realm of Durango is the
most northern of the Bright Lands, gifted with the spirit of its people.
Four seasons, a vibrant nightlife, and a hand in nearly all the trade
throughout the Seven Seas gives it a lot more recognition that it often
deserves. The Locomotive comes to it from the north east after
crossing through Blight’s Pass, and the rich and fertile fields of the
many delightful towns and villages. To the East of the City is the
Skyport, the graceful towers rising up to greet the airships that arrive
from all over, and few can match the redoubtable Syndics in their
graciousness and good humor.
It is almost a world to itself, with marvelous carriages and cobbled
streets among the stone and glass towers that mark it the wonder it is.

Ness
Monterosa

King

Bruce

Monterosa

Prince

Ford

Social Class

Marshal

Syndic of Clan For

% Wealth

Enslaved

% Pop

0.0%

0.0%

Serf

0%

0%

Low

1%

12%

Artisan

2%

22%

Guildsman

5%

28%

Craftsman

4%

10%

Tradesman

5%

9%

Merchant

5%

8%

Patron

6%

5%

Aristocrat

15%

3%

Nobility

10%

2%

Royalty
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Grand

Thomas

Edison

Introduction

Reason

50%

1%

Regional Information

Race

Durangan cities are built in towers, typically 528 feet to a side and as
many as six stories high. These buildings house shops on the lower
floors, and homes above, with several families living side by side. The
very wide streets are often filled with riders, traditional carriages and
wagons, and the popular among the wealthy carriages of the Syndic
Ford, which are self-propelled wonders of the Mekanist.

% Wealth
Cambion

0.75%

1%

Dwarf

10%

4%

Elf

15%

3%

Elohim

0.75%

1%

Fay

4%

0.38%

Gnome

4%

0.27%

Gobkin

0.25%

0.09%

Human

65%

90%

Therian

0.25%

0.17%

Alcohol is prohibited in Durango, as is prostitution, the use of the
various dread plants like fadeleaf or myicor or going about without a
head covering.
This has led the Syndicates to ensure that such things are provided to
those who want them – a saloon in Durango is always a hidden place,
requiring knowledge and connections to find. These activities in turn,
are opposed not only by the government, but by the Clans as well,
some of whom are the main suppliers of such.

Econ Class

The Syndics are known to enjoy a good strong drink, and whiskey is
one of great popularity, though wine and beer are also made in large
amounts. Much of this is formally shipped to such places as Eldorado,
Sibola, and Qivira, where the booze is not as limited.
Weather in Durango is usually overcast, foggy, damp, windy, and
unreliable. Rain is often, which helps with the forest’s growth, but it
also snows in the winter months with drifts as high as fifteen feet
being a common feature.
Slavery is not tolerated in Durango. A person bringing a slave to
Durango is subject to arrest and imprisonment for a term of at least
five years, and their entire belongings are given to the newly freed
slave.
Government
The King is the head of the Government, usually advised the Queen,
the Prince, and assorted Advisors, usually from a Syndicate and/or
Clan.
The Royal Family is divided among Dukes, Earls, and Counts, who
oversee regions.
Clans and Syndicates create their own laws, however, and most
people are members of one or both (including the royal family). This
creates a situation where there are often three competing legal forces,
with their own goals and objectives.
Clan Guyle seeks to restore the monarchy.

% Pop

% Wealth

% Pop

Income/Day

Enslaved

0%

0.0%

0

Wretched

1%

14%

1 cp

Squalid

2%

15%

3 cp

Poor

3%

32%

5 cp

Modest

4%

14%

20 cp

Comfortable

5%

8%

100 cp

Wealthy

10%

16%

200 cp

Aristocratic

15%

2%

1000 cp

Noble

60%

1%

3000 cp

Government
Type

Hereditary Monarchy
Syndicracy

Hierarchy

Egalitarian

Ruling Body

King Thomas Monterosa

Local Bodies
City

Duke

Marshal

Town

Duke

Marshal

Village

Earl

Marshal

Hamlet

Count

Law & Rights

Patrols By

There are three broad groups of police at work, each serving different
legal systems. The Marshals are the legal force, working singly or in
teams of 3 to 7. Marshals are infamous for being incorruptible. Grand
Marshal Ness would stand for nothing less.

Police

Marshals, Highwaymen, Enforcers

Presumed

Innocent

Defense

Barrister

Judge Title

Count

Jury

Jury of 7, chosen by Judge

Appeal

None

Sentences

Fines, Imprisonment

Prisons

Rikers

Clans often have Highwaymen who see to their interests. They are
more subtle, and act as judge and executioner.
Syndicates use Enforcers. Known for brutality, and not for sharpness,
they too are judge and executioner, but overall less deadly.
Trial is before a Lord of the Realm, with a jury of 7 for each case.
Verdicts are simple, swift, and sentences are fines and confinement.

Earl

Alcatraz

Duke

Royale
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Military

Units

Infantry, Cavalry, Navy, Air

The military of Durango is composed of every able-bodied person
between the ages of 6 and 10. Education in military law and tactics
begins in childhood, and those between 10 and 15 are subject to
conscription later by Marshals or in need.

Squad Size

3 + Leader

Leader

Officer

Platoon

Sencurian

3 squads

This military force is often variable, for both the Clans and the
Syndicates will draw from their rolls for similar functions, but in
times of threat, will withdraw.

Cohort

Prefekt

3 platoons

Legion

Legaet

3 cohorts

The general purpose of the military is to protect not only Durango,
but the Bright lands, should a threat ever arise from the Ancient Land.
This ongoing preparedness is a caution built into the very fabric of the
nation, from its earliest days when the founders realized they were
near the Ancient land.

Regiment

Sintag

3 legions

Division

Komander

3 regiment

Battleships

12

Destroyers

36

Frigates

140

Vessels

220

Vessels are support craft

Warcraft

40

Essentially Tanks

Battlecraft

15

Mobile artillery

Skycraft

120

Rarely used

As a result, there are warehouses stocked with supplies throughout
the realm – roughly 5% of all militarily useful materials are pulled
every year.

Commerce

Conscripts

Staple Foods

When it comes to trade, Durango is not a place that many think of;
save for their having the best wines, best sugar, and their famously
potent distilled spirits.

Wheat

Barley

Oat

Potato

Beef

Pork

Chicken

Fish

They are a leading contender for the most items preserved – pickling,
canning, jellied, jugged, dried, smoked, salted, honeyed, sugared, and
possible ore are just some of the ways that the ever resourceful
Durangans have found to preserve food, using tricks that are all but
unknown elsewhere.

Beets

Rye

Cabbage

Turnips

Grapes

Berries

Nuts

Pears

Apples

Peaches

Garlic

Onion

Carrots

Legumes

Peas

Beans

Hops

Beer

Durangan sausages are almost as ubiquitous as Aztic pocket breads
on ships, and are served to passengers on both airships and the
locomotive.
For a realm that has alcohol forbidden, it produces the most wide
variety of hard liquors and is infamous outside of its area for the
quality of its brothels.
Surprisingly, very few of its special carriages ever leave, while gold
and antiquities from the Ancient lands are often shipped around the
bright lands.

Trade Goods
Wine

Sausage

Garlic

Onion

Apples

Rye

Wheat

Barley

Potatoes

Turnips

Beans

Oak

Pine

fadeleaf

bloodnuts

mycor

Pickled goods

Salt’d goods

Sugar

Salt

Liquor

Gold

Antiques

Regional Norms

Virtues

Vices

Durangans see themselves as homebodies, but are known to enjoy
parties, and graciousness is a major expectation – to refuse a guest is
almost a crime, and to be a poor host is a shame and humiliation few
will tolerate being accused of.

Be Good

Being Evil

Loyalty

Ingratitude

Respect Elders

Dishonor

Fortitude

Rudeness

Preparedness

Ungraciousness

Dutifulness

Betrayal

Graciousness
Integrity

Kinship & Courtship
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Hierarchy

Patriarchy

The father in a Durangan family is the head of household, and has
absolute say over all his children until they are 5. From five to 7,
mothers have absolute say over children. After 7, it reverts to the
father. People in Durango usually only have one spouse – more
would be a bother.
Men pursue women, who are expected to be receptive to a point – but
only one man can pursue a given woman at any time, and the woman
has the power to end it or identify a suitor of her choice. Only women
can apply for divorce in Durango. Women in Durango do not work
outside the home and are expected to be pleasing to husbands. Other
options are possible, but not as recognized relationships, and those
involved are still expected to meet these expectations.

Loci

Patrilocal

Lineage

Patrilineal

Inheritance

Eldest Male in Family

Marriage

By Choice

Debts

None

Surname

Clan, usually, but patrilineal otherwise

Quirks

Factions
There are two kinds of factions in Durango: Clans and Syndicates. The
Syndicates have driven out the guilds and taken over many of those
roles – only the Innkeepers guild and Messengers remain.

Major Factions

Kurgan

Ford

Guyle

Tensin

Valdemar

Cosa

Triskelion

Temerity

Heron

Comint

Clans are by oath, and many a person has competing membership in
both Clan and Syndicate.
Cultural Highlights

Features

The streets of Durango are not known for being safe – especially when
competing syndicates or clans are engaged in a war. A drive buy
crossbow bolt might not seem like much of a threat, but when a half
dozen are flying with no warning, one can never be too careful.

Complexion

Worse are the duels between the various students and masters of
swords or magic that can arise – usually over some woman, and never
ending well for any of the parties.
Durangan homes are usually divided into public and private areas,
with kitchens and latrines in between. One innovation that has many
jealous is a complex system of copper piping that uses hand cranked
pumps to provide water to the various homes, called “apartments”, in
which everyone live. Large cisterns usually reside next to the
fireplaces in the homes, which are built of wood with stone between
the walls. Windows are usually oval, and filled with a clear glass or a
curtain. Stairs connect the floors, often to the side of the rooms, and
there is always a “backroom” in any given storefront where the family
enters and exists.

Hair
Eye
Ability Score

+1 Int

Lang Slots

+0

Accent

Thick, New York blended with
Chicago

Classes

Allowed

+1 San

Races

Allowed

Barbarian

N/A

Cambion

X

Bard

X

Dwarf

X

Cleric

X

Elf

X

Druid

X

Elohim

X

Mekanik

X

Fay

X

Gnome

X

These homes are often owned by Syndicates or Clans, and the cost of
them can vary. Those owned by the Lords tend to be nicer, but the
Lords are also less likely to be forgiving of people.

Monk

X

Paladin

X

Gobkin

X

Ranger

X

Human

X

Durangans are a hardy, tough people, rarely given to jumping at
shadows, and tend to be known for being more grounded than most.

Rogue

X

Therian

X

Sorcerer

X

Warlock

X

Warrior

X

Wizard

X
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ELDORADO

Patrons

Cybele

Antelle

Languages

Doric

Dorada

Trade

Common

Official Name

The Sovereign Realm of El’Dorado

People

Doradan

Greeting

Howdy

Writing

Dorthic

Goods

Doradan

Parting

Hasta

Example

Example of Writing

Crafts

Doradic

M Honorific

Sai

Motto

Live Free or Die

Derogatory

Wildlings

F Honorific

Mam

Symbolism

Pale Blue, Diamond, 2, 4, 10

Dread

Trundle

N Honorific

Nom

Coinage

Shape

Name

Value

CP

Bar

Penny

1:1

Notable Settlements
Cities

Sedona

Huston

SP

Bar

Buck

1:1

Towns

Laramie

Dodj

EP

Bar

Sawbuck

1:1

Villages

Kansas

GP

Bar

Eagle

1:1

Hamlets

Bighorn

PP

Bar

Aerie

1:1

Derry

Regional Map

Notable Persons
Person
Himrik
Pwil

Wi’at
Mat

Introduction
Eldorado is a strange but potent realm in the north of the Bright
Lands. Nestled against the shores of Lake Parime, against the desert,
but surrounded by irrigation canals that turned the transition zone
into as rich a field as the chaparral that leads away from it into the
gentle lands around the seaport of Huston on the Sea of Tranquility.
Eldorado is famous for the Posse of Eld, who are the protectors of the
Locomotive for the Posse of Rails. The 15 years of its being built were
bloody, brutal, and, now, profitable to a degree few can argue with.
Eldorado is watched closely by the other realms and is known as a
place where they can all meet should they need to – formally neutral.
It has one unique thing going for it that attracts even respectable
nobility to uplift – it is something called a democracy, where each
household has a vote in the wider realm. This causes many to shake
their heads in disbelief, but it has led to a prosperous, successful realm
that may one day change the shape of the world.
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Stoengard
Danfast

Dilon
Earp

Social Class

Reason
Mayor of

Kansas

Lord of

Eldorado

Duke of

Derry

Marshal of

Prisons

Sheriff of

Kansas

% Wealth

% Pop

Enslaved

0%

0%

Serf

0%

0%

Low

16%

5%

Artisan

13%

8%

Guildsman

20%

30%

Craftsman

20%

30%

Tradesman

15%

11%

Merchant

12%

8%

Patron

3%

5%

Aristocrat

1%

3%

Nobility

0%

0%

Royalty

Regional Information
The heart and soul of Eldorado is the Ranch (Ranc). It is the basis
around which all else arises, and anyone is welcome to start one. All it
takes is three months of living in a building on land that the resident
walled and registered with the local Kinhouse, which costs nothing.
A Ranch is usually a cluster of buildings – House, Barn, Stable,
bunkhouse, wellhouse, outhouse. The House is usually single story,
rectangular, with a division between public and private space and
kitchen in the middle.
A Ranch is also a settlement of its own. The registered Head of the
Ranch is the only member of it that can vote in elections or have a
voice on the Kining. They are elected within the Ranch itself, by those
on it – ranch hands, family members over 4, other residents – and it
can and does change as time goes on, because an election is held
yearly.

Race

0%

% Wealth

% Pop

Cambion

2%

1%

Dwarf

5%

12%

Elf

4%

5%

Elohim

2%

2%

Fay

3%

3%

Gnome

3%

6%

Gobkin

1%

1%

Human

77%

65%

Therian

3%

5%

Econ Class

% Wealth

0%

% Pop

Income/Day

Ranches are not merely agricultural – they are not designation of what
they do, but rather simply a way of saying home and family. A ranch
may be dedicated to dyes, or to ceramics.

Enslaved

0%

0%

0

Wretched

6%

1%

3 cp

After the Ranches come the businesses that are collectives – much like
our corporations. They are the Posses, and many people will work for
a Posse – such as the Posse of the Rails.

Squalid

10%

3%

8 cp

Poor

35%

21%

12 cp

Modest

30%

40%

25 cp

Comfortable

15%

30%

40 cp

Wealthy

3%

3%

50 cp

Aristocratic

1%

2%

100 cp

Noble

0%

0%

0

Eldorado can be a bit wild at times – the Order of Eld is a very visible
presence, and those humorless bastards are used for security and
patrols. The Prisons are dwarfin-make, guarded by Wait Dilon, an Elf
known for a fanatical adherence to the law.

Government
Ranchheads meet monthly at the Kinhouse to pass laws, hear appeals,
and deal with the function of the government. Each Kining (hamlet
up) selects three members to represent them at the next Kining up.
This culminates in the High Kining, representing all the hamlets,
villages, towns, and cities, at the Councilhouse in Eldorado.
The Kinings also choose the Mayor, Judge, and Sheriff – often the
same 3 they chose to represent them. The Mayor is the local
government representative, the Judge the courts, and the Sheriff the
enforcement.
Cities have Mayor’s Councils and collective courts that seat multiple
people based on the areas in the city.

Law & Rights
Law is made by the Kinings, who are also the appeals options – local
first, with the High Kining the final arbiter. The Kinings select and
appoint a Mayor, Judge, and Sheriff for their areas. The Sheriff is
charged with enforcing the law, the judge with applying it.
One can hire a lawyer if one chooses or defend one’s self. In capital
cases, a Jury of 7 is chosen by the judge from those who are not
Ranchheads. High value theft, murder, rape, or crimes against
children are all capital cases.

Government

Democracy

Type

Familial

Hierarchy

Egalitarian

Ruling Body

High Kining

Local Bodies (Kinings)
City

Council

Courts

Sheriffs

Town

Mayor

Judge

Sheriff

Village

Mayor

Judge

Sheriff

Hamlet

Mayor

Judge

Sheriff

Patrols By

Sheriffs, Orders

Police

Sheriff, Deputies

Presumed

Innocent

Defense

Lawyer

Judge Title

Judge

Jury

Capital cases only

Appeal

Kinings

Sentences

Confined

Self

Hanging

Ordeal
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Sentences are prison, hanging, or, if the guilty chooses, an ordeal
(usually water, fire, air, or earth). Few choose ordeals.

Military

Prisons

Tucson

Yuma

Soldiers

Units

Eldorado has no standing military, navy, or airship group. Each
Ranch is itself a defensible area, even within the walls of a settlement,
and each usually has a few able-bodied people able and willing to
defend it.

Squad Size

5

Leader

Korporal

Platoon

Sarjent

5 Squads

There are, however, the Orders. The most famous of these is the Order
of Eld, where those who swear the Oath of Eld come from, but there
are four other Orders, as well: Eagle, Bear, Cougar, and Coyote.

Cohort

Captain

5 Platoons

Legion

Major

5 Cohorts

Regiment

Kernel

5 Legions

Division

Komander

5 Regis

Battleships

2

Destroyers

6

Frigates

18

Vessels

36

Warcraft

3

Battlecraft

3

Skycraft

18

Unlike the paladins of Eld, the Orders are fighting orders who were
commissioned by the High Council. They all follow a set chain of
command.
General Miraj overseas the Order of the Bear. They are an infantry
group. General Talise overseas the Order of the Eagle. They are an
Airship group. General Cavalcada oversees the Order of the Coyote.
They are a Cavalry group. Admiral Nessa oversees the Order of the
Cougar. They are a naval group.
Bear, Coyote and Cougar all have a full division, while Eagle has a
Regiment.

Commerce
Eldorado is the only known place where firerth and duretile are
found, and neither is exported. Controlled by the Eld Posse, they are
essential in the use of firearms. The Posses control most of the
mercantile supply sources in Eldorado, so the Guilds have to deal
with them. The Posse of Mines, the Posse of Stone, the Posse of Rails,
the Posse of Sails, and so on, they dominate the non-agricultural,
craftsman sector, and are typically quite good at taking care of their
people.
Doradan crafts are supported as well by the use of wind- and
watermills, which help them to create the fine clays used in their
highly sought-after ceramics, and make the vibrant dyes that color
their textiles, as well as the flours they are known for.

Antonio

Staple Foods
Beef

Pork

Mutton

Chicken

Fish

Wheat

Barley

Rye

Oats

Beans

Chilies

Stonefruit

Potatoes

Turnips

Beets

Yams

Squashes

Safflower

Tomato

Legumes

Trade Goods
Stonefruit

Potatoes

Alfalfa

Squashes

Ceramics

Textiles

Flours

Gemstones

They also have one of the few iron mines known – iron is extremely
precious on Wyrlde. It is not uncommon for a Doradan home to have
cast iron cookware, instead of the usual brass or bronze found
elsewhere.

Tin

Adamant

Stone

Oil

Fir

Ash

Beech

Fruit

Pine

Oak

Maple

Alder

Dordan ceramics sell for higher than any other.

Silver

Copper

Aluminum

Iron

Regional Norms

Virtues

Vices

The Ranchhead is the law on the Ranch proper. Sheriffs are only
brought in when it steps outside the ranch. This level of authority and
power is extensive – it is possible for a head of household to make
many rules that limit or restrict those on the Ranch.

Humility

Pride

Courage

Envy

Kindness

Thoughtlessness

In practice, this is linked to the laws of the land, which usually act a
limiter on this power. But it also only applies when it is seen, and
some ranches are considered particularly foul.

Justice

Sloth

Loyalty

Greed

Temperance

Gluttony

Integrity

Wrath
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Kinship & Courtship

Hierarchy

Egalarchy

Loci

Ranch

Lineage

Bilineal

Inheritance

Second Eldest Child of Ranch head

Marriage

Choice

It is the second Eldest child who stands to inherit the Ranch, with
others expected to stay or marry into others to secure alliances,
improve trade and support systems, etc.

Debts

None

Surname

Ranch

Since the Ranchhead can change by vote, a vote can change who
inherits, and a dying Ranchhead can create challenge.

Quirks

Ranchhands move from Ranch to

Love matches are the norm, though this can lead to some interesting
experiences at the Square dances and Festivals.

often people saving up to start their own, and learn

Typically, an individual marries into an established Ranch, unless
they are an Eldest child (who are expected to start their own). A
merger of Two Ranches does happen, but it is rare. Usually one of the
people has already established one. The family name is the Ranch
name, and all persons there take that name for theirs.

Ranch, and change their surnames as they go. They are

the needs of one by working one themselves.

Factions
The factions of Eldorado are the Posses. Empowered by the Kining,
these are groups who operate outside the Guilds, and conduct
business. The most famous of them is the Posse of the Rails, which
built and maintains the Locomotive.

Major Factions
Rails Posse

Sky Posse

Cultural Highlights
Doradan Hamlets, Villages, and Towns are laid out in a grid pattern
that does not allow for curving roads or meandering ways. A
settlement ranch is usually about 1,056 feet square and surrounded by
roads. Fields are often outside the settlement walls, making them
more compact. The fields are still walled – a good wall makes for
good neighbors, they say. Usually stone walls caulked with clay
mortar.

Eld Posse

Features
Complexion
Hair
Eye
Ability Score

+1 any ability, max 20

Lang Slots

1

Accent

Western

Classes

Allowed

Races

Allowed

Barbarian

N/A

Cambion

X

Bard

X

Dwarf

X

Cleric

X

Elf

X

Druid

X

Elohim

X

Mekanik

X

Fay

X

Monk

X

Gnome

X

Noble and Courtier backgrounds are not well suited here, as the social
powers that drive them are absent. Slavery is not tolerated – it
conflicts with the idea of anyone being able to be a Ranchhead, which
is held deep.

Paladin

X

Gobkin

X

Ranger

X

Human

X

Rogue

X

Therian

X

The catch with starting a ranch is the need to build a wall around a
new field and the cost to build a walled residence. It is estimated this
is usually around 100 gp, for a single person building a barely livable
place.

Sorcerer

X

Warlock

X

Warrior

X

Wizard

X

The Goddesses of Eldorado are active participants in the lives of its
people – a posse leader once called Cybele a whore in a drunken bar
fight and was struck by lightning three times. A stranger once
insulted a Shrine Maiden of Antelle and found himself a slave in a
brothel in Lemuria the following morning. It is even rumored that the
Avatar of Paria is to be found in Eldorado.
Each Village or larger has a Kinhouse, Courthouse, Jailhouse,
Markethouse, Crafthouse, Gildhouse, and Temple. Many Ranches
have private shrines within them, visited by Shrine Maidens in their
readily identifiable sky blue and white.
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LEMURIA

Patrons

Mansa

Paria

Languages

Azlian

Aztic

Trade

Common

Official Name

The Lemurian Freeland

People

Lemurian

Greeting

G’day

Writing

Aztic

Goods

Lemurian

Parting

G’luck

Example

Example Of Writing

Crafts

Lemurian

M Honorific

Mate

Motto

For the Great Cause

Derogatory

Lemmings

F Honorific

Maid

Symbolism

3, 4, 6, hexagon, Green and brown

Dread

Pallor

N Honorific

Yerwha

Coinage

Shape

Name

Value

CP

Triangular

Copper
Hex

6 to 1 sp

SP

Triangular

Silvex

6 to 1 gp

Notable Settlements
Cities

Lemuria

Towns

Nautilus

Nemo

EP

Triangular

Electrex

6 to 1 gp

Villages

Denemor

Halidae

GP

Triangular

Gold Hex

6 to 1 pp

PP

Hexagonal

Full Hex

1:1

Hamlets
Regional Map

Notable Persons
Person

Introduction

Social Class

Reason

% Wealth

% Pop

Founded by Patricians who fled Aztlan after a failed attempt at a
coup, Lemuria started as the most southerly Village, and grew from
there, largely on the backs of those whom the royal family declared to
be slaves.

Enslaved

0%

50%

Serf

1%

15%

Low

1%

10%

Lemurians value freedom and independence highly, placing a
requirement of who deserves it, and only those who meet an ever
changing list of requirements seem to meet this. Notably, they have
tended to be fair of skin, pale of hair, and colorful of eye.

Artisan

2%

2%

Guildsman

3%

5%

Craftsman

4%

4%

Tradesman

5%

3%

Merchant

8%

5%

Patron

12%

2%

Aristocrat

14%

2%

Nobility

20%

1%

Royalty

30%

1%

Lemuria is a breadbasket realm, having seized much of territory that
belonged to Aztlan, including the villages of Denemor and Halidae. It
has a warm, tropical climate, pristine beaches, and active Corpsmen
patrolling the wilds, often slaves themselves under a Corpmaster.
Slavery is openly engaged in and the backbone of both the economy
and the social systems in Lemuria.
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Regional Information

Race

% Wealth

% Pop

Cambion

0%

10%

Dwarf

1%

4%

Elf

5%

6%

Elohim

1%

1%

Enslaved

Fay

1%

5%

Enslaved

The real power lies in the Inquisitors, the lesser nobility of the Royal
Family, who are the chief magistrates and constables of the region,
dispensing justice, ruling their assigned area, and turning a profit, for
never forget that Lemurians came from Aztlan.

Gnome

1%

5%

Enslaved

Gobkin

0%

15%

Enslaved

Human

91%

48%

The Inquisitors make up the Juntas lower ranks, and often collectively
advise the Royal family, who are often too busy dealing with the
demands of the God for whom they are the priests, seeking his favor
in their holy War to preserve their way of life (meaning slavery) and
this is the Great Cause of their motto.

Therian

0%

10%

The Junta, Led by the High King and his Court, sits within the grand
Tempe of Mansa, which is constantly being improved on, and rules
with a silken fist the realms of the still growing Lemuria.
Lemuria has only one city. Five towns, a dozen villages, a few dozen
hamlets make up the rest. Most of the population live in long, low
buildings that are quickly made, and serve as bunk housing for the
enslaved populations.

Only pureblood Human, Elf, and Dwarf may be free peoples within
Lemuria, and crimes committed in Lemuria usually result in one
being enslaved. As a result, most Lemurians are very peaceful, if
boisterous people, very polite, and slow to take offense. They place a
high priority on the finer things in life, and the vast majority of those
encountered are slaveholders themselves, always willing to talk about
how well they treat their property.
Outlanders are cautioned if they are not of the three approved stocks:
you will be watched closely. Often, merchants will have their staff
disguise and act as slaves in order to avoid the risk.
Government
In Lemuria, The High King is the High Priest of Mansa, and by decree
has declared himself a High Priest of Paria. He and his family have
their estates within Mansa’s Temple.
It is often questioned if he truly is a Priest of Mansa, since this does
little for the God of War’s reputation.
The Priesthood, composed entirely of Royal family members, also
serve as the Inquisitors, the law and power in the realm, appointed by
the High King.
The government is corrupt, untrustworthy, and criminal in their
outlook.
Law & Rights
Slaves in Lemuria are fitted with a collar made of silver, a thin band,
about ¼ inch high, very thin, with detailed arcane etchings along the
inside. A Slavemaster, usually a Wizard trained as an apprentice in
the Slaver’s Guild, takes the large hoop and positions it before casting
a spell that tightens it. Slaves are then marked until it is removed,
which requires magic. Slaves have no rights, no names, no property,
and defiance or refusal is met with death, or at the bare minimum
torture (via the collar).
Freemen are pretty much allowed to do what they want, except to
other freemen – and masculine is the proper determinant. The
punishment for crimes here is always enslavement, and the Royal
family passes all judgments via appointed Inquisitors.

Econ Class

% Wealth

% Pop

Enslaved

Enslaved
Income/Day

Enslaved

--%

50%

--

Wretched

1%

15%

1 cp

Squalid

2%

10%

3 cp

11%

11%

5 cp

Modest

4%

5%

50 cp

Comfortable

5%

4%

150 cp

Wealthy

13%

3%

300 cp

Aristocratic

14%

2%

600 cp

Noble

50%

1%

1000 cp

Poor

Government
Type

Hereditary Monarchy

Hierarchy

Patriarchal

Ruling Body

Junta

Theocracy

Local Bodies
City

Inquisitor

Town

Inquisitor

Village

Inquisitor

Hamlet

Inquisitor

Patrols By

Corpsmen

Police

Inquisitors – Royal family members

Presumed

Guilty

Defense

None

Judge Title

Inquisitor

Jury

None

Appeal

None

Sentences

Enslavement, Death

Prisons

None
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Military
The Squad of the Lemurian military is made up of four enslaved
conscripts led by a freeman Sarge. This five man crew is grouped for
air, sea, and land activities into a Platoon (a ship for naval purposes)
of 20 led by a Captain. Four platoons report to a Commander who
oversees a cohort. Four Cohorts are combined to create a Legion, led
by a Legionnaire. Four Legions are led by a Regiment Major, and they
are grouped into a division led by a General. To be an officer requires
one be a freeman, and leadership of the assorted armies is by assigned
post underneath an Inquisitor.
Lemuria’s Cavalry is joined by the large, sail driven, wheeled warcraft
they use to cruise their gently hilled plains. These resemble a standard
sailboat on massive wheels – usually six or eight, with a sail-based
rudder.
Lemuria also somehow has a small contingent of airships that they
use to quite deadly result on Pirates and scoundrels alike. It is
important to note that officially Piracy is condemned by Lemurian
royalty and there are rewards out for many of the more notorious
ones. However, only the military seems to have any real interest in
dealing with them, and that is hobbled by their relying on mostly
merchant vessels.
Commerce
It is said that anything stolen can be found in the Ports of Lemuria.
The second most popular line of work in Lemuria is Piracy, usually
under false colors, though it is still well known among the populace
that the Pirates will come to Lemuria’s port because it does not turn
away any man who has goods to sell, brings slaves, or spends freely.
This is despite the high taxes that the royal family has placed on all
transactions – a novel way of doing so that avoids their having to
sponsor lieges outside the family.
Lemuria’s more noble side is upstanding, trustworthy, and precise,
and they produce some essentials that keep them from being
challenged overmuch.
One of the things Lemuria is most famous for is that they provide
many of the peculiar goods and items that Wizards, Warlocks,
Sorcerers, and similar arcane practitioners employ in their spells. They
are also the principal supplier of ginger, and the only place currently
growing sugar cane.
It should be noted that slaves are also branded, upper left rear
shoulder.
Regional Norms
Lemuria is a nation at war. They are at war with Islandia, the nomads
of which have banded together to resist the plantations that are being
set up on their islands. They are at war with Aztlan, from which they
are in open rebellion – though they have been formally recognized by
Acadia and have the support of the Mages Guild.
The only permissible Gods to worship in Lemuria are Mansa and
Paria, though this is a recent change, within the last five years. And it
is a sentence of death to mention the strange manse that sits behind
the Temple of Mansa in its shadow.
As a nation at war, they have shifted much of their internal effort to
describing it as defending their way of life and preserving what they
have fought for so strongly. They take their motto quite seriously.
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Units

Infantry

Cavalry

Naval

Squad Size

4

4

6

Leader

Sarge

Sarge

Platoon

4 Squads

4 Squads

1 Ship

Cohort

4 Platoons

4 Wings

4 Ships

Legion

4 Cohorts

4 Cohorts

4 Cohorts

Regiment

4 Legions

4 Legions

4 Legions

Division

4 Regiments

4 Regiment

Battleships

10

Destroyers

10

Frigates

10

Vessels

180

Warcraft

10

Battlecraft

10

Skycraft

10

Staple Foods

Rice

Citrus

Oats

Beans

Taro

Turnips

Yams

Sorghum

Soybeans

Lentils

Sheep

Fish

Chickpeas

Peas

Figs

Olives

Goats

Banana

Coconut

Papaya

Avocado

Plantain

Peanuts

Mango

Ginger

Pineapple

Trade Goods

Spell Components

Vellum

Paper

Inks

Rarities

Coffee

Cocoa

Tea

Rice

Fish

Soybeans

Alfalfa

Latex

Figs

Olives

Oil

Goats

Wool

Textiles

Flax

Hemp

Coconut

Ginger

Peanuts

Sugar Cane

Virtues

Vices

Kinship & Courtship
Courtship in Lemuria is entirely done by the father of the Groom, who
selects a bride and informs her family. They, in turn, must pay a
Groom price to the Father, intent being it will be used to care for her.
The son usually has no say in the matter. Eldest sons inherit, and
others are expected to serve him, first and foremost. He, in turn, must
serve his father.
A woman without a husband is the property of her eldest son. If there
is no son, she is the property of the eldest male in her family,
assuming they want her.
The father is the absolute head of the family. He could sell a member
of his family off to pay debts, or to gain capital, or simply because he
doesn’t want them.
The only other person of value in a family is the eldest son, who is
discouraged from building bonds with his mother or siblings.
Factions
The Factions of Lemuria are more about the banners under which the
people rebel – they are the leading Houses. Beyond that Guilds have
all the power in Lemuria.

Hierarchy

Patriarchy

Loci

Patrilocal – moves to groom’s Father

Lineage

Patrilineal

Inheritance

Eldest Son

Marriage

Arranged, by Son’s parents

Debts

Groom Price – bride’s parents pay

Surname

Determined by the father

Quirks

Daughters are a burden to a family,

only slightly more useful than third or fourth sons if
The family has wealth. Many younger sons and
daughters are sold into slavery to pay debts.
Major Factions
Red

Green

Worldview
Slavery is the defining feature of this realm, both internally and
externally. Much of the wealth, though not all is centered around the
idea of slavery, and all manual work is done by slaves.

Black

Blue

Yellow

Brown

Features
Complexion
Hair
Eye
Ability Score

+1 to any ability, max 20

Lang Slots

2

Accent

Texas drawl

Classes

Allowed

Races

Allowed

Barbarian

--

Cambion

X – Slave

Bard

X

Dwarf

X

Cleric

X

Elf

X

Druid

--

Elohim

X

Mekanik

X

Fay

X

Monk

X

Gnome

X

Paladin

--

Gobkin

X - Slave

Ranger

--

Human

X

Rogue

X

Therian

X - Slave

Sorcerer

X

Warlock

X

Warrior

X

Wizard

--
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LIONES
THE SHOPPES AT LYONESSE

Patrons

Vulcana

Alfey

Languages

Lionian

Kraftwerd

Common

Trade

Writing

Lyric
Example Of Writing

People

Greeting

Hya

Example

Goods

Parting

T’cair

Motto

Crafts

M Honorific

Symbolism

Derogatory

F Honorific

Coinage

N Honorific

CP

Dread

Timur

Notable Settlements

Shape

Value

SP

Cities

EP

Towns

GP

Villages

PP

Hamlets

Social Class
S. Class

Introduction

Name

% Wealth

% Pop

Enslaved

0%

9%

Serf

10%

15%

Poor

10%

20%

Artisan

10%

10%

Guildsman

10%

10%

Craftsman

10%

10%

Tradesman

10%

10%

Merchant

10%

10%

Patron

10%

3%

Aristocrat

10%

2%

Nobility

10%

1%
Economic Class

E. Class

% Wealth

Enslaved
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% Pop

Income/Day

9%

0

Wretched

12%

5%

5 cp

Squalid

12%

5%

1 sp

Poor

12%

25%

2 sp

Modest

12%

25%

1 gp

Comfortable

12%

15%

2 gp

Wealthy

12%

13%

4 gp

Aristocratic

12%

2%

10 gp

Noble

15.5%

1%

20 gp

Government, Law, and Military
Government
Type
Hierarchy
Ruling Body
Local

Police

Court

Law

City Quarter
Town
Village
Hamlet
Trial?

Jury?

Presumed?

Appeal

Sentences
Prisons
Patrols by

Group Size:

Squad Size:

Corporal =

Platoon

Sargent =

Company

Lieutenant =

Cohort

Captain =

Legion

Major =

Brigade

Brigadier =

Division

Colonel =

Army

General =

Warcraft

Warships

Airships

Other

Military

Commerce

Staple Goods

Trade Goods
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Regional Information

Hierarchy

Lineage

Loci

Surname

Marriage:

Quirks

Virtues

Vices

Notable People

Faction Types

Complexion
Hair Colors
Eye Colors
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Ability Score

+1 Int

Accent

They talk fast, with a lot of “like” and
“uh”

Restrictions:

No Barbarians, no Therians

+1 Wis

MATSAKI

Patrons

Gaea

Lamia

Languages

Matsa

Trade

Common

Official Name

The Sultanate of Matsaki

People

Matsaki

Greeting

Ala!

Writing

Matic

Goods

Matsikan

Parting

Devwa!

Example

Example Of Writing

Crafts

Matsikan

M Honorific

My Lord

Motto

Be One With the Land

Derogatory

Sandscum

F Honorific

My Lady

Symbolism

Dread

Belial

N Honorific

--

Coinage

Shape

Name

Value

CP

round

Dekadin

1:1

SP

round

Qidin

1:1

Towns

EP

round

Hadin

1:1

Villages

GP

round

Dinar

1:1

Hamlets

PP

round

Haladin

1:1

Notable Settlements
Cities

Sheba

Samarkand

Regional Map

Notable Persons
Person
Nomi

Introduction

Reason

Marx

Shana of

Sheba

House of

Morlin

Floating

Tapestries

House of

Aladin

Newer Noble House

Shirizad

Dinazad

Sultana

Matsaki

Dinazad

Talmin

Sultan

Matsaki

Social Class

% Wealth

% Pop

On the first month anniversary of their wedding, it was a night without
moonlight, and a storm raged outside, and the Sultan Matsaki of the day
feared his son’s new wife had brought a curse with her. He sought to kill her,
but began to tell him tales instead, and for a year and a day her death was held
up, whereupon he died the following morning and his son became Sultan.

Enslaved

0%

8%

Serf

3%

19%

Low

5%

15%

Artisan

6%

12%

That was five years ago, and the Sultana still rules beside her husband, a year
older and so the Regent. This gives much of the character of Matsaki in one
blow – they are a people of passion, of superstition, and of piety. The lands are
high steppe, fertile but stony, and require much work to bring from them the
fruits of one’s labor. This close tie to the elements has led the people to become
more aware and more involved with the spirits of the world, and they are a
welcoming people who care not what you did before coming here, but care
deeply about what you do while you are there.

Guildsman

7%

10%

Matsaki is very different from the other realms, and few would say ill of them
– lest they find themselves visited in the night.

Craftsman

8%

9%

Tradesman

9%

8%

Merchant

10%

7%

Patron

11%

6%

Aristocrat

12%

5%

Nobility

13%

0.75%

Royalty

16%

0.25%
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Regional Information
Matsaki is ruled by the House of Sharasin, one of the 27 founding
Houses of the realm. The port city of Matsaki is a bit wilder than the
Interior, possibly due to the influence of the Sultana, one of the
famous Song daughters from Aztlan.

Cambion

Matsaki is tied to the world around it, and the people have a strong
habit of surprising others with gifts of summoning. It is not
uncommon to see a summoning circle used here, or to stumble across
a summoned servant. The Matsaki have even developed ways of
summoning people, binding them the same way they bind being from
the outer planes.
This has, in turn, led to a great many Cambion, but also a great deal of
stories and tales about deals and bindings gone wrong. There are wild
elemental beings in the sandy dunes and rolling steppes of the realm,
and for the people here, the world is a live in ways that few can
explain.
Matsaki is a difficult place to survive at times. While there is rain, the
soil is quickly dry, and this makes it difficult to rely on. The river
systems are mostly small streams, easily forded, but prone to flooding
in sudden waves that sweep through the narrow canyons.
Still, they have surprising ability to endure, and rather than work
against nature, they work with it. Matsikan crafts are prized by many
for their attention to detail and their love of plant and animal inspired
motifs, even though most have never seen the animals so depicted.
Despite a high level of poverty, most Matsaki people are happy,
healthy, and able to meet their needs among themselves – which
seems to be all they want.

Government
The Sultan is a strong ruler, very much a part of his people. He
maintains the custom of knowledge of the Dark Arts, as magery is
called in Matsaki, and is skilled at the cultural hobby of summoning.
He sits at the head of the Shura, usually silent, but unafraid to speak
up before his viziers – he appointed all of them, though, and has faith
in each of them. The Shura makes no law that has already been made,
but there are many arguments about should punishments change.
Much of what they deal with are affairs of state, and interpretation.
The Viziers are leadership in settlements, with a Shamus and a
Chancellor, the police and judge respectively.

Law & Rights
Matsikan Law is fairly simple and very direct: Don’t steal, don’t
dishonor the dead, don’t be disrespectful, and so forth. They use a
prison system, with specific sentences for each crime, and they never
run concurrently. They have more prisons than anyone else, mostly
filled with those on short stays of a month or so. The worst cases are
sent to the prison island of Blackden. Religious crimes are sentenced
to Ararat, a mountain prison. Most are carved below ground and are
guarded and noticed only by the small building that sits atop them.
Appeal can often take longer than the sentence.
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Race

% Wealth

% Pop

10%

10%

Dwarf

3%

5%

Elf

1%

3%

Elohim

10%

10%

Fay

10%

10%

Gnome

10%

10%

Gobkin

1%

1%

Human

50%

46%

Therian

0%

0%

Econ Class

% Wealth

% Pop

Income/Day

Enslaved

0%

8%

Wretched

1%

19%

Squalid

3%

29%

Poor

4%

18%

Modest

7%

11%

Comfortable

11%

7%

Wealthy

18%

4%

Aristocratic

26%

3%

Noble

30%

1%

--

Republican Monarchy

Government
Type

Meritocracy

Hierarchy

Patriarchy

Ruling Body

Shura, composed of Viziers

Local Bodies
City

Vizier

Shamus

Chancellor

Town

Vizier

Shamus

Chancellor

Village

Vizier

Shamus

Chancellor

Hamlet

Wazir

Shamus

Chancellor

Patrols By

Military

Police

Shamus

Presumed

Innocent

Defense

Self or Appointed

Judge Title

Tribunal of Vizier,

Jury

A body of five, conscripted

Appeal

Next up the chain, to Sultanate

Sentences

Prison or Ordeal. Prison is always chosen.

Prisons

Ararat

Medouin

Kalifan

Resorat

Komingar

Trafalgar

Blackden

Military

Units

Cavalry, Support, Air, Navy

There are two types of mounted military units – The Cavalry and the
Charioteers. Both are noted for their heavily armored mounts and riders, and
the Matsaki military makes grand use of their many types of mounts and long
spears or glaives as standard weapon, mixed with short swords. They do not
commonly use shields.

Squad Size

12 plus 1 leader and 2 corporals

Leader

Sargent

Platoon

Ensign

The Mounts are how the units are divided – Elephants, Horses, and a strange,
six legged, deer like beast called a Skurah are the three main forms. The Skurah
draw Chariots, the Elephants are akin to warcraft, and the Horse are used
similarly to Infantry elsewhere. They also use a very specific form of airship,
unique to them, that consists of a thick fabric or tapestry held taught between
wooden or bamboo frames.

Cohort

Captain

Legion

Major

Regiment

Commodore

Division

General (Admiral)

Units are built in teams, including support and logistics, a variance from the
norm that employs oxen and goats in teams so that each unit at the Cohort
level or above is completely self-supportive. There is little that a unit cannot do
on its own, including mobile forges.

Weapons

Bow

Glaive

Short sword

Mint

Barley
Sheep

This does mean that a cohort is around 200 soldiers in size, each of them a
fighter, but with specific additional skills. This is why there is no infantry.
The Matsaki have faced the wrath of Acadia in the past and developed wicked
ballistae in response that have immense range and great accuracy, typically
able to ignite fires on airships.

Commerce
Roughly half the world’s supply of salt comes from Matsaki. They are
also known for using a unique strong material in their weapons and
armor – lighter than steel, not quite as strong unless adamant is
added. Matsaki weapons and armor are around two thirds the normal
weight but provide slightly less defensive ability. They use little iron,
as importation is expensive, but they also provide much of the
alternative metals in the world.
Matsaki weapons are also unique looking, being single edged,
somewhat curved blades. This has given them a unique fighting style.
They make a soft, supple yet strong fabric that rumor says is woven
from metal, wool, and cotton spun into a single thread. Very
expensive, it is prized by many noble families.
There is a burgeoning trade between Liones and Matsaki in the thick,
bamboo framed flying tapestries that are produced by the House of
Morlin and the House of Aladin. It seems that Liones has found
greater interest in them than it has the Airships of the House of Skye.

Staple Foods
Wheat

Beef

Rye

Pigs

Chicken

Rice

Trade Goods
Wool

Frankincense

Myrrh

Ivory

Salt

Tin

Nickel

Titanium

Zinc

Aluminum

Antimony

Textiles

Tungsten

Chromite

Magnesium

Ebony

Cardamom

Turmeric

Cassia

Pepper

Chilies (hot)

Obsidian

Pearls

Sandalwood

Regional Norms

Virtues

Vices

Taxes in Matsaki are used to provide income for the needy, including
the poor, elderly, orphans, widows and the disabled first. After that
they go to funding military needs, and then other needs. There is a
minimum tax paid by all who are of modest or higher means equal to
10%, in addition to the expectation of Tithing at the Temple (10%) and
to a 10% tax on all exchanges. The last two are expected of even
visitors.

Integrity

Break the law

Piety

Sowing doubt

Devotion

Insincerity

Forgiveness

Betrayal

Charity

Absence of Trust

Healing in Matsaki is developed around the presence of something
called a hospital, where healers are working together and where the
sick are brought. These are large buildings, and beautiful.

Tolerance
Honesty
Kindness
Mercy
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Kinship & Courtship
It is the father's religious obligation to find a suitable husband for his daughter
and it is recommended that the husband be intelligent, well-brought up, and
have productive land. Furthermore, it is the father or guardian's duty to
represent the bride and negotiate a marriage contract. The contract stipulates
the money and property that belong to the bride, defins the clout of the
husband, and characterizes what restrictions can be placed on the wife.
A woman could choose not to marry the man that her father picked out. If the
woman's father has not found a suitable husband for her by the time she
reached the age of 7, the woman can marry whom she wishes without the
consent of her father. The father is not allowed to disinherit his daughter for
doing this, but if the daughter still precedes in marriage her inheritance can be
reduced. The husband is required to give a marriage gift of stipulated amount
to his new bride. This gift is fully in her possession, including in the case of
separation, and the husband could not decline to pay the bride-price.
A man is legally required to marry a woman if she is unmarried and he has
slept with her in the same room.

Factions

Hierarchy

Egaliarchy

Loci

any

Lineage

Patrilineal

Inheritance

Eldest child

Marriage

Arranged among fathers.

Debts

Husband pays a bride price to bride

Surname

Surname is the given name of spouse

Quirks

Polygyny is common in Matsaki.

There are three tiers of wives: Contract, Subordinate,
and Dependent, in order of inheritance, rights, and
power. Dependent wives are often in harems.
Major Factions

The 27 Houses of Matsaki are the closest to factions, with their broad reach into
the society and structure. The firm hand of the House of Usher keeps them in
check as best it can – the rest is up to time and tide.

Features

Highlights
The five elements play a significant role in Matsaki society, and there
are many small altars to elemental powers. This may be borne out by
the high percentage of nonhuman people among the population –
nowhere else are there so many Cambions and Elohim. Of note is that
Therians are not allowed in Matsaki settlements – there are many
ancient stories about wicked sprit that they resemble, and the hostility
towards them is palpable.
It is said the Old Ones still have a footing here in Matsaki, though
there is little to show it.
Matsaki tend to be much freer about people than in many other
realms, and as a result have a high percentage of halfbreeds than
anywhere else. Indeed, because halfbreeds tend to be better liked here,
they outnumber their fullbreed relatives, and intermarrying is quite
common.
Matsukan Surnames only exist when one is married. Each spouse
takes as their surname the given name of the other. Lineage is tracked
through the father, who has a House to which they belong. Houses
have all founded villages, and it is said that Sheba was the first inland
to become a City, though Samarkand is now the second.
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Complexion
Hair
Eye
Ability Score

+1 to Hon, +1 Str, +1 Con

Lang Slots

1

Accent

Matsaki have a latinesque accent

Classes

Allowed

Races

Allowed

Barbarian

--

Cambion

X

Bard

X

Dwarf

X

Cleric

X

Elf

X

Druid

X

Elohim

X

Mekanik

X

Fay

X

Monk

X

Gnome

X

Paladin

X

Gobkin

X

Ranger

X

Human

X

Rogue

X

Therian

--

Sorcerer

X

Warlock

X

Warrior

X

Wizard

--

QIVIRA

Patrons

Ululani

Languages

Qivi

Common

Trade

Shanty

PRINCIPATE OF QIVIRA

Writing

Qivic

People

Qiva

Greeting

Hoya

Example

Example Of Writing

Goods

Qivan

Parting

Yanahey

Motto

Compassion, Frugality, Humility

Crafts

Qivrian

M Honorific

Meir

Symbolism

Feathers, Green, 5, 25

Derogatory

Kibbles

F Honorific

Miss

Coinage

Shape

Name

Value

Dread

Dusit

N Honorific

Moa

CP

Circle

Pin

1:1

SP

Triangle

Kwa

1:1

EP

Square

Nik

1:1

Towns

GP

Rectangle

Dol

1:1

Villages

PP

Oblong

Chiem

1:1

Notable Settlements
Cities

Qivira

Harahey

Hamlets

Social Class
S. Class

% Wealth

% Pop

Enslaved

0%

0%

Serf

0%

0%

Poor

1%

26%

Artisan

2%

17%

Guildsman

3%

15%

Craftsman

5%

13%

Tradesman

7%

11%

Merchant

9%

7%

Patron

11%

5%

Introduction

Aristocrat

13%

3%

Sheltered between the Persian and Russian mountains, and acting as a
buffer between Eldorado and Durango, lies the youngest of the Bright
Realms, Qivira, not quite 75 yet.

Nobility

49%

3%

Yet within that time, Qivira has become known for wines that are
rapidly becoming the best, for Horses that are unmatched in strength,
speed, and desirability, and a people who take every craft, every effort,
and pour their very selves into it.

Economic Class
E. Class

% Wealth

% Pop

Income/Day

Enslaved

0%

0%

--

Wretched

1%

10%

1 cp

Qivira is not a realm that is overly concerned with the wealth and
driving passions of the wider Realms, it looks to a simpler, more
beautiful way of being – much like the Princess herself, who has
devoted her life to mastering the skill and craft of governance, as her
mother did before her, and who has been paying much attention to her
eastern neighbors.

Squalid

2%

15%

1 sp

Poor

3%

25%

1 ep

Modest

5%

20%

1 gp

Comfortable

7%

15%

2 gp

Pastoral, serene, untroubled: Qivira is a garden realm.

Wealthy

20%

10%

4 gp

Aristocratic

13%

3%

8 gp

Noble

49%

3%

10 pp

Government, Law, & Rights
Government
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Qivira is a bit of a strange place when it comes to government.
Nominally, the Princess is the head of state, but her responsibilities are
limited to matters which relate to resources allocation, trade, and social
negotiations. The Prince is responsible for gathering resources, warfare,
and spiritual/health issues.

Type

Binary Republican Monarchy

Hierarchy

Matriarchy

Ruling Body

Princess, Prince, Council

Local

Police

Court

Law

City Quarter

Reeve

Elder

Councilor

Town

Reeve

Elder

Councilor

Village

Reeve

Elder

Councilor

The Prince and Princess must each sign off on any laws the Council
makes, and the current Princess makes quite certain there is a high
level of need and that it will do little harm.

Hamlet

Reeve

Elder

Councilor

Trial?

Yes, open

Jury?

No

The Prince is in charge of law enforcement, but the Princess has the
courts. He oversees the Reeves, a subunit of the Army, personally,
serving as Reeve General in an unusual turn.

Presumed?

Innocent

Appeal

Next up

Sentences

Prison

Work

Ordeal

Prisons

Blackrock

Bloodrock

Hearthrock

Patrols by

Army

Group
Size:

Squad

Military

Infantry?

Cavalry?

Navy?

Air?

The Cavalry of Qivira has been known to travel from the mines to the
sea in three days, and still be ready for a fight. Faster, stronger, and
more enduring, a Qivra soldier is a volunteer who seeks to master the
arts of battle and combat, and trains unceasingly for it. The same
applies for all their forces, though they have yet to be able to afford any
airships (something the Prince wants to fix).

Yes

Yes

Yes

No

Squad Size:

4

Corporal =

Korman

Platoon

5 Squads

Sargent =

Boss

Company

5 Plats

Lieutenant
=

Chief

Cohort

5 Comps

Captain =

Chief

Legion

5 Cohort

Major =

Chief

Brigade

5 Legion

Brigadier =

Chief

Division

5 Brigades

Colonel =

Chief

Army

5 Division

General =

Chief

Warcraft

10

Warships

15

Airships

None

Other

--

Plums

Grapes

Each of them is chosen from among the Youngest of the Houses of
Qivira following the death of the previous Prince or Princess, and
undergo a testing by the Council, which is entirely advisory otherwise.
There are 25 Ministers on the Council at present, a number that does
not appear to be expected to grow going forward.

The Prince can field a full Army, 3 divisions of infantry and2 of cavalry,
usually within a single day. Qivira prides itself on only needing
wooden walls around its settlements – and not around its fields, which
are incredibly well designed and extremely fruitful, producing a
surplus that is above and beyond the already well served military
needs.
It is rumored that the Prince wants to go to The Ancient Lands, and
brave the Gate of Belial, so he is trying to build his forces into
something capable of doing such – he calls it a crusade.
Commerce

Staple Goods

Trade is the province of the Princess, and she
drives an extremely hard bargain, though the
establishment of what to trade is the realm of
the Prince.

Berries

Nuts

Maize

Beans

Squash

Walnut

Hickory

Chicory

Hackberry

Deer

Bison

Rabbit

The Guilds are very powerful in Qivira, and
the vast majority of the people are engaged
with some craft or artistic endeavor, even if it
is not part of their usual work. The people are
industrious, dedicated, and sharp – many a
Qivra has gone out into the world to become
an apprentice of someone from another realm,
to learn a new skill. Qivran apprentices are even widely sought and
highly prized – it is said they will do the work of three others.

Turkey

Fish

Mussels

Pumpkin

Clay

Straw

Regional Norms & Local Outlook
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Trade Goods
Alfalfa

Horses

Turkey

Squash

Hickory

Walnut

Chicory

Copper

Tin

Stone

Crafts

Arts

Hierarchy

Matriarchy

Lineage

Mother’s

Loci

Matrilocal

Surname

Father’s

It should be noted directly that yes, it is customary on becoming a
youth for a Qivra to be tattooed around the eyes. It is a deeply held
custom that is personal for each person and serves to mark them as
Qivrani for the rest of their lives.

Marriage:

Love

Spouse Debt:

None

Quirks

Lineage is nominally matrilineal, but

Although there is a high level of inequality in wealth in Qivira, it is not
such a huge factor, and the wealth is used almost entirely with those
outside the realm, for inside there is a much stronger barter system and
prices are kept affordable (even the public houses will let someone
sleep the night and eat a meal for a single Pin).

in practice, boys trace their ancestry through their

Cleanliness is a key element of the culture – there are usually baths in
every settlement, and some hamlets have grown up around hot springs
that are prized for their warmth and the attentiveness of the staff.
For a Qivra, there is no more honest or true a thing that a good day’s
work done. They practice it, and everything they do is ritualized to
some degree as a result, with the goal to be the absolute best – not
merely in the craft itself, but in the way that craft is done, in the way
that craft is in service to the wider world, and in the way that it fits
with nature.
Qivra are all farmers, as well – each House has its own Farm beyond
the walls, and it is always tended to, as that is how they expect to feed
themselves. The typical farm is around 24 acres, and the fields within it
can provide as much as three fields of the same size in Aztlan or
Eldorado. They are masters of farming.
This is not to say that there isn’t tension. The Council appoints the
head of state, and it was determined this meant they could install a
Regent for other cities who serves as the representative for the Prince
and Princess.
Lord Harahey is the Regent of the Harahey itself, the only other city in
Qivira. Considered a puppet, the 5 year old is politely called a brat and
spoiled, and in his place the Council is often able to set policy and
agendas that do not always fit well with the Prince and Princess.
The Houses of Qivira are all headed by two people – typically trained
to take over those roles by their predecessors – who operate in the same
manner as the Prince and Princess in terms of division of roles.
There are 125 Houses, and each is slowly working on becoming a selfsufficient unit of its own through having a dedicated Town that is
wholly theirs.

father’s line, and girls through their mother’s.
Virtues

Vices

Quiet

Selfishness

Composed

Wrathful

Graceful

Dishonor

Appealing

Rudeness

Gracious

Envious

Skillful

Disloyalty

Disciplined

Dishonesty

Notable People
Lord of Harahey, Regent of Harahey, Albert.
Princess Buttercup
Prince Wesley

House

Faction Types

Guild

Complexion

When someone marries, they move into the House of the Mother of the
Bride, and inheritance of property is always by the youngest woman in
the family. It is said that this is because in other realms, daughters are
seen as a burden, when daughters are the future and should be
treasured.

Hair Colors

Ability Score

+1 Con

The mother of the Princess, who officially and in actuality owns the
Royal Castle, is called the Queen Mother, though she was Qivira’s first
Princess, and ruled for nearly 30 years. She was a strong-willed
woman and a fierce warrior queen, famous for using a short sword,
preferring to use some bracers for a shield, and being an expert at the
use of the lasso. She is also possibly the last person in Qivira who did
not acquire the jewel toned coloring of the Qivras that Ululani is said to
have blessed them with.

Accent

Slow, emphasis on vowels, clipped
consonants.

Restrictions:

No Barbarian, no Mekanik.

Eye Colors
+1 Cha
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SIBOLA

Patrons

Paragon

Gallae

Languages

Sibolan

Sibolese

Trade

Common

Official Name
People

Sibolan

Greeting

Hello!

Goods

Sibolan

Parting

Farewell!

Crafts

Sibolese

M Honorific

Sir

Motto

Derogatory

Schmolians

F Honorific

Ma’am

Symbolism

Dread

Belial

N Honorific

Zi’im

Notable Settlements
Cities

Lundun

Verlin

Parsi

Towns
Villages

Barovia

Hamlets

Writing

Sibolese

Example

Example Of Writing

Coinage

Shape

Pence

1:1

SP

Round

Schilling

1:1

EP

Round

Florin

1:1

GP

Round

Mark

1:1

PP

Round

Shrike

1:1

Notable Persons
Acrasia

Commanding a high promontory that gives a wonderful view of the
sea, the Royal family lives in the Palace, and is concerned mostly with
affairs of state beyond the borders.
While it is true that Bards are not allowed to perform, it is not true
that the realm forbids music, song, or entertainment. This is due to a
Bard who created a rather insulting song about the King.
Sibola is the Father of Cities, the First, and the largest. If you cannot
find what you seek here, then it may not be available anywhere.
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Value

Round

Person

Just shy of 299 years ago, the remaining few survivors of the God’s
War finally reached a sea. It was a calm, bright day, and after decades
of wandering, surviving the Wylde, they decided to stop there in this
land of peace and plenty. The House of Ushi-sher had led them here,
and they proclaimed their leader King, and began building what
became Sibola. The largest, most prosperous realm in the Bright
Lands, named for the first Princess.

Name

CP

Regional Map

Introduction

Simballa

Reason

Le Fay

Social Class

Witch of

Dangeld

High King

Of Sibola

% Wealth

% Pop

Enslaved

0%

3%

Serf

1%

21%

Low

2%

13%

Artisan

3%

8%

Guildsman

5%

12%

Craftsman

6%

11%

Tradesman

7%

13%

Merchant

8%

8%

Patron

10%

5%

Aristocrat

13%

3%

Nobility

18%

2%

Royalty

27%

1%

Regional Information

Race

% Wealth

Cambion

1%

8%

Dwarf

15%

12%

Elf

20%

12%

Elohim

7%

8%

Fay

1%

4%

Gnome

1%

4%

Gobkin

0%

0.5%

Human

55%

50%

Therian

0%

0.5%

Econ Class

Government
The King is the Lord and Master, who grants fiefdoms in exchange for
allegiance and oaths as the Liege. Beneath him are Dukes, Counts,
Viscounts, Barons, and Earls in that order. Dukes for cities, Counts for
towns, Viscounts for villages, Barons for hamlets, and Earls for
steadings. Each noble is the law in his assigned area. They appoint a
Warden, Marshal, Sheriff, or Constable, and a Tribunal, Magistrate,
Judge, or Jurist.
While they do not have to do so, most usually have an advisor, a court
mage, and assorted others to provide advice on running their
landgrant. They have final say and are the law, subject only to their
Liege lord (next rank above).

Law & Rights
Anyone accused of a crime in Sibola has the right to trial by ordeal. The
Ordeals allowed are Arms, Casting, Fire, Water, Stone, and Wind. Most choose
trial by arms or casting, as few want to be burned at the stake, drowned in a
river, crushed under stones, or hurled off a cliff. It doesn’t always work, as the
lord may choose that sentence anyway (Bards are familiar with this in Sibola).
Trials are conducted by the judge, with an appointed Deputy of the local law
handling the prosecution. Sentences are handed down by the local Lord.
Prisons are all underground, small, and used mostly for prisoners whom it is
not wise to kill, maim, or otherwise punish. They are not very pleasant places,
and always have a deep shaft.

% Pop

% Wealth

% Pop

Income/Day

Enslaved

0%

3%

0

Wretched

1%

10%

1 cp

Squalid

2%

11%

10 cp

Poor

5%

13%

20 sp

Modest

9%

30%

100 cp

Comfortable

15%

22%

200 cp

Wealthy

10%

5%

400 cp

Aristocratic

13%

3%

1000 cp

Noble

45%

3%

5000 cp

Government
Type

Hereditary autocratic monarchy

Hierarchy

Patriarchal

Ruling Body

House of Ushi-sher

Manorial, Feudal

Local Bodies
City

Duke

Warden

Tribunal

Town

Count

Marshal

Magistrate

Village

Viscount

Sheriff

Judge

Hamlet

Baron

Constable

Jurist

Patrols By

Local Garrison.

Police

Local Garrison

Presumed

Varies

Defense

Minimal

Judge Title

By region

Jury

None

Appeal

Limited

Sentences

Capital, Confinement

Prisons

Military

Units

Inf/Cav

Air/Navy

Mage
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Squad Size
Leader
Platoon
Cohort
Legion
Regiment
Division

Colonel

Commodore

Cheese

Wheat

Barley

Oats

Rye

Bread

Potage

Eggs

Fish

Cured Meat

Apples

Pears

Pork

Cabbage

Turnip

Parsnip

Mushrooms

Broccoli

Cauliflower

Coal

Timber

Battleships
Destroyers
Frigates
Vessels
Warcraft
Battlecraft
Skycraft

Commerce
Markets are usually open eightday through tenday, weekly. Sibola
does not export a great deal but serves as a major center of trade and
commerce since it is the most stable place to do so, with low taxes and
broad support. It has the largest docks in the Bright Lands, safer than
other location, and a much freer open port.
The Markets are in designated areas, covered in the rains, open in
sunnier times. The broad avenues usually have much custom, but
horses are not permitted, and carriages are blocked out. There is often
a festive atmosphere, and the market garden – large open lawn areas
in the center of the market squares – usually has performers and
events.
Sibola is sometimes called the city of lights, for there are natural gas
lamplights throughout the city that are lit by hand starting about 8
hour by teams of local lampmasters. This allows commerce to happen
even at night, and the city is known for late night shenanigans that the
local policing teams keep from getting too out of hand.

Staple Foods

Trade Goods
Wool

Regional Norms

Virtues

Vices

Sibola is a typical and straightforward social culture resembling a perception
of medieval Europe most commonly found in fantasy games.

Courage

Gluttony

Temperance

Greed

Charitability

Envy

Pride

Sadness

Loyalty

Wrath

Honor

Boastfulness

Equanimity

Despair

Wit

Disloyalty

Honesty

Fornication

Merchants are the big players, organized by guilds, who control trade
of a certain type. The guilds established in Sibola have control or
influence over most of the Bright Lands, and even the Wizards have a
guildhouse with ethical rules to follow. Guilds set the stage and tone
of all transactions and act as arbiters in trade disputes.
Guilds are where one goes when you need a certain kind of worker in
Towns or cities, as well, and guilds hire and act as middlemen for
much of the commerce and employment of the world.

Kinship & Courtship
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Hierarchy

Patriarchy

Loci

Patrilocal, move to groom’s father

Women have some rights in Sibola. They can sue for divorce, and all
marriages are contracts, though usually between their father and their
father in law. Divorce is a shameful thing, but widowhood is worthy.
Women cannot own land nor title and are not educated beyond the
crafts they need to keep a home and children.
The Eldest son always inherits, including debts and obligations.
Women cannot have a debt or obligation beyond producing a male
heir and providing succor for a weary man.

Lineage

Patrilineal, by father

Inheritance

Eldest Son

Marriage

Arranged, Fathers

Debts

Bride’s family pays dowry

Surname

Patrinymic, father’s surname

By birth

Eldest Man

Quirks

Marriage is always arranged by fathers, though it can and often is
pushed initially by their children. The bride’s family pays a dowry to
the husband to ensure they take care – but that dowry is to be used for
the woman. Many marriages are done for business reasons.
Children are apprenticed out early, and most families have a foster
ward if they have a skill or craft of their own.

Factions

Major Factions

The only factions in Sibola are the Houses, which are Noble families.
However, many of the noble houses have members that have royal
lineage, and there is always much in the way of intrigue and mystery.
Sibola is a land where the King is mostly kept out of things, and the
nobility runs everything else.

Highlights

Features
Complexion
Hair
Eye
Ability Score

+1 Int, +1 Cha

Lang Slots

2

Accent
Classes

Allowed

Races

Allowed

Barbarian

--

Cambion

X

Bard

--

Dwarf

X

Cleric

X

Elf

X

Druid

X

Elohim

X

Mekanik

--

Fay

X

Monk

X

Gnome

X

Paladin

X

Gobkin

X

Ranger

X

Human

X

Rogue

X

Therian

--

Sorcerer

X

Warlock

X

Warrior

X

Wizard

X
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NOMADIC REALMS
There are some rarer ethnic backgrounds These are mostly Shadow Realm derived, nomadic, and variable. Coming
from these Realms does not give one many of the supportive features for classes.

WYLDER – NOMADS OF THE WYLDE

Patrons

Gaea

Paria

Antelle

Languages

Tribal

Tribe Trade

Trade

People

Wylde

Goods

Wild

Tribes

Each tribe has it’s own pattern or design

Derogatory

Savage

Crafts

Wild

Symbolism

Animism and Totemic

Dread

Pallor

Coin Equiv

Item

Notable Settlements

CP

Rare feather, polished stones

Camps

SP

Metal knife, clothing

Grounds

GP

Turquoise bead, woven blanket

Steadings

PP

Tribal Heirloom, livestock

Overview

Notable Persons
Person

For 65 Wyrlde years (around 245 Earth
years), the survivors of the God’s War
wandered among the world, until the
bulk of them settled into the protected
bay and founded Sibola.
But during those years, for a wide
variety of reasons, many groups and
families fell away or were left behind or
find their own path. These became the
Wylder peoples, nomadic and tribal,
typically having forged distinct cultures
and usually monoracial – so there are
indeed tribes of Elfs and Dwarfs as well
as humans.
Halfbreeds are rare, especially Gobkin and Cambion, as the Tribes
tend to slay them early or rarely meet enough to produce them. The
vast majority are bands of related peoples – sometimes from as many
as five families – who have managed to eke a living out among the
edges of society. The greatest crimes not worthy of death are met with
exile, which for a Wylder is as close to a merciful death as possible.

Reason

Race

Income/Day

% Wealth

% Pop

Cambion

th

1/5 cp

%

0.1%

Dwarf

2 cp

%

20%

Elf

2 cp

%

15%

Elohim

1 cp

%

1%

Fay

1 cp

%

0.5%

Gnome

1 cp

%

0.5%

Gobkin

1/5th cp

%

0.1%

Wylder folks can come from Patriarchal, Matriarchal, or Egaliarchal
tribes, though such only determines who has the greatest authority,
and not necessarily by sex, but by the roles they have taken on within
the tribe. They follow well known patterns otherwise, which helps to
overcome the language barriers, since the tribes each tend to have
their own.

Human

2 cp

%

47%

Therian

2cp

%

15%

Tribal Leadership

Ruling Body

Each Tribe has a Tribal Council made up of the eldest members of the
community in three different roles, each with an advisor of their
choosing and a random member of the tribe. The roles are Chieftain,
who is the Tribe’s leader, Warlord, who is the hunt and raid leader,
and the Shaman, who is the spiritual and cultural heart. The hierarchy
determines the feminine or masculine Chieftain, the Shaman is always
the opposite, and the warlord usually matches the Chieftain. Tribes
with a Witch Doctor usually have them as well.
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Tribal Council

Group

Chieftain

Warlord

Shaman

Tribe

Chieftain

Warlord

Shaman

Horde

Chieftain

Warlord

Shaman

Maurada

Chieftain

Warlord

Shaman

Trial?

By Ordeal or outright Council declared

Defense

Self only, usually limited

The council is a deliberate, tradition bound, considering group that
makes few decisions in haste, but has final say. Anyone before them
may speak their mind so long as they do it politely. They are judge,
jury, and lawmaking body all in one, with the warlord also acting as
the defacto police.

Sentences

Death, Exile, Corporal

War & Raid Parties
Band Size

7 to 21

Notes

Leader

Warlord

Tribes engage on raids and hunts, with

the Warlord overseeing both. They do not form rigid
commands, and rarely work with other tribes, as there
is scarce enough already. A tribe will have one warrior
for every six members of the tribe’s size – for a Horde,
that can be quite a lot.
Regional Norms
Tribes are nomadic, even though they may have small herds they
shepherd. They will usually move between two, three, or four camps
that are seasonal, following game. Some camps may have cultivated
crops, others may not. The tribe’s major goods are the Godgifts –
roundish wagons drawn by horse, oxen, mules, or goats. Each
married couple will have one, to store and carry their belongings.
Dominant members of a tribe are the protectors and providers,
subordinate members are the supporters and guiders – childcare,
home care, and meet the needs of dominant member.

Virtues

Vices

Respect for Elders

Betrayal/Treason

The Tribe before Self

Deceit, Deception

Self-reliance

Sloth, Laziness

Care for what you have

Rumor Mongering

Honor the world-life

Greed

There is also usually a match Price – paid by the dominant family to
the subordinate one (son’s family to daughter’s). It is meant to ease
the loss to the family.
Kinship & Courtship
The Tribe is the greater family, but within the tribe are the extended
family units, and such is tracked carefully, with a prohibition on
incest out to 2nd degrees. Parents have a say by hierarchy over the
children, and most often they arrange the marriages. About 60% of
Tribes are patriarchal, around 30% are matriarchal, and the rest are
more egalitarian.
One thing is always notable: a newly married couple will always find
a brand new wagon awaiting them the morning after they first make
love.

Hierarchy

Matri

Egali

Patri

Loci

Move to
Mother

Choice of
Move

Move to
Father

Lineage

Mother

By choice

Father

Inheritance

Eldest W

Eldest
Child

Eldest M

Marriage

Arranged

Lovematch

Arranged

Debts

None

Groom $

Bride $

Surname

Paternal

Tribal

Maternal

Highlights

Features

Wylder, like other shadow Realms, are very limited in their class
choices. Acolyte, Charlatan, Criminal, Entertainer, Folk Hero, Hermit,
Outlander, Sage, Soldier, Urchin, Clan Crafter, and Inheritor are the
only backgrounds possible.

Complexion

Wylder Tribes have peculiar and unique customs – these can be
identified in the XGE listing for Barbarians as traits of that class.

Ability Score

+1 to any two of Str, Con, Dex, Hon, San

Lang Slots

+1

Accent

Wylder sound like Clint Eastwood

Classes

Allowed

Wylder have a tremendous fondness for anything sweet, as they do
not often have such. They are much friendlier than given credit for,
and when they meet another tribe, there is more often some form of
trade of impromptu celebration than there is violence – unless there is
a history. The tribes have a very long memory.
The slavers of Lemuria have taken to raiding Tribes for slaves, which
makes them a bit more violent near the coasts.

Hair
Eyes

Classes

Allowed

Barbarian

X

R - Assassin

X

Tribal Bard

X

Rogue Scout

X

Shaman

X

Sorcerer

X

Druid

X

Witch Doctor

X

Ranger

X

Warrior

X

Rogue Thief

X
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CAHOKIA – THE SEASON’S CHILDREN

Patrons
Languages

People

Goods

Tribes

Derogatory

Crafts

Symbolism

Dread

Coin Equiv

Notable Settlements

CP

Villages

SP

Hamlets

GP

Steadings

PP

Overview

Shape Name

Notable Persons
Person

Race

Tribal Rules

Reason

Income/Day

% Wealth

% Pop

Cambion

%

%

Dwarf

%

%

Elf

%

%

Elohim

%

%

Fay

%

%

Gnome

%

%

Gobkin

%

%

Human

%

%

Therian

%

%

Ruling Body
Group
Tribe
Horde
Maurada
Trial?
Defense
Sentences
Military Units
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Value

Squad Size

Leader

Platoon
Cohort
Legion
Regiment
Division
Vessels

Regional Norms

Kinship & Courtship

Virtues

Sins

Hierarchy
Loci
Lineage
Inheritance
Marriage
Debts
Surname

Highlights

Features
Complexion
Hair
Eye
Ability Score
Lang Slots
Accent
Classes Allowed
Barbarian

Rogue Thief

Rogue Assassin

Rogue Scout

Warrior

Druid

Ranger

Tribal Bard

Shaman

WitchDoctor

Sorcerer
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ISLANDIA – PEOPLE OF THE ISLES

Patrons
Languages

People

Goods

Tribes

Derogatory

Crafts

Symbolism
Coin Equiv

Dread
Notable Settlements

Shape Name

Value

CP

Villages

SP

Hamlets

GP

Steadings

PP

Overview

Notable Persons
Person

% Wealth

% Pop

Cambion

%

%

Dwarf

%

%

Elf

%

%

Elohim

%

%

Fay

%

%

Gnome

%

%

Gobkin

%

%

Human

%

%

Therian

%

%

Race

Tribal Rules

Ruling Body
Group
Tribe
Horde
Maurada
Trial?
Defense
Sentences
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Reason

Income/Day

Military Units
Squad Size

Leader

Platoon
Cohort
Legion
Regiment
Division
Vessels

Regional Norms

Kinship & Courtship

Virtues

Sins

Hierarchy
Loci
Lineage
Inheritance
Marriage
Debts
Surname

Highlights

Features
Complexion
Hair
Eye
Ability Score
Lang Slots
Accent
Classes

Allowed

Classes

Allowed

Barbarian

Rogue Scout

Rogue Assassin

Rogue Thief

Tribal Bard

Witch Doctor

Shaman

Druid

Ranger

Sorcerer

Warlock

Warrior
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HYBOREA – THE PEOPLE OF THE PLAINS

Patrons
Languages

People

Goods

Tribes

Derogatory

Crafts

Symbolism
Coin Equiv

Dread
Notable Settlements

Shape Name

Value

CP

Villages

SP

Hamlets

GP

Steadings

PP

Overview

Notable Persons
Person

% Wealth

% Pop

Cambion

%

%

Dwarf

%

%

Elf

%

%

Elohim

%

%

Fay

%

%

Gnome

%

%

Gobkin

%

%

Human

%

%

Therian

%

%

Race

Tribal Rules

Ruling Body
Group
Tribe
Horde
Maurada
Trial?
Defense
Sentences

Military Units
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Reason

Income/Day

Squad Size

Leader

Platoon
Cohort
Legion
Regiment
Division
Vessels

Regional Norms

Kinship & Courtship

Virtues

Sins

Hierarchy
Loci
Lineage
Inheritance
Marriage
Debts
Surname

Highlights

Features
Complexion
Hair
Eye
Ability Score
Lang Slots
Accent
Classes

Allowed

Classes

Allowed

Barbarian

Rogue Scout

Rogue Assassin

Rogue Thief

Tribal Bard

Witch Doctor

Shaman

Druid

Ranger

Sorcerer

Warlock

Warrior
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RACES
Wyrlde’s races are described here, following the standard format for 5e.
A key component to bear in mind is that the non-human races generally are about 18% of the entire population as a
whole group. They are rare, in the minority, and often have little say in the cities and towns and villages they live in.
They are not, by and large, treated well by humans as a whole – they are looked at as being second class and
afterthoughts in laws, policies, and ideas.
All Non-human races were originally created for a purpose – they exist to fill a very specific role, and that role was
shaped by the God’s War. There is a reason that Dwarfs gain an advantage against Gremlins and Elfs gain one against
Goblins, and that Therians can survive in the wilds often better than their human counterparts.
Halfbreeds, such as Cambions, Elohims, Gnomes, Fays, and Gobkins, are somewhat less common than the Elfs and
Dwarfs and Therians. They are treated even more poorly – this is a human world, and to love in the face of this tends
to put one outside either group of people. As all the humanoid races were developed from Humans, the ability to
interbreed exists at a higher level.
You will note that some of the aspects of appearance for races are found under Realms. This is because of the way the
God’s have marked their people, ensuring that even they can identify someone who has come from an area they
favor. The Races of Wyrlde do not generally have a culture of their own, though they may be at a oint where they
desire one – if for no other reason than they wish to be free.
Starting ages – roughly physically equal to an Earth Human of 16 years old --are below. The ages here each represent
physical development to that age of 16 – a 3 year old Therian and 12 year old Dwarf look like they are 16 years old to
someone from earth, and their overal physical development – just at the end of puberty – is equal to such.

STARTING AGE
Race

Starting Age

Race

Starting Age

Race

Starting Age

Dwarf

12

Gnome

10

Therian

3

Elf

15

Fay

10

Elohim

7

Human

7

Gobkin

5

Cambion

7

These are all roughly equal to a 16 year old human on earth.
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CAMBION
Heritage
Cambions are derived from human bloodlines, and in the broadest possible sense, they
still look human. However, their infernal heritage has left a clear imprint on their
appearance. They are the product of Incubi and Succubi and a mortal.
Cambions have large horns that take any of a variety of shapes: some have curling horns
like a ram, others have straight and tall horns like a gazelle’s, and some spiral upward
like an antelopes’ horns. Their canine teeth are sharply pointed, and their eyes are solid
colors—black, red, white, silver, or gold—with no visible sclera or pupil. Their skin
tones cover the full range of human coloration, but also include various shades of red.
Their hair, cascading down from behind their horns, is usually dark.
Cambions subsist in small minorities found mostly in cities or towns, often in the
roughest quarters of those places, where they grow up to be swindlers, thieves, or crime
lords. Sometimes they live among other minority populations in enclaves where they are
treated with more respect.
Lacking a homeland, cambions know that they must make their own way in the world
and that they must be strong to survive. They are not quick to trust anyone who claims
to be a friend, but when a cambion’s companions demonstrate that they trust him or her,
the cambion learns to extend the same trust to them. And once a cambion gives someone
loyalty, the cambion is a firm friend or ally for life.
Commentary
People tend to be suspicious of cambions,
assuming that their infernal heritage has left its
mark on their personality and morality, not just
their appearance. Their appearance and their
nature are not their fault but the result of an
ancient sin, for which they and their children and
their children’s children will always be held
accountable.
Shopkeepers keep a close eye on their goods when
cambions enter their stores, the town watch might
follow a cambion around for a while, and
demagogues blame cambions for strange
happenings.
The reality, though, is that a cambion’s bloodline
doesn’t affect his or her personality to any great
degree. Years of dealing with mistrust does leave
its mark on most cambions, and they respond to it
in different ways. Some choose to live up to the wicked stereotype, but others are
virtuous.

Features
Height

5’ to 6’

Weight

100 to 250 pounds

Size

M

Speed

30

Lifespan

7 mature, 60 lifespan

Ability Scores
STR
DEX
CON
INT

+1

WIS
CHA

+2

SAN
HON
Inherents
Darkvision
You can see in dim light within 60 feet of
you as if it were bright light, and in
darkness as if it were dim light. You
can’t discern color in darkness, only
shades of gray.

Hellish Resistance
You have resistance to fire damage.

Infernal Legacy
You know the thaumaturgy cantrip.
When you reach 3rd level, you can cast
the hellish rebuke spell as a 2nd-level
spell once with this trait and regain the
ability to do so when you finish a long
rest. When you reach 5th level, you can
cast the darkness spell once with this
trait and regain the ability to do so when
you finish a long rest. Charisma is your
spellcasting ability for these spells.

Most are simply very aware of how people respond to them. After dealing with this
mistrust throughout youth, a cambion often develops the ability to overcome prejudice
through charm or intimidation.
Cambion’s have to deal with the knowledge that at some point in the past, one of their
ancestors served the Dread Gods, or was corrupted by them through their demonic
servants.
Family
When one mentions Family to a Cambion, the word conjures an idea of the one you
create for yourself, not the one that you were born into.
It should be noted that Cambions do not have tails on Wyrlde.
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DWARF
HERITAGE

FEATURES
Dwarfs were created by
Vulcana, Paragon, and Alfey to
essentially provide logistical
support during the war.

Height

48 to 60 inches

Weight

140 to 170 lbs

Size

M

They are physically built to be
tougher, capable of enduring
more, and they are meant to be
able to stand up to the worst
that can be thrown at them in
any environment or condition.

Speed

25

Lifespan

13 mature / 75 life

Dwarfs are stout, hardy,
tenacious, tough, enduring, and
easily a match for any of the
larger folk in the world around
them. They have a strong dislike of Gremlins, and many a dwarven family will tell tales
of an ancestor who fought and endured while completing a task against constant
onslaught and attack by hordes of Gremlins.
Dwarfs comprise about 5% of the total population, though a long ago there were many,
many more of them.

COMMENTARY
The world is harsh out there for Dwarfs.
Their history tends to make people think of them as the cleaners and the makers and
they use the dwarfin need for money to live on as if it is some kind of character defining
trait among all dwarfs, portraying them as greedy and miserly.
One thing all can agree on, though, is that no one has a work ethic like Dwarfs – it is a
point of pride for them that when they take on a task, they will complete it, no matter
what.
Dwarfs tend towards the roles and jobs for which they are known, so there are a lot of
Dwarf Merchants, Dwarf Craftsmen, Dwarf Tradesmen, and similar roles that serve to
support military and any work that involves building or making.
Dwarfs tend to like Liones a lot, because it is basically a city built on the idea of making
things that haven’t been seen before, which is a fairly popular pastime among Dwarfs.
Dwarfs have seen the worst of the World, and a s a result, tend to have a firmer footing
on the reality of it – they are hard to shake, sanity wise.

ABILITY SCORES
STR

--

--

DEX

--

--

CON

1

1

INT

--

--

WIS

--

--

CHA

--

--

SAN

1

--

HON

--

--

INHERENTS
Strong Backs
Speed is not reduced while wearing
Heavy Armor
Darkvision
You can see in dim light within 60
feet of you as if it were bright light,
and in darkness as if it were dim
light. You can’t discern color in
darkness, only shades of gray.
Dwarfin Resilience
Advantage on saving throws against
Poison and Paralysis, and you have
a resistance against poison damage.
Dwarfin Training
You have proficiency with the
battleaxe, handaxe, light hammer,
and war hammer.

CULTURE
The world for Dwarfs is very tightly knitted around family.
Dwarfs prize children above many things, and every dwarf holds a desire to have
children of their own. For some reason, Elfs and Dwarfs can fall in love, but nothing ever
comes from such, and the dwarven drive for family tends to discourage it as a result.
There were only members from 25 Dwarven families who survived the Gods War, and
so those 25 family names are protected and guarded as if they were clans, though
intermarriage became quite common following.
Dwarfs tend to stick to themselves, but there are some who strive to make the lot of
dwarfs better, including some who have married humans.
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Dwarfin Making
You gain proficiency with the
artisan’s tools of your choice:
Smiths, Brewers, Masons
Craft Cunning
On an Intelligence (history) check
related to the origin of something
built, you are proficient in the
history skill. Add double your
proficiency bonus to the check..

ELF
HERITAGE
Elfs were created by the gods Gaea, Gallae, and
Paramour. They are remarkable for the symmetry of
their long, lean forms, the ethereal beauty they
possess, and the fact that they were shock troops for
the Gods.
Elfs have little love for Goblins, and consider it justified
to kill them on sight, with or without provocation. The
education of an elf gives them a broad familiarity with
Goblins and their goals, and as the longest-lived race,
they tend to remember things a very long time.
Elfs love everything beautiful and are known to find
beauty in nearly everything – even broken things. This
tends to get them dismissed as “nature lovers” and as
flighty when they stop to admire a flower’s complexity
and simplicity, or as being “dull and uninteresting”
when they can go on for an hour about the history of a
particular bee colony.

FEATURES
Height

6’ to 7’

Weight

150 to 225

Size

M

Speed

30

Lifespan

15, 200

ABILITY SCORES
STR
DEX

+2

CON
INT
WIS
CHA
SAN
HON

INHERENTS
COMMENTARY

Darkvision

Elfs tend to keep to themselves as a whole, safe in their communes behind walls and barriers,
and when they become violent they do so ruthlessly and without hesitation. Elfs fear the
bloodlust that they can be subject to, and elfs are thought of as much more likely to be
psychopaths by the broader world.
Friendships with elfs are enduring, and grief for an elf can have a long-term effect. The love of
an Elf is eternal – they will always think kindly and fondly of those they love or give their hearts
to, even in friendship, and remain loyal unless it threatens their commune.

You can see in dim light within 60 feet of you
as if it were bright light, and in darkness as if
it were dim light. You can’t discern color in
darkness, only shades of gray.

Keen Senses
You have proficiency in the Perception
skill.

Fey Ancestry
You have advantage on saving throws
against being charmed, and magic can’t put
you to sleep.

Trance
Elfs don’t need to sleep. Instead, they
meditate deeply, remaining semiconscious,
for 4 hours a day. After resting in this way,
you gain the same benefit that a human
does from 8 hours of sleep.

FAMILY
Elfs are not super big on family ties, but they are big on Commune ties. Around their 25th year,
roughly equal to a human at age 5, Elfs are given over to a commune that their parent
(regardless of gender) decides is best for them based on watching them develop. Most cities
have five to nine Communes, and even a village will have one as long as there are at least a
dozen Elfs.
Elfs tend to not reproduce quickly and are not monogamous. A child being born is always a
blessing, and those who have children are cared for in their commune until the child is old
enough to be placed, at which time the commune takes over raising the Elf in a very open
environment that is nonetheless structured, something like the schools we are used to.
Elven education is very deep, and very broad, and they take the time to learn and grow. Elfs
tend to be less concerned about things like gender, or leadership, or power, preferring to forge
an individual path with the help of those around them.
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ELOHIM
HERITAGE
Elohim are derived from human bloodlines, and in the broadest possible sense are still human
looking, at least. They are filled with a divine effervescence that makes their white, pearlescent
skin glow faintly in the dark with a wan light, as just one of the marks that has been left on their
appearance due to this familial past.
Elohim are startling to look on – very androgynous, and always with the pale white milky skin
that is uniform for all of them. Their eyes are Gold, Silver, or Copper colored, and their teeth are
uniformly smooth and white and there is no point anywhere within them. These override ethnic
colorations.
Elohim are vegan, to a person. They are not able to process meat or alcohol – it makes them ill.
As a result of this, they tend to be isolated. Elohim are often hounded by local folks for assorted
blessings and invocations – usually with a rude response if not given. This has taught Elohim that
people are not to be trusted easily, as they always want something from you.
Like their infernal cousins, they survive in small groups, but tend to avoid cities, preferring
steadings and hamlets and villages. There are many who use their gifts for personal gain, for
their heritage does not actually affect their personality. They may be swindlers, con artists, and
bards.
Elohim weigh much less than they would appear to.

FEATURES
Height

5’ to 6’

Weight

65 to 155 lbs

Size

M

Speed

30

Lifespan

7 mature, 60 years

ABILITY SCORES
STR

+1

DEX
CON
INT

+2

WIS
CHA
SAN
HON

+1

INHERENTS
COMMENTARY
People have a mixed sense of the Elohim – they are
both scary and useful, as they are thought to bear
the blessings of the Gods. Shopkeepers tend to be
more willing to bargain; town watches tend to give
them a pass or presume they are the injured party;
they tend to get called out as exemplars just walking
by.
The reality is that being Elohim does nothing but
mark them as separate and has no effect on their
personality. As there are nice Cambions, there are
wicked Elohim. Though, in both cases, their
forebears would often take offense.
Most are simply very aware of how people respond
to them and avoid crowds where their presence may
invoke a scene. Elohim tend to be very reserved
around strangers, mistrustful, and while some may
live up to the expectations, choosing service as a
Priest or Shrine Maiden, others will turn to corruption and mislead others. There is no telling.
As a result, most Elohim tend to be aloof, distant, and shy, staying away from the center of
attention where the pressure is much less.

Darkvision
You can see in dim light within 60 feet of
you as if it were bright light, and in
darkness as if it were dim light. You
can’t discern color in darkness, only
shades of gray.

Angelic Resistance
You are resistant to radiant damage.

Divine Legacy
You know the Friends cantrip.
Charisma is your spell casting ability for
these spells.

Divine Legacy
When you reach 3rd level you can cast
Charm Person as a 2nd level spell once
with this trait, regaining the ability to do
so following a long rest.
Charisma is your spell casting ability for
these spells.

Someone who befriends an Elohim usually has a long journey to get close to them, but once
they do, they have made a friend that deserves loyalty of a high order.

FAMILY
Elohim tend to be very much a part of large extended families, who do not welcome strangers
into their lives readily.

Halo of Light
When you reach 5th level, you can cast
the light spell at will, up to five times
before needing a long rest. You are the
source of the light – a literal halo.
Charisma is your spell casting ability for
these spells.

122

FAY (HALF-ELF)
HERITAGE

FEATURES

Half-Elfs are the product of love between humans and elfs. As Elfs and Dwarfs
are descended from humans, but via different means, they cannot blend among
themselves. Thus far, only goblins seem to have that ability, with horrifying
results. Half-elfs are normally called FAY.

Height

4.75’ to 6’

Weight

100 to 180 lbs

Size

M

Speed

30

Walking in two worlds but truly belonging to neither, Fay combine what some
say are the best qualities of their elf and human parents: human curiosity,
inventiveness, and ambition tempered by the refined senses, love of nature, and
artistic tastes of the elfs.

Lifespan

Mature 10, 65

Some Fay live among humans, set apart by their emotional and physical
differences, watching friends and loved ones age while time barely touches
them. Others live with the elfs, growing restless as they reach adulthood in the
elfin enclaves, while their peers continue to live as children. Many Fay, unable
to fit into either society, choose lives of solitary wandering or join with other
misfits and outcasts in the adventuring life.

ABILITY SCORES
STR
DEX

+1

CON
INT
WIS
CHA

+2

SAN
HON

INHERENTS
COMMENTARY

Ability Score

To humans, Fay look like elfs, and to elfs, they look human. In height, they’re
on par with both parents, though they’re neither as slender as elfs nor as broad
as humans, with women only slightly taller and heavier than men. Fay men do
have facial hair, and sometimes grow beards to mask their elven ancestry.

+1 to any other ability score, max of 20.

The Fay do not ever go bald. Their hair is typically longer than average and
grows very fast. It is thick, and there is a lot of it on their heads, but very little
on their bodies.

You can see in dim light within 60 feet
of you as if it were bright light, and in
darkness as if it were dim light. You
can’t discern color in darkness, only
shades of gray.

Darkvision

Fay
You have advantage on saving throws
against being charmed, and magic can’t
put you to sleep.
Skilled
You gain proficiency in two skills of your
choice.
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GNOME (HALF-DWARF)
Heritage

Features
Half-Dwarfs are also called Gnomes. They are the product of a
dwarf and human getting it on, which produces a slimmer, more
intellectually sharper but less physically durable person.
As with other halfbreeds, Gnomes are looked down on in human
societies, and given slim options in Dwarven families, though
neither will ever admit to it. Dwarven Children are rare enough,
but Gnomes tend to be infertile and lack the drive to have
children that dwarfs have. They are around 2% of the total
population.
Gnomes tend to enjoy much from their Dwarven heritage,
especially in the making of things. Their overall physicality tends
to be appreciated a bit more, and they are often called ruggedly
handsome or strongly beautiful. Gnomes are more nimble than
full blood Dwarfs or Humans.

Height

4’ to 5’

Weight

115 to 165

Size

M

Speed

25

Lifespan

10 mature, 60 life
Ability Scores

STR
DEX
CON

+1

INT

+1

WIS
CHA
SAN
HON
Inherents

Commentary

Darkvision

TINKER. You have proficiency with artisan’s tools (tinker’s tools). Using those tools, you can
spend 1 hour and 10 gp worth of materials to construct a Tiny clockwork device (AC 5, 1 hp). The
device ceases to function after 24 hours (unless you spend 1 hour repairing it to keep the device
functioning), or when you use your action to dismantle it; at that time, you can reclaim the
materials used to create it. You can have up to three such devices active at a time.
When you create a device, choose one of the following options:
•
CLOCKWORK TOY. This toy is a clockwork animal, monster, or person, such as a frog,
mouse, bird, dragon, or soldier. When placed on the ground, the toy moves 5 feet
across the ground on each of your turns in a random direction. It makes noises as
appropriate to the creature it represents.
•
FIRE STARTER. The device produces a miniature flame, which you can use to light a
candle, torch, or campfire. Using the device requires your action.
•
MUSIC BOX. When opened, this music box plays a single song at a moderate volume.
The box stops playing when it reaches the song’s end or when it is closed.

You can see in dim light within 60 feet
of you as if it were bright light, and in
darkness as if it were dim light. You
can’t discern color in darkness, only
shades of gray.

Family
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Gnome Cunning
You have advantage on all Intelligence,
Wisdom, and Charisma saving throws
against magic.
Lore
Whenever you make an Intelligence
(History) check related to magic items,
alchemical objects, or technological
devices, you can add twice your
proficiency bonus, instead of any
proficiency bonus you normally apply.

GOBKIN (HALF–ORC)
PURPOSE
Born from horror and violence across generations, a half-orc is the product
of an Orc raping a woman. She could be Elven, Human, Dwarven, or even a
half-breed. Half-orcs are the third-generation products of rape, as Orcs are
the half-breed product of rape as well. Half-Orcs are usually called GOBKIN.
This makes Gobkin the least popular people on the planet in human
societies. They tend to not meet the expectations for what a person should
look like, no matter how one tries to slice it, and there is no such thing as a
pretty or handsome Gobkin.
Gobkin have goblin blood, and that tinges all their coloration a slightly green
color, from hair to skin to eyes. They are asexual, physically – they do not
have the capacity to reproduce, and many feel that that is a just punishment
from the gods.
Gobkin have a fifty-fifty chance of having killed their mother in childbirth and are rarely raised by welcoming homes.
Most spend their time on the streets or in the Wylde and are denied opportunities that others may have routinely.
Gobkin are 1% of the population at most.

RACIAL TRAITS
Gobkin are prized as slaves by both Goblins and by the Slavers of Lemuria.
ABILITY SCORE INCREASE
Your Strength score increases by 2, and your Constitution score increases by 1.
LIFESPAN
Gobkin mature a little faster than humans, reaching adulthood around age 5. They age noticeably faster and rarely
live longer than 40 years
SIZE
Gobkin stand between 5 and 7 feet tall and usually weigh between 180 and 250 pounds. Half-orcs are somewhat
larger and bulkier than humans. Your size is Medium.
SPEED
Your base walking speed is 30 feet.

INHERENTS
DARKVISION. Thanks to your orc blood, you have superior vision in dark and dim conditions. You can see in dim light
within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You can’t discern color in
darkness, only shades of gray.
MENACING. You gain proficiency in the Intimidation skill.
RELENTLESS ENDURANCE. When you are reduced to 0 hit points but not killed outright, you can drop to 1 hit point
instead. You can’t use this feature again until you finish a long rest.
SAVAGE ATTACKS. When you score a critical hit with a melee weapon attack, you can roll one of the weapon’s damage
dice one additional time and add it to the extra damage of the critical hit.
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HUMAN
HERITAGE
Perhaps it is because of their shorter lives that they strive to achieve as much as they can
in the years they are given. Or maybe they feel they have something to prove to the
other, younger races, and that’s why they build their mighty empires on the foundation
of conquest and trade. Whatever drives them, humans are the innovators, the achievers,
and the pioneers of the world.
With their penchant for migration and conquest, humans are more physically diverse
than other common races. There is no typical human. A lot of humans have a dash of
nonhuman blood, revealing hints of elf, orc, or other lineages.
Humans are the most adaptable and ambitious people among the common races. They
have widely varying tastes, morals, and customs in the many different lands where they
have settled. When they settle, though, they stay: they build cities to last for the ages,
and great kingdoms that can persist for long centuries. An individual human might have
a relatively short life span, but a human nation or culture preserves traditions with
origins far beyond the reach of any single human’s memory.
They live fully in the present — making them well suited to the adventuring life — but
also plan for the future, striving to leave a lasting legacy. Individually and as a group,
humans are adaptable opportunists, and they stay alert to changing political and social
dynamics.

FEATURES
Height

5’ to 6.5’

Weight

90 to 280 lbs

Size

M

Speed

30

Lifespan

Mature 7, 50 years

ABILITY SCORES
STR
DEX
CON
INT
WIS

+1 to any

CHA
SAN
HON

INHERENTS

Although some humans can be xenophobic, in general their societies are inclusive.

COMMENTARY

Proficiency

Where a single elf or dwarf might take on the responsibility of guarding a special
location or a powerful secret, humans found sacred orders and institutions for such
purposes. While dwarf clans and Therian elders pass on the ancient traditions to each
new generation, human temples, governments, libraries, and codes of law fix their
traditions in the bedrock of history. Humans dream of immortality, but (except for those
few who seek undeath or divine ascension to escape death’s clutches) they achieve it by
ensuring that they will be remembered when they are gone.

+1 proficiency of your choice

Humans who seek adventure are the most daring and ambitious members of a daring
and ambitious race. They seek to earn glory in the eyes of their fellows by amassing
power, wealth, and fame. More than other people, humans champion causes rather than
territories or groups.
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Feat
+1 Feat of your choice

+1 to any

THERIAN
HERITAGE

FEATURES

Therian are a peculiar group of peoples created by Alfey, Paria, and Antelle to ensure
that Life would endure. All Therian originally come from Hyboreal, the mysterious and
barely known Savage Lands, but how they got to the Bright Lands is questionable.
Therian make up about 1% of the total population in the Bright Lands.

Height

30 to 40 inches

Weight

35 to 75 lbs

Size

S

They are humanoid, with marked animalistic features such as ears, tails, claws, and even
skin that is derived from what they came from originally.

Speed

30

Lifespan

3 mature, 35 life

Therian practicality extends beyond their clothing. They’re concerned with basic needs
and simple pleasures and have little use for ostentation. They look for the most
straightforward solution to a problem and have little patience for lollygagging.

ABILITY SCORES
STR
DEX

The diminutive Therian survive in a world full of larger creatures by avoiding notice or,
barring that, avoiding offense. Therian are adept at fitting into a community of humans,
dwarfs, or elfs, making themselves valuable and welcome. The combination of their
inherent stealth and their unassuming nature helps Therian to avoid unwanted
attention.

INT

They are often enslaved, and many of those Therian in the Bright lands are run away
slaves or their descendants, especially from Lemuria, where raids often go out to capture
and enslave them.

SAN

Because of their strong racial tendency to be wise and kind to others, feminine Therian
tend to be exoticized in human cultures.

COMMENTARY
Their origin makes them a Shadow Race,
and in their homeland, those who live
near the ocean often are on good terms
with the denizens there.
They like to wear simple, comfortable,
and practical clothes, favoring bright
colors. They often will use hoods or
elaborate hairstyles to disguise their ears.
They are quick with a laugh, generally
attentive to the needs of others, but also
quite unforgiving when it comes to
personal failings such as being out of shape or unsuited to survival. They are strongly
carnivorous, but love sweets whenever they can get them, though a few varieties are
herbivores with the same sweet tooth.
Therian usually set out on the adventurer’s path to defend their communities, support
their friends, or explore a wide and wonder-filled world. For them, adventuring is less a
career than an opportunity or sometimes a necessity.
Coming from a tribal and deeply familial background, Therian work readily with others,
and they are loyal to their friends, whether Therian or otherwise.
They can display remarkable ferocity when their friends, families, or communities are
threatened.
They are adaptable, remarkably fast, and on a constant state of alertness about the world
around them and see it as something that is happening.
When pushed, they channel primal magic to enhance their bestial nature, causing their
teeth and nails to sharpen, gaining a more animalistic look.
There are several different kinds of Therian, but only 10 of the 18 known types are
presented.

1

CON
WIS
CHA
1

HON

INHERENTS
Lucky
When you roll a 1 on the d20 for an
attack roll, ability check, or saving
throw, you can reroll the die and
must use the new roll.
Animal Sense
You have advantage on saving
throws against being frightened or
surprised.
Nimbleness
You can move through the space of
any creature that is of a size larger
than yours.
Feral Savagery
You can make a melee attack on a
creature within 10 feet of you; if you
hit, you do 1d10 damage, and gain
your action back.
If you miss, you must make a
Wisdom (animal handling) saving
throw or your animal side
dominates the next turn and will
attack the nearest creature to you.
You can only do this 3 times
between long rests.
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Tenen crouched low, stifling the urge to growl, as she watched the Lemurian merchant wander through his shop, blithely unaware of
her sitting within his rafters. She pushed back the hood to allow her to hear the little sounds, the slow, sonorous beat of his heart, the
slight wheeze in his breathing that would have given him away in the forests of her childhood. She could still hear her mother's
cautions whispering in the back of her head.
This one had sold her. Had bought her. As if she was property, a thing, and the exchange was nothing real, nothing tangible, only a
few pieces of metal that one could find anywhere, the smell of them angering her as she recalled the look on her mother's face as they
were separated. He smelled like the one that had bought her, and she could still recall the feel of sinking her claws in that's one's fat
belly, thinking she was so young she hadn't learned the higher art of her people yet.
Her people had been fashioned from the badgers of the savanna, it was said, smart and fearless, vicious and unrelenting. They had
called them "honies" and said they were good for guarding and had missed the fact that what they were best at was hunting. And
Tenen was hunting now, drawing the long knife from the leg sheath, the muscles their still and coiled for the leap that was to come as
the Merchant turned, oblivious to the death that awaited him.

SUB-RACES:
There are several tribes of Therian: Feline, Canine, Mustelidine, Squamatine, Procynonine, Lagomorphiine,
Lophinine, Vulpine, Ursine, and Simian.

CANINE
Ability Score Increase. Your Wisdom score increases by 1.
Naturally Stealthy. You can attempt to hide even when you are obscured only by a
creature that is at least one size larger than you.

FELINE
Ability Score Increase. Your Intelligence score
increases by 1.
Naturally Stealthy. You can attempt to hide even when you are obscured only by a
creature that is at least one size larger than you.
Animal Ears: Cat, You gain advantage when someone tries to sneak up on you
thanks to incredibly keen hearing.

LAGOMORPHINE
Ability Score Increase. Your Dexterity score increases by 1.
Naturally Stealthy. You can attempt to hide even when you are obscured only by a
creature that is at least one size larger than you.

LOPHINE
Ability Score Increase. Your Dexterity score increases by 1.
Naturally Stealthy. You can attempt to hide even when you are obscured only by a creature that is at least one size
larger than you.
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MUSTELINE
Ability Score Increase. Your Dexterity score
increases by 1.
Naturally Stealthy. You can attempt to hide
even when you are obscured only by a creature
that is at least one size larger than you.

PROCYNINE
Ability Score Increase. Your Intelligence score
increases by 1.
Naturally Stealthy. You can attempt to hide
even when you are obscured only by a creature
that is at least one size larger than you.

SERPENTINE (SQUAMATINE)
Ability Score Increase. Your Constitution score increases by 1.
Naturally Stealthy. You can attempt to hide even when you are obscured only by a creature that is at least one size
larger than you.
Slow Movement: Due to not having legs, and the strength needed to hold yourself upright, your movement speed is
15.

SIMIAN
Ability Score Increase. Your Charisma score increases by 1, your Dexterity increases by 1.
Naturally Stealthy. You can attempt to hide even when you are obscured only by
a creature that is at least one size larger than you.

URSINE
Ability Score Increase. Your Strength score increases by 1.
Naturally Stealthy. You can attempt to hide even when you are obscured only by
a creature that is at least one size larger than you.

VULPINE
Ability Score Increase. Your Wisdom score increases by 1.
Naturally Stealthy. You can attempt to hide even when you are obscured only by
a creature that is at least one size larger than you.
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CLASSES
Classes are a fundamental part of the game, and where the most fun can sometimes be had. It should be noted that
when it comes to class, multi-classed characters are not uncommon among those few who go wandering out in the
world. These optional rules are fully allowable (from PHB, Chapter 6).
Ethnicity has an impact on classes available to your character, and some of the sub-classes are limited by
regional/ethnic zones as well.
The following class listings address stuff that is different, with a focus on sub-classes that are available and the one
new class that is introduced from official sources (Mekanik).
The source books used here are The Players Handbook (PHB) and Xanathar’s Guide to Everything (XGE). Material in
them is referenced, with any distinct differences noted.
Wyrlde likes multiclass characters.

MULTICLASSING
As noted elsewhere, multiclassing is quite permissible in Wyrlde.
The trick is that one cannot start out multiclassed, even if making a new character at a higher level. Multiclassing
must be done in game, and arise out of the needs, desires, or role playing involved in the story. Pretext counts, so do
not think it is going to be hard, just be aware that part of the character’s story is why they chose to multiclass, and
what it was that drove them to do so.
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BARBARIAN
DESCRIPTION
Barbarians exist on Wyrlde, defending their tribes and roaming the Wylde
between the cities. The Barbarian class is the same as it is described in the
Player’s Handbook and has both of the Primal Paths available to it.
The Path of the Totem Warrior is the more likely one to take for nearly all
Barbarians.
Barbarians are the proof that sometimes what most people think isn’t true. To
most people on Wyrlde, life isn’t possible outside the strong, sturdy walls of a
village, town, or city. This despite the coming and going of Merchants, the fact
that someone had to travel, camp, and spend time to build the walls, and so
forth.
There are not very many people who do live in the Wylde, though, and it is not
an easy life, nor one that brings material force. But they do exist out there, and
there are those who come from beyond the Bright Lands as well.
Beyond the Bright Lands is the realm of Hyboreal, where a BrightLander is likely
to be killed on sight by any one of the many tribes of Therian that live there.

CREATING A BARBARIAN
FEATURES
Hit Dice: 1d12 per barbarian level
Hit Points at 1st Level: 12 + your
Constitution modifier
Hit Points at Higher Levels: 1d12 (or 7) +
your Constitution modifier per barbarian
level after 1st

When creating a barbarian
character, be aware that all
barbarians come from the Wylde, and so must have the Wylder
Ethnicity.
The exception to this is Therian Barbarians, who can choose to come
from the tribal region of Hyboreal – though if such is the case, they
are sworn to protect their people and that includes the secret paths
they took to come to this realm.
So ask yourself some questions:

Saving Throws: Strength, Constitution

What led you to take up the adventuring life? Were you lured to
settled lands by the promise of riches? Did you join forces with
soldiers of those lands to face a shared threat? Did monsters or an
invading horde drive you out of your homeland, making you a
rootless refugee? Perhaps you were a prisoner of war, or a slave,
brought in chains to “civilized” lands and only now able to win your
freedom. Or you might have been cast out from your people because
of a crime you committed, a taboo you violated, or a coup that
removed you from a position of authority.

SKILLS:

Barbarians follow the standard development sets for the class in the
PHB.

Choose two from Animal Handling,
Athletics, Intimidation, Nature, Perception,
and Survival

EQUIPMENT

PROFICIENCIES
Armor: Light armor, medium armor,
shields
Weapons: Simple weapons, martial
weapons
Tools: None

•

You start with the following equipment, in addition to the
equipment granted by your background:

a greataxe or (b) any martial melee weapon
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•
•

two handaxes or (b) any simple weapon
An explorer’s pack and four javelins

TOTEMS
Barbarians all have a totem. A totem is a secret and sacred thing. Often it is something that has an unstated purpose,
and a barbarian who pleases the gods may be given a boon with that totem, so they are never revealed, lest the power
they contain be lost – it is no different from losing it.
Totems can be generated from the table in the XGE, or from the Wyrlde tables at the end of this book.
TATTOOS
Barbarians are marked in very specific ways that are precise to their tribes. This is
important to help those fighting beside them in the Wylde to know to stay out of
their way, and to accord them proper respect and acknowledgement.
These can be generated using the tables in the XGE.
SUPERSTITIONS
Barbarians have superstitions that they have to deal with.
These can be generated using the tables in the XGE or the end this book.

PRIMAL PATHS
The Primal Paths available to Barbarians on Wyrlde are given below, in order of most common to least common, with
the Sourcebook listed in parentheses, and any requirements specific to them.
Primal Path

Location Requirements

Sourcebook

Path of the Totem Warrior

None

PHB

Path of the Ancestral Guardian

Hyborea

XGE

Path of the Storm Herald

Islandia

XGE

Path of The Zealot

Cahokia, Hyborea

XGE

Path of the Berserker

Nomadic Therian only

PHB

PATH OF THE TOTEM WARRIOR
TOTEM SPIRIT
These options are available to you when you choose a totem animal at 3rd level.
As with the spirits in the Player’s Handbook, the options here require a physical object incorporating some part of the
totem beast, and you might acquire minor physical attributes associated with your totem spirit, such as a prominent
nose if you have an elk totem spirit or catlike eyes if you have a tiger totem spirit.
Also, your totem spirit might be an animal similar to one listed here but more suitable to your homeland, such as a
horse or stag, rather than an elk, or a lion, panther, or other big cat, rather than a tiger.
ELK. While you’re raging and aren’t wearing heavy armor, your walking speed increases by 15 feet. The spirit of the
elk makes you extraordinarily swift.
TIGER. While raging, you can add 10 feet to your long jump distance and 3 feet to your high jump distance. The spirit
of the tiger empowers your leaps.
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ASPECT OF THE BEAST
These options are available to you when you choose a totem animal at 6th level.
ELK. Whether mounted or on foot, your travel pace is doubled, as is the travel pace of up to ten companions while
they’re within 60 feet of you and you’re not incapacitated (see chapter 8 in the Player’s Handbook for more information
about travel pace). The elk spirit helps you roam far and fast.
TIGER. You gain proficiency in two skills from the following list: Athletics, Acrobatics, Stealth, and Survival. The cat
spirit hones your survival instincts.
TOTEMIC ATTUNEMENT
These options are available to you when you choose a totem animal at 14th level.
Elk. While raging, you can use a bonus action during your move to pass through the space of a Large or smaller
creature. That creature must succeed on a Strength saving throw (DC 8 + your Strength bonus + your proficiency
bonus) or be knocked prone and take bludgeoning damage equal to 1d12 + your Strength modifier.
Tiger. While you’re raging, if you move at least 20 feet in a straight line toward a Large or smaller target right before
making a melee weapon attack against it, you can use a bonus action to make an additional melee weapon attack
against it.
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BARD
DESCRIPTION
The Bards of Wyrlde have a peculiar difference from many others: the form of
their art. For Bards that adventure, those Art forms possible are Dance, Music,
Song, and Oration. There are bards in the world who also do Painting, Sculpture,
and Writing, but they tend extraordinarily strongly to be homebodies, and their
arts are not as nimble in fighting situations.
Traditional Bards employ Song, and some combine Song and Music or Song and
Oration. This is not particularly critical, but Dance Bards are about movement as
expression, as inspiration, and it is important that one realize that any given
bard can employ Dance as well as the others.
It is in Durango that Bards are the most famous and potent, and it is there that
the vast Bard College rests, after having been driven out of Sibola following an
untoward incident.
Bards follow standard development rules and systems, contained in the PHB
and XGE.

CREATING A BARD
FEATURES
Hit Dice: 1d8 per bard level
Hit Points at 1st Level: 8 + your
Constitution modifier
Hit Points at Higher Levels: 1d8 (or 5) +
your Constitution modifier per bard level
after 1st
Proficiencies
Armor: Light armor
Weapons: Simple weapons, hand
crossbows, longswords, rapiers,
shortswords, firearms, explosives, glaive
Tools:
Three musical instruments of your choice
Saving Throws:
Dexterity, Charisma

SKILLS:
Choose any three
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Bards thrive on stories,
whether those stories are true
or not. Your character’s
background and motivations
are not as important as the
stories that he or she tells about
them. Perhaps you had a
secure and mundane
childhood. There’s no good
story to be told about that, so
you might paint yourself as an orphan raised by a hag in a dismal
swamp. Or your childhood might be worthy of a story. Some bards
acquire their magical music through extraordinary means, including
the inspiration of fey or other supernatural creatures.
Did you serve an apprenticeship, studying under a master,
following the more experienced bard until you were ready to strike
out on your own? Or did you attend a college where you studied
bardic lore and practiced your musical magic? Perhaps you were a
young runaway or orphan, befriended by a wandering bard who
became your mentor. Or you might have been a spoiled noble child
tutored by a master. Perhaps you stumbled into the clutches of a
hag, making a bargain for a musical gift in addition to your life and
freedom, but at what cost?

EQUIPMENT
You start with the following equipment, in addition to the equipment granted by
your background:
•
•
•
•

a rapier, (b) a longsword, or (c) any simple weapon
a diplomat’s pack or (b) an entertainer’s pack
a lute or (b) any other musical instrument
Leather armor and a dagger

DEFINING WORKS (XGE)
Bards typically have a defining work.
INSTRUMENT (XGE)
Bards commonly have some sort of instrument – it might be a mask, or a ribbon
baton, but is usually a musical instrument that they play.
EMBARRASSMENTS (XGE)
There is always that one time, and typically a Bard will have more than one. No
one can get by without a flop or three. For every five levels, a bard will have at
least one embarrassment.
MUSE (XGE)
On Wyrlde, Bards typically have a muse. There are several potential muses given at the end of this work, but a
further word on muses is necessary.
It is said that every single Bard has a Muse in the world, that haunts them, that is always watching, always giving
them a bit of mystery or guidance or perhaps just toying with them. Muses are not fickle, but they are jealous, and
there is little else that can have a more lasting effect on a Bard than the loss of their muse, or – worse – a fight with
one.
Legends, myths, even the very stories of bards themselves, shared among only them, tell of what happens when a
Bard meets her muse. Entire affairs have been performed about these. Which all leads to a certain point to be aware
of: muses are real.
And they are out there.

COLLEGES
The Bards of Wyrlde come from various Colleges. The Colleges available here are shown below, with a few notes.
Not every college is available everywhere. As noted previously, Sibola has outlawed Bards. They don’t feel bad about
it because they have the printing press and town criers, but it is not a place where they are welcome, and there are no
Colleges there.
Bard Colleges in Wylrde are actual schools, physical locations. The destruction of one often means it will need to be
rebuilt, but doing so takes around a year, during which those in that College cannot advance. As the Colleges are
scattered, not all of them can be found among the same Realms.
College

Locations

Sourcebook

College of Lore

Any (even Sibola)

PHB

College of Valor

Durango, Liones, Eldorado, Islandia

PHB

College of Glamour

Aztlan, Durango, Lemuria, Acadia

XGE

College of Swords

Durango, Liones

XGE
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College of Whispers

Durango, Acadia

XGE

College of the Tribe

Wylde Only

Below

COLLEGE OF GLAMOUR
The College of Glamour as described in the XGE makes notes of the Feywild. On Wyrlde, however, the college taught
not by the Fey, but by the priests of the Shadow God Kirin, who is the patron deity of all bards, kind of by default.
The college is otherwise the same.

COLLEGE OF THE TRIBE
The College of the Tribe is an informal one, specific to the small Tribes that haunt the Wyldes of the world. This kind
of Bard is charged with preserving the history, myths, and legends of the tribe, recounting the ordeals of th season,
and preserving the traditions and culture.
Bonus Proficiencies: When you reach 3rd level, you gain proficiency with martial weapons and medium armor.
Cutting Words: as per the College of Lore.
Extra Attack: as per the College of Valor.
Battle Magic: as per the College of Valor.
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CLERIC
DESCRIPTION
Wyrlde was torn apart for five hundred years by massive, incredibly destructive
battles that changed the fate of the planet forever.
These battles were fought between Gods, and the pawns and tools and even the
very stuff their troops were made of came from Humans. After 500 years, people
tended to look to Gods as more of a problem than a good thing, and that kind of
thinking has had an effect and impact on the people of the world to an extent, but
many still recognize the power of the Temples and the Gods.
Wyrlde’s Gods are petty, vindictive, capricious, generous, loving, gentle, evil,
cruel, malicious, benevolent, and, above all else, desperate for worshippers. They
have temples and Priests aplenty – and all the temples compete for worship and
tithes – but for a long while they were seen as nuisances, and not needed, and then
it was Paragon who chose a Priest and granted him the sacred powers that made
him a Cleric. That was 500 years ago.
It has been a tough fight, but the role of a Cleric remains the same: to convince the
people of Wyrlde that the Nine are not like the Gods of Old, that they care, that
they will give a boon, and that Miracles are just as important as Magic.
In short, Clerics are about making the world a better place, and it just happens that
their inspiration for doing so is a bunch of beings in whom everyone needs to have
more faith

CREATING A CLERIC
Clerics serve a God. They are divine messengers, the manifest
presence of the will of their God on this planet. They did not pick
their God. In some cases they may not ever have been
consecrated for their God. They didn’t get a choice in the matter.
But they are filled with an essence of power as a result, and the
ability to communicate with their God pretty well.
The Gods of Wyrlde compete for followers, for offerings, for
prayers, for Faith. A cleric can only serve one God, and they must
be consecrated for them to come into their power. Typically that
consecration happens during their Proving, but sometimes it can
happen later.
Consecration is not an easy or simple task, but a test of endurance
and faith for Priests and Clerics. For a lay person, it may be as
simple as a blessing, but the Gods demand more of those who
promise to serve them, and all Clerics have taken an oath that is
binding and potentially deadly should they anger their God.
In return for this, however, Clerics gain immense and vital power
in the world – power no Priest has. They can heal wounds and
restore crops, create holy water and demonstrate miracles. They
are, truly, the Will of the Gods, and all that comes with it.

FEATURES
Hit Dice: 1d8 per cleric level
Hit Points at 1st Level: 8 + your
Constitution modifier
Hit Points at Higher Levels: 1d8 (or 5) +
your Constitution modifier per cleric level
after 1st
PROFICIENCIES
Armor: Light armor, medium armor,
shields
Weapons: Simple weapons
Tools: None
Saving Throws: Wisdom, Charisma
Skills: Choose two from History, Insight,
Medicine, Persuasion, and Religion

137

Clerics are the front line against the other Gods. On Wyrlde, this is especially true for The Nine. The Nine are the only
Gods who have Temples in the cities and Towns and Villages – there is no such place for The Seven, and the worship
of any of The Five is punishable by death.
STARTING AGE
Clerics are Called; that is, they receive word from their God that they have been chosen. Most of the Temples will
require they prove it to some degree, and Clerics are always looked at somewhat askance by Priests. Clerics often
only have rudimentary training in the specific rituals that are practiced by the Priests in the Temple, and so can start a
bit younger than many.
Clerics are essentially driven, and so do not do well with long periods that are not very productive. They prefer to be
on the move, to be doing God’s Work over hanging around.
Clerics can claim Hearth Right at any Temple of their God, be it city, town, or village. This allows them up to a week
of residence. The Cleric of one God cannot, no matter what they do or try, ever enter into the temple of another God.
EQUIPMENT
You start with the following equipment, in addition to the equipment granted by your background:
•
•
•
•
•

a mace or (b) a warhammer (if proficient)
scale mail, or (b) leather armor, or (c) chain mail (if proficient)
a light crossbow and 20 bolts or (b) any simple weapon
a priest’s pack or (b) an explorer’s pack
A shield and a holy symbol

DIVINE DOMAINS
These are the Domains available to Clerics in the Wyrlde setting.

ANIMA
Anima is a Domain specific to all the Shadow Gods. Shrine Maidens of the Shadow Gods hold incredible social
importance even as they wield substantial magical might.
Animists call forth the divine power of spirits, whether of the natural world, the heavens, or the works of the
humanoid races. To an animist, every stone, every breath, every drunk bellow and child's sketch and coffin nail, is a
blessing. Great palaces and woeful hovels alike are but shrines to their respective spirits. Even silence and void have
characteristic natures, after all. While a given Shrine Maiden might focus her studies on one class of spirit, most
trained Shrine Maiden can appease the spirits of a wide variety of common settings, items, and events.
ANIMIST DOMAIN FEATURES
LEVEL DOMAIN FEATURES
1st

Bonus Proficiencies, Dance of the Spirits, Domain Spells

2nd

Channel Divinity: Grace and Purity

6th

Improved Dance of the Spirits (d8 + Help action)

8th

Blessed Presence

14th

Improved Dance of the Spirits (d10)

17th

Divine Coronation, Improved Dance of the Spirits (d12)
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DOMAIN SPELLS
You gain domain spells at the cleric levels listed in the Animist Domain Spells table. See the Divine Domain class
feature for how domain spells work.
ANIMIST DOMAIN SPELLS
LEVEL SPELLS
1st

bless, unseen servant

3rd

augury, prayer of healing

5th

remove curse, spirit guardians

7th

banishment, stone shape

9th

animate objects, dispel evil and good

BONUS PROFICIENCIES
When you choose this domain at 1st level, you gain proficiency in the Performance skill and with a musical
instrument of your choice, which you can use as a divine focus for your spellcasting.
DANCE OF THE SPIRITS
Also at 1st level, you can use the power of nearby spirits to turn the tide of battle. As an action, you can begin a holy
dance. Until the start of your next turn, you can use your reaction to grant a creature you can see +d6 to an attack roll,
saving throw, or to AC against one attack. You must use this reaction between seeing the result of the roll and
learning whether the roll succeeds or fails. (The d6 is rolled after you take this reaction.)
The bonus added by Dance of the Spirits increases to +d8 at 6th level. Also at 6th level, using this action on your turn
automatically provides the benefit of the Help action to one creature you can see within 30 feet. The bonus further
increases to +d10 at 14th level, and +d12 at 17th level.
CHANNEL DIVINITY: GRACE AND PURITY
At 2nd level, while performing your Dance of the Spirits as an action, you can expend your Channel Divinity to draw
it to a climax, enhancing its effects. Until the start of your next turn, you can apply the bonus of your Dance of the
Spirits once each turn, without using your reaction. (While this Channel Divinity is in effect, it supersedes the ability
to use your reaction to provide the bonus; in other words, you may not use your reaction to provide a second bonus
during a turn.)
IMPROVED DANCE OF THE SPIRITS
At 6th level, your Dance of the Spirits bonus becomes a d8. In addition to this bonus, you automatically provide the
benefit of the Help action when you use your Dance of the Spirits action. (You do not provide the benefit of the Help
action when your Dance of the Spirits bonus is used, but when you take the Dance of the Spirits action.) You must
choose which creature and with which task you are Helping immediately, but you can be up to 30 feet away from the
creature you Help.
At 14th level, your Dance of the Spirits bonus becomes a d10. At 17th level, it becomes a d12.
BLESSED PRESENCE
At 8th level in this class, your very presence stirs the spirits to act on behalf of your allies. You can cast bless as a
bonus action, using one of your spell slots as normal. Additionally, when you cast bless this way, you may target up
to two additional creatures.
DIVINE CORONATION
At 17th level in this class, you gain the divine right to select those who will bear the burden of destiny. You may cast
the spell foresight on a target other than yourself without using a spell slot. After using this feature, you may not use
it again until you take a long rest.
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Also at this level, your Dance of the Spirits bonus increases to d12.

ARCANA
Magic is an energy that suffuses the multiverse and that fuels both destruction and creation. Gods of the Arcana
domain know the secrets and potential of magic intimately. For some of these gods, magical knowledge is a great
responsibility that comes with a special understanding of the nature of reality. Other gods of Arcana see magic as
pure power, to be used as its wielder sees fit.
The gods of this domain are often associated with knowledge, as learning and arcane power tend to go hand-in-hand.
ARCANA DOMAIN SPELLS
Cleric Level

Spells

1st

detect magic, magic missile

3rd

magic weapon, Nystul’s magic aura

5th

dispel magic, magic circle

7th

arcane eye, Leomund’s secret chest

9th

planar binding, teleportation circle

ARCANE INITIATE
When you choose this domain at 1st level, you gain proficiency in the Arcana skill, and you gain two cantrips of your
choice from the wizard spell list. For you, these cantrips count as cleric cantrips.
CHANNEL DIVINITY: ARCANE ABJURATION
Starting at 2nd level, you can use your Channel Divinity to abjure otherworldly creatures.
As an action, you present your holy symbol, and one celestial, elemental, fey, or fiend of your choice that is within 30
feet of you must make a Wisdom saving throw, provided that the creature can see or hear you. If the creature fails its
saving throw, it is turned for 1 minute or until it takes any damage.
A turned creature must spend its turns trying to move as far away from you as it can, and it can’t willingly end its
move in a space within 30 feet of you. It also can’t take reactions. For its action, it can only use the Dash action or try
to escape from an effect that prevents it from moving. If there’s nowhere to move, the creature can use the Dodge
action.
After you reach 5th level, when a creature fails its saving throw against your Arcane Abjuration feature, the creature
is banished for 1 minute (as in the banishment spell, no concentration required) if it isn’t on its plane of origin and its
challenge rating is at or below a certain threshold, as shown on the Arcane Banishment table.
ARCANE BANISHMENT
Cleric Level

Banishes Creatures of CR …

5th

1/2 or lower

8th

1 or lower

11th

2 or lower

14th

3 or lower

17th

4 or lower
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SPELL BREAKER
Starting at 6th level, when you restore hit points to an ally with a spell of 1st level or higher, you can also end one
spell of your choice on that creature. The level of the spell you end must be equal to or lower than the level of the
spell slot you use to cast the healing spell.
POTENT SPELLCASTING
Starting at 8th level, you add your Wisdom modifier to the damage you deal with any cleric cantrip.
ARCANE MASTERY
At 17th level, you choose four spells from the wizard spell list, one from each of the following levels: 6th, 7th, 8th, and
9th. You add them to your list of domain spells. Like your other domain spells, they are always prepared and count
as cleric spells for you.

CITY (UAO)
The City domain is concerned with the citizenry, commerce, traffic, and even architecture of modern civilization. In
the eyes of a cleric of the city, the center of modern life is a sense and spirit of community, and the gravest enemies of
the city are those who seek to harm the common weal of its citizens.
New spells introduced for the City domain are marked with an asterisk and detailed in the “New Spells” section.
CITY DOMAIN SPELLS
Cleric Level

Spells

1st

Comprehend languages, remote access*

3rd

Find vehicle*, heat metal

5th

Lightning bolt, protection from ballistics*

7th

Locate creature, synchronicity*

9th

Commune with city*, shutdown*

BONUS CANTRIP
When you choose this domain at 1st level, you gain the on/off' cantrip (see “New Spells”) in addition to your chosen
cantrips.
BONUS PROFICIENCIES
Also starting at 1st level, you gain proficiency with sidearms and proficiency with vehicles (land) .
HEART OF THE CITY
From 1st level, you are able to tap into the spirit of community found in the city. While you are within any city, you
can gain advantage on a single Charisma (Deception, Intimidation, or Persuasion check, and you are considered
proficient in the appropriate skill. You can use this feature a number of times equal to your Wisdom modifier (a
minimum of once). You regain any expended uses when you finish a long rest.
CHANNEL DIVINITY: SPIRITS OF THE CITY
Starting at 2nd level, you can use your Channel Divinity to call on the city for aid. As an action, you present your holy
symbol, and any city utility within 30 feet of you either works perfectly or shuts down entirely for 1 minute (your
choice).
Additionally, each hostile creature within 30 feet of you must make a Charisma saving throw. On a failed save, the
creature is knocked prone or restrained (your choice) by hazards such as entangling wires, high pressure water
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erupting from fire hydrants, pavement collapsing to unseen potholes, and so on. A restrained creature can escape by
making a successful Strength (Athletics) or Dexterity (Acrobatics) check against your spell save DC. This effect is
entirely local and affects only utilities within 30 feet of you. Determination of what utilities are available within range
and how the physical effects of those utilities manifest are left to the DM.
BLOCK WATCH
Starting at 6th level, your awareness while in the city extends preternaturally. While in an urban environment, you
are considered proficient in the Insight and Perception skills, and you add double your proficiency bonus to Wisdom
(Insight) and Wisdom (Perception) checks, instead of your normal proficiency bonus.
DIVINE STRIKE
At 8th level, you gain the ability to infuse your weapon strikes with psychic energy borrowed from the citizens of
your city. Once on each of your turns when you hit a creature with a weapon attack, you can cause the attack to deal
an extra 1d8 psychic damage to the target. When you reach 14th level, the extra psychic damage increases to 2d8.
EXPRESS TRANSIT
At 17th level, you can use mass transit routes to transport instantaneously to other points in the city. Starting from a
bus stop, train station, subway stop, or other suitable mass transit site within the city, you can teleport to any other
similar transit stop within the city, as if you had cast a teleport spell whose destination is a permanent teleportation
circle you know. Once you use this feature, you must finish a short or long rest before using it again.

COLD
Gods of cold include Talos, The Devourer, Thrym, Ula and Uller. They value patience and hard, enduring work ethic.
Their followers are varied from the humble farmer stocking up the larder to make it through the winter; to the rugged
deckmate bundling up sails while sheets of snow and frigid water threaten to freeze him solid. These followers have
the fortitude to accomplish the toughest of tasks in the worst conditions and keep pushing forward. They push their
bodies to the limit seeking to find their breaking point. They are rewarded when they find it, with newfound strength,
and a new appreciation for the harshness of the cold. Along with this enduring work ethic however, is their tendency
to like to take things slowly. Often these followers are told they slow their friends and acquaintances down whether
in decision making or in moments when quick action is of highest import. The old story of the Tortle and the Tabaxi
rings true for the Cleric of the Cold Domain in that they will most often take the slower, safer route knowing they will
reach their goal in due time.
DOMAIN SPELLS
You gain domain spells at the cleric levels listed in the Cold Domain Spells table. See the Divine Domain class feature
for how domain spells work.
Cold Domain Spells
CLERIC LEVEL

SPELLS

1st

armor of agathys, ice knife

3rd

gust of wind, snilloc’s snowball swarm

5th

sleet storm, slow

7th

control water, ice storm

9th

cone of cold, maelstrom

BONUS CANTRIP
When you choose this domain at 1st level, you gain the frostbite cantrip.
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WINTER WARD
Also at 1st level you can move across difficult terrain created by ice or snow without spending extra movement.
Additionally, you may use an action to extend an aura of cold around you, freezing the ground. While the aura is
active, you become resistent to cold damage, the ground within 10ft of you becomes difficult terrain for up to 4
creatures of your choice and your cold spells deal an extra 1d6 damage to creatures within this aura. The aura lasts for
one minute.
You can use this feature a number of times equal to your Wisdom modifier (a minimum of once). You regain all
expended uses when you finish a long rest.
For 24 hours after using this ability you are no longer negatively impacted by the effects of cold climates.
CHANNEL DIVINITY: FROST BURN
Starting at 2nd level, you can use your Channel Divinity to summon unthinkable cold and unleash it upon your
enemies.
When you roll cold damage, you can use your Channel Divinity to deal maximum damage, instead of rolling.
CHILLED BLAST
Starting at 6th level, when you deal cold damage you may also reduce the targets speed by 10ft until the start of your
next turn.
DIVINE STRIKE
At 8th level, you gain the ability to infuse your weapon strikes with divine energy. Once on each of your turns when
you hit a creature with a weapon attack, you can cause the attack to deal an extra 1d8 cold damage to the target.
When you reach 14th level, the extra damage increases to 2d8.
IMPROVED WINTER WARD
Starting at 17th level, you can withstand cold that would kill others and have improved your ability to radiate it. You
are immune to cold damage if your Winter Ward is active.
The range of your Winter Ward increases to 30 feet, affects any number of creatures of your choice within it, and your
spells that deal cold damage to targets within it deal an extra 2d6 cold damage.
Additionally, creatures affected by your Winter Ward have disadvantage on Dexterity checks and saving throws if
they are not resistant or immune to cold damage.

DARK
The most primal fear of all mortal races is fear of the dark. Priests of the Dark Domain revel in this fear, worship it
and learn to shape and control it. They can reach into your mind and take the face of your loved ones. They coalesce
shadows around themselves making them harder to see and hit. Darkness can remove them from sight even in a
completely lit room. The strongest among them can control weaker minds with nightmarish powers that force their
enemies greatest fears to the surface. Darkness is the edge of fear, and as such has much in common with deities that
also embody death, madness, and the void. Such deities are Lolth, Shar, Mask, Graz'zt, Sseth, Merrshaulk, Set, and
Zehir.
DARK DOMAIN FEATURES
CLERIC LEVEL

FEATURE

1st

Domain Spells, Eyes of Black, Don't Fear the Dark

2nd

Channel Divinity: Coalesce Fear

6th

Fear Itself

8th

Prevailing Darkness

17th

Kakoneirophobia
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DOMAIN SPELLS
You gain domain spells at the cleric levels listed in the Dark Domain Spells table. See the Divine Domain class feature
for how domain spells work.
Dark Domain Spells
CLERIC LEVEL

SPELL

1st

disguise self, sleep

3rd

blur, detect thoughts

5th

fear, bestow curse

7th

greater invisibility, phantasmal killer

9th

telepathic bond, dream

EYES OF BLACK
Your eyes are a dark void from which no light escapes. When you choose this domain at 1st level, you can see
normally in darkness, both magical and nonmagical, to a distance of 120 feet.
DON’T FEAR THE DARK
Also at 1st level, you can use your action to touch a willing creature, including yourself, to give it advantage on
Wisdom saving throws against being frightened. This blessing lasts for 1 hour. You can use this feature a number of
times equal to your Wisdom modifier (minimum of once). You regain all expended uses when you finish a long rest.
CHANNEL DIVINITY: COALESCE FEAR
Starting at 2nd level, you can use your Channel Divinity to create an area of Magical Darkness which spreads from a
point you choose within 60 feet to fill a 15-foot-radius sphere for 5 minutes, or until you lose your concentration (as if
you were concentrating on a spell). The darkness spreads around corners. A creature with darkvision can't see
through this darkness, and nonmagical light can't illuminate it.
If any of this spell's area overlaps with an area of light created by a spell of your highest casting level or lower, the
spell that created the light is dispelled or negated.
Each creature of your choice within the darkness must make a Wisdom saving throw or be stunned until the end of
their next turn. Creatures immune to being frightened have advantage on the saving throw.
FEAR ITSELF
Starting at 6th level, creatures under the effect of your Don’t Fear the Dark feature are immune to being frightened
and can see normally in darkness, both magical and nonmagical, to a distance of 60 feet. These benefits now last for 24
hours or until you take a long rest.
PREVAILING DARKNESS
At 8th level, magical light has difficulty piercing your darkness. When an effect would dispel darkness created by
your spells or Channel Divinity options make an ability check using your spellcasting ability. The DC equals 10 + the
spell's level. On a successful check, the darkness remains.
KAKONEIROPHOBIA
At 17th level, your mastery of the dark is perfected. You no longer have to concentrate on your darkness spells or
Channel Divinity options and whenever you create a sphere of darkness the casting distance, size of the sphere, and
duration all double.
Additionally, you reach into the minds of your enemies and give form to the most base mortal fear. As an action each
creature of your choice in a sphere of darkness you've created must make a Wisdom saving throw, taking 8d8 psychic
damage on a failed save, or half as much damage on a successful one. Creatures immune to being frightened have
advantage on the saving throw.
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DEATH
The Death domain is concerned with the forces that cause death, as well as the negative energy that gives rise to
undead creatures. Deities are patrons of necromancers, death knights, liches, mummy lords, and vampires. Gods of
the Death domain also embody murder, pain, disease or poison, and the underworld.
DEATH DOMAIN SPELLS
Cleric Level

Spells

1st

false life, ray of sickness

3rd

blindness/deafness, ray of enfeeblement

5th

animate dead, vampiric touch

7th

blight, death ward

9th

antilife shell, cloudkill

BONUS PROFICIENCY
When the cleric chooses this domain at 1st level, he or she gains proficiency with martial weapons.
REAPER
At 1st level, the cleric learns one necromancy cantrip of his or her choice from any spell list. When the cleric casts a
necromancy cantrip that normally targets only one creature, the spell can instead target two creatures within range
and within 5 feet of each other.
CHANNEL DIVINITY: TOUCH OF DEATH
Starting at 2nd level, the cleric can use Channel Divinity to destroy another creature’s life force by touch.
When the cleric hits a creature with a melee attack, the cleric can use Channel Divinity to deal extra necrotic damage
to the target. The damage equals 5 + twice his or her cleric level.
INESCAPABLE DESTRUCTION
Starting at 6th level, the cleric’s ability to channel negative energy becomes more potent. Necrotic damage dealt by the
character’s cleric spells and Channel Divinity options ignores resistance to necrotic damage.
DIVINE STRIKE
At 8th level, the cleric gains the ability to infuse his or her weapon strikes with necrotic energy. Once on each of the
cleric’s turns when he or she hits a creature with a weapon attack, the cleric can cause the attack to deal an extra 1d8
necrotic damage to the target. When the cleric reaches 14th level, the extra damage increases to 2d8.
IMPROVED REAPER
Starting at 17th level, when the cleric casts a necromancy spell of 1st through 5th level that targets only one creature,
the spell can instead target two creatures within range and within 5 feet of each other. If the spell consumes its
material components, the cleric must provide them for each target.

DREAD
The Dread Domain is a Wyrlde specific domain. This domain applies to Shadow and Dread Gods, and is for God’s of
darkness and shadow, the hidden and the unseen, despair and defeat. Dread is umbral, darkness, and very, very cold.
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DREAD DOMAIN SPELLS
Cleric Level

Spells

1

st

Shadow Hands, Fey Darkness

3

rd

Shuddering Sphere, Chilling Ray

5th

Slaylight, Frostburn

7th

Guardian of Faith, Wall of Despair

9th

Horror Strike, Scrying

BONUS CANTRIP
When you choose this domain at 1st level, you gain the Darkness cantrip if you do not already know it.
WARDING SHADOW
Also at 1st level, you can interpose divine darkness between yourself and an attacking enemy. When you are attacked
by a creature within 30 feet of you that you can see, you can use your reaction to impose disadvantage on the attack
roll, causing darkness to draw down before the attacker before it hits or misses. An attacker that cannot be blinded is
immune to this feature.
You can use this feature a number of times equal to your Wisdom modifier (a minimum of once). You regain all
expended uses when you finish a long rest.
CHANNEL DIVINITY: THE DARKNESS BEFORE THE DAWN
Starting at 2nd level, you can use your channel divinity to harness Darkness, banishing light and dealing dread
damage to your foes.
As an action, you present your holy symbol, and any magical light within 30 feet of you is dispelled. Additionally,
each hostile creature within 30 feet of you must make a constitution saving throw. A creature takes Dread Damage
equal to 2d10+your cleric level on a failed throw, and half as much damage on a successful one. A creature which has
total cover is not affected.
IMPROVED SHADOW
Starting at sixth level, you can use your warding shadow feature when a creature that you can see within 30 feet of
you attacks a creature other than you.
POTENT SPELLCASTING
Starting at 8th level, you add your wisdom modifier to the damage you deal with any cleric cantrip.
UMBRAL WREATH
Starting at 17th level, you can use your action to activate an aura of darkness that lasts for 1 minute or until you
dismiss it using another action. You can enfold an are in a 60 foot radius in a darkness that does not affect you, and
you dim light for 30 feet beyond that. Your enemies in the darkness have a disadvantage on saving throws against
any spell that does Dread or Cold damage.

FATE
Some would tell you that fate was a superstition, a misguided need to add significance to unremarkable events.
Others would tell you fate and luck were defining forces in the world, attributed to anything from winning a game of
cards, to the rise and fall of empires—that the sway of fate upon a pivotal moment could change the world forever.
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Clerics of fate use divine magic to nudge events to their liking, embodying the power of chance and its manipulation,
and range from whimsical meddlers to wise prophets. Masters of destiny, they pluck the threads of fate like a
puppeteer, bringing fortune to themselves and their allies, or misfortune to their foes. The gods of luck and fate
include those that wish to share good fortune and see benign prophesies fulfilled, those that want to spread adversity
and subvert destiny, and those that will roll the dice just to see what happens.
FATE DOMAIN FEATURES
Cleric Level

Feature

1st

Domain Spells, Bonus Cantrips, Karmic Influence

2nd

Channel Divinity: Twist of Fate

6th

Hand of Destiny

8th

Potent Spellcasting

17th

Master of Destiny

DOMAIN SPELLS
You gain domain spells at the cleric levels listed in the Fate Domain Spells table. See the Divine Domain class feature
for how domain spells work.
FATE DOMAIN SPELLS
Cleric Level

Spells

1st

bless, bane

3rd

augury, enhance ability

5th

bestow curse, remove curse

7th

death ward, divination

9th

dream, reincarnate

BONUS CANTRIPS
When you choose this domain at 1st level, you gain the guidance and true strike cantrips if you don’t already know
them.
KARMIC INFLUENCE
Also at 1st level, when yourself or an ally within 30 feet receives a critical hit, the creature which made the attack is
marked until the end of your next turn. The next time you or an ally make an attack against the marked creature, the
attack has advantage.
CHANNEL DIVINITY: TWIST OF FATE
Starting at 2nd level, you can use your Channel Divinity to nudge events toward preferable outcomes, whether that
means the success of an ally or the failure of a foe.
As a reaction, whenever a creature within 60 feet makes an ability check, or saving throw, you may choose to give
that creature advantage or disadvantage (your choice) on the roll.
HAND OF DESTINY
Starting at 6th level, you can use your action to invoke the power of chance and unleash a random effect in a 30-foot
radius centered on you. Roll a d6 against the table below to determine the effect.
d6

Effect

1

Fortunate Strikes. Allies have advantage on the first attack roll they each make before the start of your next turn.

2

Blundering Strikes. Hostile creatures have disadvantage on the first attack roll they each make before the start of your next
turn.

3

Right Place, Right Time. Allies have advantage on the first saving throw they each make before the start of your next turn.
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4

Wrong Place, Wrong Time. Hostile creatures have disadvantage on the first saving throw they each make before the start
of your next turn.

5

Disastrous Ricochets. When a hostile creature misses an attack, they must reroll the attack against a random creature that's
also hostile to you. If it was a melee attack, the new target must be within 5 feet of the original attack's target. If it was a
ranged attack, the new target must be within half the range the attack traveled.

6

Spectacular Ricochets. When an ally misses an attack, they may reroll the attack against another target. If it was a melee
attack, the new target must be within 5 feet of the original attack's target. If it was a ranged attack, the new target must be
within half the range the attack traveled.

You can use this feature a number of times equal to your Wisdom modifier (minimum of once). You regain all
expended uses when you finish a long rest.
POTENT SPELLCASTING
Starting at 8th level, you add your Wisdom modifier to the damage you deal with any cleric cantrip.
MASTER OF DESTINY
Starting at 17th level, when you use Hand of Destiny, you now roll twice against its effect table and both effects take
place. If you roll the same effect twice, reroll until one result is different than the other and use the new effect.
Additionally, when you roll initiative and have no uses of Hand of Destiny remaining, you regain one use.

FORGE
The gods of the forge are patrons of artisans who work with metal, from a humble blacksmith who keeps a village in
horseshoes and plow blades to the mighty elf artisan whose diamond-tipped arrows of mithral have felled demon
lords. The gods of the forge teach that, with patience and hard work, even the most intractable metal can be
transformed from a lump of ore to a beautifully wrought object. Clerics of these deities search for objects lost to the
forces of darkness, liberate mines overrun by orcs, and uncover rare and wondrous materials necessary to create
potent magic items. Followers of these gods take great pride in their work, and they are willing to craft and use heavy
armor and powerful weapons to protect them.
FORGE DOMAIN FEATURES
Cleric Level

Feature

1st

Domain Spells, Bonus Proficiencies, Blessing of the Forge

2nd

Channel Divinity: Artisan’s Blessing

6th

Soul of the Forge

8th

Divine Strike (1d8)

14th

Divine Strike (2d8)

17th

Saint of Forge and Fire

DOMAIN SPELLS
You gain domain spells at the cleric levels listed in the Forge Domain Spells table. See the Divine Domain class feature
for how domain spells work.
FORGE DOMAIN SPELLS
Cleric Level

Spells

1st

identify, searing smite

3rd

heat metal, magic weapon

5th

elemental weapon, protection from energy

7th

fabricate, wall of fire

148

9th

animate objects, creation

BONUS PROFICIENCIES
When you choose this domain at 1st level, you gain proficiency with heavy armor and smith’s tools.
BLESSING OF THE FORGE
At 1st level, you gain the ability to imbue magic into a weapon or armor. At the end of a long rest, you can touch one
nonmagical object that is a suit of armor or a simple or martial weapon. Until the end of your next long rest or until
you die, the object becomes a magic item, granting a +1 bonus to AC if it’s armor or a +1 bonus to attack and damage
rolls if it’s a weapon.
Once you use this feature, you can’t use it again until you finish a long rest.
CHANNEL DIVINITY: ARTISAN'S BLESSING
Starting at 2nd level, you can use your Channel Divinity to create simple items.
You conduct an hour-long ritual that crafts a nonmagical item that must include some metal: a simple or martial
weapon, a suit of armor, ten pieces of ammunition, a set of tools, or another metal object (see chapter 5, “Equipment,”
in the Player’s Handbook for examples of these items). The creation is completed at the end of the hour, coalescing in an
unoccupied space of your choice on a surface within 5 feet of you.
The thing you create can be something that is worth no more than 100 gp. As part of this ritual, you must lay out
metal, which can include coins, with a value equal to the creation. The metal irretrievably coalesces and transforms
into the creation at the ritual’s end, magically forming even nonmetal parts of the creation.
The ritual can create a duplicate of a nonmagical item that contains metal, such as a key, if you possess the original
during the ritual.
SOUL OF THE FORGE
Starting at 6th level, your mastery of the forge grants you special abilities:
You gain resistance to fire damage.
While wearing heavy armor, you gain a +1 bonus to AC.
DIVINE STRIKE
At 8th level, you gain the ability to infuse your weapon strikes with the fiery power of the forge. Once on each of your
turns when you hit a creature with a weapon attack, you can cause the attack to deal an extra 1d8 fire damage to the
target. When you reach 14th level, the extra damage increases to 2d8.
SAINT OF FORGE AND FIRE
At 17th level, your blessed affinity with fire and metal becomes more powerful:
You gain immunity to fire damage.
While wearing heavy armor, you have resistance to bludgeoning, piercing, and slashing damage from nonmagical
attacks.

FUNK
Some clerics devote themselves to the pursuit of holy light, or the veneration of nature, or the protection of the
balance of life and death. Others are less traditional. For those pantheons that have gods dedicated to music, the arts,
dance, or generally being fresh, one can sometimes find a cleric of the Divine Domain of Funk.
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Funk Clerics are often cool, smooth, able to act as both a chill influence and the life of the party. Devotion to the
domain requires learning some musical skill.
BONUS PROFICIENCIES
When you choose this domain at 1st level, you gain proficiency in one weapon and one musical instrument of your
choice.
CHANNEL DIVINITY: RIGHTEOUS BEAT
Starting at 2nd level, you can use your Channel Divinity to call forth a divine beat to inspire an ally.
As an action, you play a funky song, choosing one creature other than yourself within 60 feet that can hear you. That
creature gains one Rhythm Boost die, a d8.
Once within the next 10 minutes, the creature can roll the die and add the number rolled to one ability check, attack
roll, or saving throw it makes. The creature can wait until after it rolls the d20 before deciding to use the Rhythm
Boost die but must decide before the DM says whether the roll succeeds or fails. Once the Rhythm Boost die is rolled,
it is lost. A creature can have only one Rhythm Boost die at a time.
CHANNEL DIVINITY: CAN'T STOP WON'T STOP
Starting at 6th level, you can use your Channel Divinity to call upon the soul of music to keep you going.
As an reaction, if you are knocked Unconscious by taking damage, you may use your Channel Divinity to
automatically pass one death save. You may not use this feature again after that until you have become conscious
again.
THE PARTY NEVER STOPS
At 8th level, your attunement with the funk is such that you can enjoy the effects of various recreational substances
without suffering any impairment. You may consume alcohol and other mid-altering substances without suffering
any disadvantage, penalty to ability checks or attack rolls, or any status effect granted besides Poisoned. When you
reach 14th level, you become completely immune to being Poisoned.
SOUL OF RHYTHM
At 17th level, you can inspire up to eight creatures, instead of one, when you use Righteous Beat. Each creature
receives a d8 Rhythm Boost die.

GRAVE
Gods of the grave watch over the line between life and death. To these deities, death and the afterlife are a
foundational part of the multiverse. To desecrate the peace of the dead is an abomination. Deities of the grave include
ancestral spirits. Followers of these deities seek to put wandering spirits to rest, destroy the undead, and ease the
suffering of the dying. Their magic also allows them to stave off death for a time, particularly for a person who still
has some great work to accomplish in the world. This is a delay of death, not a denial of it, for death will eventually
get its due.
GRAVE DOMAIN FEATURES
Cleric Level

Feature

1st

Domain Spells, Circle of Mortality, Eyes of the Grave

2nd

Channel Divinity: Path to the Grave

6th

Sentinel at Death’s Door

8th

Potent Spellcasting

17th

Keeper of Souls
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DOMAIN SPELLS
You gain domain spells at the cleric levels listed in the Grave Domain Spells table. See the Divine Domain class
feature for how domain spells work.
GRAVE DOMAIN SPELLS
Cleric Level

Spells

1st

bane, false life

3rd

gentle repose, ray of enfeeblement

5th

revivify, vampiric touch

7th

blight, death ward

9th

antilife shell, raise dead

CIRCLE OF MORTALITY
At 1st level, you gain the ability to manipulate the line between life and death. When you would normally roll one or
more dice to restore hit points with a spell to a creature at 0 hit points, you instead use the highest number possible
for each die.
In addition, you learn the spare the dying cantrip, which doesn’t count against the number of cleric cantrips you know.
For you, it has a range of 30 feet, and you can cast it as a bonus action.
EYES OF THE GRAVE
At 1st level, you gain the ability to occasionally sense the presence of the undead, whose existence is an insult to the
natural cycle of life. As an action, you can open your awareness to magically detect undead. Until the end of your
next turn, you know the location of any undead within 60 feet of you that isn’t behind total cover and that isn’t
protected from divination magic. This sense doesn’t tell you anything about a creature’s capabilities or identity.
You can use this feature a number of times equal to your Wisdom modifier (minimum of once). You regain all
expended uses when you finish a long rest.
CHANNEL DIVINITY: PATH TO THE GRAVE
Starting at 2nd level, you can use your Channel Divinity to mark another creature’s life force for termination.
As an action, you choose one creature you can see within 30 feet of you, cursing it until the end of your next turn. The
next time you or an ally of yours hits the cursed creature with an attack, the creature has vulnerability to all of that
attack’s damage, and then the curse ends.
SENTINEL AT DEATH’S DOOR
At 6th level, you gain the ability to impede death’s progress. As a reaction when you or a creature you can see within
30 feet of you suffers a critical hit, you can turn that hit into a normal hit. Any effects triggered by a critical hit are
canceled.
You can use this feature a number of times equal to your Wisdom modifier (minimum of once). You regain all
expended uses when you finish a long rest.
POTENT SPELLCASTING
Starting at 8th level, you add your Wisdom modifier to the damage you deal with any cleric cantrip.
KEEPER OF SOULS
Starting at 17th level, you can seize a trace of vitality from a parting soul and use it to heal the living. When an enemy
you can see dies within 60 feet of you, you or one creature of your choice that is within 60 feet of you regains hit
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points equal to the enemy’s number of Hit Dice. You can use this feature only if you aren’t incapacitated. Once you
use it, you can’t do so again until the start of your next turn.

HEARTH
The Hearth Domain belongs to deities that uphold society, protection of territory, and shelter for their constituents.
They are the diffusers, those that bring calm and uphold comfort, peace, and security. The hearth is the symbol of
their divinity and their pledge of protection over spaces of rest. As the keepers of this divine flame, you harness its
soothing warmth to comfort your charges and use its searing heat to drive back those that seek to blaspheme the
sacred ground the heart dictates.
HEARTH DOMAIN SPELLS
Cleric Level

Spells

1st

Alarm, Sanctuary

3rd

Prayer of Healing, Calm Emotions

5th

Magic Circle, Beacon of Hope

7th

Death Ward, Private Sanctum

9th

Hallow, Mass Cure Wounds

BONUS PROFICIENCY
When you choose this domain at 1st level, you gain proficiency with cook's utensils.
WARMTH OF THE HEARTH
Also starting at 1st level, your hearth provides comfort and strength to your allies. You gain access to the Create
Bonfire cantrip. Whenever you or your allies take a short or long rest within 30 ft. of a hearth created with the aid of
the Create Bonfire cantrip, they gain temporary hit points equal to your Wisdom Modifier plus your Cleric Level.
These temporary hit points last till your next short or long rest.
CHANNEL DIVINITY: PACIFYING PRESENCE
Starting at 2nd level, you can use your Channel Divinity to disarm conflict, and exude an aura of comfort and
amiability.
As an action, you can use Channel Divinity and each creature you choose that can see or hear you within 30 feet of
you must make a Wisdom saving throw. Non-hostile creatures fail this save automatically. Those that fail this saving
throw are charmedfor a minute or until they take damage, and are friendly towards you and other creatures you
choose. In addition, you may add your Wisdom modifier to persuasion checks against creatures under the effect of
this ability.
MANTLE OF PROTECTION
Beginning at 6th level, your protective magic infuses you and your allies with divine vigor. When you cast an
abjuration spell, allies who are targeted or are within the area of effect gain temporary hit points equal to 1d8 plus
your Wisdom modifier. These temporary hit points stack with those obtained from effects other than this feature, if
any, and last till your next short or long rest.
POTENT SPELLCASTING
Starting at 8th level, you add your Wisdom modifier to the damage you deal with any cleric cantrip.
KEEPER OF THE FLAME
Starting at 17th level, you carry the essence of the divine flame within you. You emanate an aura of warmth in a 30
feet radius. Allies that enter or begin their turn in the radius is immune to being frightened until their next turn and
gains temporary hit points equal to your Wisdom modifier. These temporary hit points last till your next short or
long rest. Enemies that enter or begin their turn in the radius take fire or radiant damage equal to 1d4 plus your
Wisdom modifier.
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HUNT
Gods of the hunt expect their followers to not only respect the natural world, but to master it. They may revel in the
pleasure of hunting and killing a target, or they may see it as a grim necessity of survival. Gods with the hunt domain
include Artemis, Silvanus, Sobek, Odin, and Uller.
HUNT DOMAIN SPELLS
You gain domain spells at the cleric levels listed in the Hunt Domain Spells table. See the Divine Domain class feature
for how domain spells work.
HUNT DOMAIN SPELLS
Cleric level

Spells

1st

guiding bolt, hunter's mark

3rd

pass without trace, silence

5th

clairvoyance, conjure animals

7th

dominate beast, locate creature

9th

scrying, tree stride

BONUS PROFICIENCY
At 1st level, you gain proficiency with martial weapons.
HUNTMASTER
Also at first level, you have mastered the art of living in the wilds. You gain proficiency in the Survival skill, and you
have advantage on Wisdom (Survival) checks made to hunt or track beasts.
CHANNEL DIVINITY: INESCAPABLE HUNTER
Starting at 2nd level, you can use your Channel Divinity to stop your quarry in its tracks. When you hit a creature
with a weapon attack on your turn, you can use your Channel Divinity as a bonus action to reduce that creature's
speed to 0 until the start of your next turn.
RELENTLESS PURSUIT
Starting at 6th level, you can use your reaction to make a single weapon attack against a creature you can see when it
attempts to move to a location you cannot see.
DIVINE STRIKE
At 8th level, you gain the ability to infuse your weapon strikes with divine energy. Once on each of your turns when
you hit a creature with a weapon attack, you can cause the attack to deal an extra 1d8 force damage to the target.
When you reach 14th level, the extra damage increases to 2d8.
SILENT STALKER
At 17th level, your footsteps no longer make sound when you walk. When in dim light or darkness, you can use an
action to become invisible for 1 minute or until you cast a spell or make an attack. You become visible again if
exposed to bright light.

KNOWLEDGE
This is the same as is shown in the Players Handbook.

LIFE
This is the same as is shown in the Players Handbook.
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LIGHT
This is the same as is shown in the Players Handbook.

LOVE
Clerics of the Love Domain believe that love conquers all. Love Domain clerics seek to embody the gods' love for
mankind by bringing love and laughter to the world; they often wear bright and colourful clothes and take great
pride in their appearance, keenly following (or even setting) the latest fashion trends. Many are also masters of the
crafts of song and dance, seeing music and art as gifts from the gods. They have little time for the austere and the
dull, and as such often conflict with more ascetic clerical traditions, but there is a serious theology behind each smile
or kiss. They believe that it is through the sensation of joy, love and pleasure that humans can truly experience the
divine, and while not everything that is beautiful is good, they believe that everything that is good should be
beautiful in its own way. Love clerics are not inclined to violence, but they are implacably opposed to the forces of
cruelty, bigotry and hatred, and will readily take up arms against those who would make the world an uglier, less
loving place. Many gods can claim to have the Love domain as part of their portfolio, but it is most typically
associated with gods of fertility and marriage, such as Boldrei, Arawai and Isis, of art and beauty, such as Milil,
Branchala and Sune, and of joy and passion, such as Llira, Hanali Celanil and Aphrodite. The relationships Love
clerics have with their gods can be just as passionate, tempestuous and dramatic as their romantic relationships with
mortals, which they are expected to pursue with full abandon.
DOMAIN SPELLS
LOVE DOMAIN SPELLS
Cleric Level

SPELLS

1

bless, charm person

3

alter self, blindness/deafness

5

beacon of hope, hypnotic pattern

7

banishment, compulsion

9

geas, seeming

BLESSINGS OF THE LOVER
As a priest of the Love Domain, you have been trained to bring the joy of the gods to mortals. At 1st level, you gain
proficiencies in Persuasion and Performance. Additionally, you gain proficiency in two musical instruments.
GODLY GRACE
At 1st level, you can manifest the beauty of the gods. If a creature within 30 feet of you attempt to make an attack
against an ally, you can use your reaction to distract it. The creature must make a Wisdom saving throw or become
charmed until the end of its next turn. While charmed, the creature cannot attack and must use all of its movement to
get as close to you as possible, though it will not move through obviously dangerous locations. Godly Grace can only
apply to one creature at a time.
You can use this feature a number of times equal to your Wisdom modifier (a minimum of once). You regain all
expended uses when you finish a long rest.
CHANNEL DIVINITY: LUSTRATING BEAUTY
Starting at 2nd level, you can use your Channel Divinity to protect your allies against misfortune. As an action, you
can sanctify a number of creatures equal to 1 plus your Wisdom modifier (minimum of 1). Each affected creature
gains temporary hit points equal to half your Cleric level and makes its next saving throw with advantage. This effect
lasts one minute.
CHANNEL DIVINITY: LOVER'S EMBRACE
At 6th level, you can use your Channel Divinity to bestow divine loveliness upon a creature (including yourself). As
an action, you can touch a creature and give it advantage on Charisma checks for one minute.
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POTENT SPELLCASTING
Starting at 8th level, you add your Wisdom modifier to the damage you deal with any cleric cantrip.
BOUNDLESS GRACE
At 17th level, you have become an avatar of beauty and favour, such that creatures are loath to attack you. Melee and
ranged attack rolls have disadvantage against you if you are within 30 feet of the attacker and it can see you. If you
take damage, this effect is nullified until the beginning of your next turn.

LUCK
Gods of luck are deities who effect the fates of mortals with subtle influences and superstitions. They’re patrons of
thieves, gamblers, merchants and adventurers alike. Their clerics are happy-go-lucky wanderers; spreading good, or
ill, to all they meet. They prefer to leave things to chance, rarely making plans and instead having faith that their deity
will guide them to whatever fate is best for them. Luck domain clerics tend to be carefree, fun and friendly characters
who rarely take responsibility for their own actions.
IN THE HANDS OF THE GODS
The prepared spells for a Cleric with the Luck domain are in the hands of their deity from day to day. At the start of
each new day, the Cleric must flip a coin. A result of heads imbues the Cleric with spells related to Good Luck, and
tails; Bad Luck. In addition to this, a Luck domain Cleric can only cast healing spells and ability enhancing spells with
a result of heads, and can only cast damaging and debilitating spells with a result of tails.
LUCK DOMAIN SPELLS (HEADS)
CLERIC LEVEL

SPELLS

1st

bless, heroism

3rd

aid, augury

5th

beacon of hope, clairvoyance

7th

death ward, divination

9th

reincarnate, dispel evil and good

Luck Domain Spells (Tails)
CLERIC LEVEL

SPELLS

1st

bane, hex

3rd

blindness/deafness, augury

5th

counterspell, fear

7th

confusion, divination

9th

reincarnate, mislead

MAKE MY OWN LUCK
Starting when you choose this domain at 1st level, you can use your action to give yourself advantage on one ability
check. This ability lasts for one hour, and can only be used again once the hour is up.
CHANNEL DIVINITY: BETTER LUCK NEXT TIME!
Starting at 2nd level, you can use your Channel Divinity to force a double roll of an attack roll, ability check or saving
throw.
As a reaction, when a creature you can see is making an attack roll, ability check or saving throw, you offer a quick
prayer to your deity to put that creature in the hands of fate.
The target creature must make two rolls instead of one. You then choose which of the two rolls they use.
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If the target creature has advantage or disadvantage on this roll, they must roll three d20s, and either the highest or
lowest roll is discarded (dependant on them having advantage or disadvantage) before you choose the roll to use.
THAT WAS CLOSE!
At 6th level, you have a knack for just scraping by - gaining the following benefits:
- When a creature makes an attack against you and the roll equals your armour class - through divine luck - the attack
misses you. You may then immediately use your reaction to move up to half your movement speed away from the
attacker, provoking no attack of opportunity.
- You gain immunity to any effects, magical or otherwise, that give you disadvantage on saving throws.
DIVINE STRIKE
At 8th level, you gain the ability to infuse your weapon strikes with divine energy. Once on each of your turns when
you hit a creature with a weapon attack, you can cause the attack to deal an extra 1d8 radiant damage (if you flipped
heads) or 1d8 necrotic damage (if you flipped tails) to the target. When you reach 14th level, the extra damage
increases to 2d8.
A SECOND CHANCE
Starting at 17th level, you can attempt to change the mind of your deity when they decide your daily fate.
When you flip the coin to decide your luck for the day, you can choose to flip it an additional 2 times in an attempt to
gain your preferred result. If the second or third flip gives a different result and you succeed in changing your deity's
mind - you also gain an additional 1st, 2nd, 3rd and 4th level spell slot for the day. If both the second and third flip
gives the same result and you fail to change your deity's mind - you are stuck with this result for the next 2 days,
instead of one.
If you are successful in changing your deity's mind - and if you're feeling particularly lucky - you can flip another coin in
an attempt to barter for an additional 5th and 6th level spell slot. On a heads, these spell slots are granted. On a tails,
you revert back to your original roll for the day.

NATURE
This is the same as is shown in the Players Handbook.

ORDER
The Order domain represents discipline, as well as service to a society or an institution, whether that service is
rendered in obedience to or enforcement of the law—civil, religious, or both.
The ideal of order is obedience to the law above all else, rather than to a specific individual or the passing influence of
emotion or popular rule.
Clerics of order are typically concerned with how things are done, rather than whether an action’s results are just.
Following the law and obeying its edicts is critical, especially when it benefits these clerics and their deities. More
importantly, law establishes hierarchies. Those selected by the law to lead must be obeyed. Those who obey must do
so to the best of their ability.
In this manner, law creates an intricate web of obligations that allows society to forge order and security in a chaotic
multiverse.
ORDER DOMAIN FEATURES
Cleric Level

Feature

1st

Bonus Proficiency, Voice of Authority

2nd

Channel Divinity: Order’s Demand

6th

Order’s Dominion
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8th

Divine Strike

17th

Order’s Wrath

DOMAIN SPELLS (UAO)
You gain domain spells at the cleric levels listed in the Order Domain Spells table. See the Divine Domain class
feature for how domain spells work.
ORDER DOMAIN SPELLS
Cleric Level

Spells

1st

command, heroism

3rd

enhance ability, hold person

5th

mass healing word, slow

7th

compulsion, locate creature

9th

commune, dominate person

BONUS PROFICIENCY
When you choose this domain at 1st level, you gain proficiency with
heavy armor.
VOICE OF AUTHORITY

Starting at 1st level, you can invoke the power of law to drive an ally to
attack. Immediately after you cast a spell on an ally using a spell slot of 1st level or higher, that ally can use their
reaction to make one weapon attack against a target of your choice that you can see. If the spell targets more than one
ally, you choose the ally who can make the attack.
CHANNEL DIVINITY: ORDER’S DEMAND
Starting at 2nd level, you can use your Channel Divinity to exert an intimidating presence over others. As an action,
you present your holy symbol, and each creature of your choice that can see or hear you within 30 feet of you must
succeed on a Wisdom saving throw or be charmed by you until the end of your next turn or until the charmed
creature takes any damage. You can also cause any of the charmed creatures to fall prone when they fail the saving
throw.
ORDER’S DOMINION
At 6th level, you become extraordinarily adept at channeling magical energy to compel others. When you cast a spell
of the enchantment school using a spell slot of 2nd level or higher, you regain one expended spell slot. The slot you
regain must be of a level lower than the spell you cast and can’t be higher than 5th level.
DIVINE STRIKE
At 8th level, you gain the ability to infuse your weapon strikes with divine energy. Once on each of your turns when
you hit a creature with a weapon attack, you can cause the attack to deal an extra 1d8 force damage to the target.
When you reach 14th level, the extra damage increases to 2d8.
ORDER’S WRATH
Starting at 17th level, enemies you designate for destruction wilt under the combined efforts of you and your allies. If
you deal your Divine Strike damage to a creature, that creature takes an extra 2d8 force damage the first time each
turn that any ally of yours hits it with a weapon attack. This benefit lasts until the start of your next turn.

SHADOW
The domain here is over all forms of darkness—both physical dark and the darkness present in the souls of all
mortals. The Shadow is also worshiped as a goddess of secrets, loss, and forgetfulness, and is thus also known to
represent hidden pains and grievances. She is revered by those who work in dark places, like miners, and also those
who wish to forget a tragedy or have lost a part of their lives. Priests of the goddess of darkness nurture deep wounds
and dark secrets, which ultimately has caused followers of the Mistress of the Night to commit dark deeds in her
name.
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DOMAIN SPELLS
You gain domain spells at the cleric levels listed in the Darkness Domain Spells table. See the Divine Domain class
feature for how domain spells work.
DARKNESS DOMAIN SPELLS
Cleric Level

Spells

1st

armor of agathys, arms of hadar

3rd

blindness/deafness, darkness

5th

hunger of hadar, nondetection

7th

shadow of moil, phantasmal killer

9th

enervation, modify memory

EYES OF THE NIGHT
When you choose this domain at 1st level, you can see normally in all
darkness, magical or nonmagical, to a range of 120 feet.
CHANNEL DIVINITY: AURA OF SHADOW
Starting at 2nd level, you can use your Channel Divinity to create a field

of warding shadows.
As an action, you can cause swirling darkness to coalesce in a 10-foot radius originating from you. The aura moves
with you. When you create the aura, you can designate any number of creatures you can see that can see through the
magical darkness as if it weren’t there. The chosen creatures still gain the aura’s benefits.
Creatures have an effective +2 to their AC and to Dexterity saving throws and have resistance to radiant damage
while inside the aura. The aura lasts for 1 minute.
SHADOW STEP
At 6th level, you gain the ability to step from one shadow into another. Once per short rest, when you are in dim light
or darkness, as a bonus action you can teleport up to 60 feet to an unoccupied space you can see that is also in dim
light or darkness. You then have advantage on the first melee attack you make before the end of the turn.
DIVINE STRIKE
At 8th level, you gain the ability to infuse your weapon strikes with dark energy. Once on each of your turns when
you hit a creature with a weapon attack, you can cause the attack to deal an extra 1d8 psychic or necrotic damage
(your choice) to the target. When you reach 14th level, the extra damage increases to 2d8.
SHADOW FORM
At 17th level, you can transform yourself into a shadow form as a bonus action. In this form, you have immunity to
poison and necrotic damage. You are vulnerable to radiant damage, and you are resistant to all other damage types
except psychic and force. You are immune to being grappled, paralyzed, petrified, poisoned, prone, and restrained.
You can move through other creatures and objects as if they were difficult terrain. You take 5 force damage if you end
your turn inside an object. You gain a new melee attack option, Life Drain. Any creature you hit with a Life Drain
attack takes necrotic damage equal to 4d8 + your Wisdom modifier. You can remain in this form for up to 1 minute.
You can use this feature once, and then you must complete a long rest before using it again.

SHAMANS
The Domain of Shamans is specific to the Nomads of the Wylde and Islandia, and the peoples of Cahokia or Hyborea.
Shamans are also often found among the Goblins, Bogle, Kobolds, Gremlins, and Imps. Isolated, usually nomadic,
they are outside the normal circle of knowledge. The Tribes tend to have their own beings they worship, usually
without realizing they are one of the Shadow Gods taking on an animism or related form. To be a Shaman you must
come from Islandia, Wylde, or be an escaped Therian slave from Hyborea.
Shamans use a Fetish object as their holy symbol.
Cleric Level
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Feature

1st

Bonus Proficiency, Voice of Authority

SHAMAN DOMAIN SPELLS

2nd

Channel Divinity: Tribal Safety

6th

Tribal Protection

8th

Tribal Strike

You gain domain spells at the cleric levels listed in the Order Domain
Spells table. See the Divine Domain class feature for how domain
spells work.

17th

Tribal Command

ORDER DOMAIN SPELLS

SHAMAN
The Shaman is charged with preserving the
history of their people. At 1st level, you become
History, Nature and Religion. Your Proficiency
for any ability check you make that uses any of
VOICE OF AUTHORITY

ROLE OF THE

Cleric Level

Spells

1st

Sanctuary, Augury

3rd

Calm Emotions, Enhance Ability

5th

Speak with Dead, Spirit Guardians

7th

Commune, Legend Lore

9th

Find the Path, Heroes Feast

traditions and
proficient in
bonus is doubled
those skills.

Starting at 1st level, you can invoke the power of tribal tradition to drive an ally to attack. Immediately after you cast
a spell on an ally using a spell slot of 1st level or higher, that ally can use their reaction to make one weapon attack
against a target of your choice that you can see. If the spell targets more than one ally, you choose the ally who can
make the attack.
CHANNEL DIVINITY: TRIBAL SAFETY
A Shaman is a force within their tribe. Among the tasks is determining what is safe. Starting at 2nd level, you can your
channel divinity to do one of the following: Detect Evil and Good, Detect Poison & Disease, Detect Magic, Find Traps.
At 6th, 12th, and 18th levels, you can do one additional thing when you do this.
CHANNEL DIVINITY: TRIBAL PROTECTION
Starting at 6th Level, you can channel divinity to do one of the following: Protection from Evil and Good, Purify Food
and Drink, Protection from Poison, Protection from Energy, Glyph of Warding. At 12th and 18th levels, you can do one
additional thing when you do this.
TRIBAL STRIKE
Starting at 8th level, you can infuse your weapon with divine energy, and do an extra 1d8 divine power damage on an
attack. When you reach 14th level, this increases to 2d8.
TRIBAL COMMAND
At 17th Level, you gain the ability to command any member of your tribe as if they are under the effect of a Charm
Person spell. You can take a bonus action on your next turn to tell them what they should do o their turn. As a note,
the Shaman can adopt people into their tribe through a Bless ritual.

TEMPEST
This is the same as is shown in the Players Handbook.

TIME
Gods of time tend to be concerned with natural order and preventing excessive meddling in time, even allowing their
followers to manipulate time in their service.
DOMAIN SPELLS
You gain domain spells at the cleric levels listed in the Time Domain Spells table. See the Divine Domain class feature
for how domain spells work.
Time Domain Spells
Cleric level

Spells
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FORESIGHT

1st

expeditious retreat, feather fall

At 1st level, you gain a small degree of foreknowledge that improves your
reaction time in combat. You can give yourself a bonus to your initiative rolls
equal to your Wisdom modifier.

3rd

augury, hold person

5th

haste, slow

7th

divination, freedom of movement

9th

legend lore, modify memory

TEMPORAL ADEPT

Also at 1st level, the river of time is slower to wash away your magic. When
you cast a spell with a duration of 1 minute or longer, you can double that spell’s duration. Once you have used this
feature, you cannot do so again until you have completed a long rest.
CHANNEL DIVINITY: SLOW TIME
Starting at 2nd level, you can use your Channel Divinity to bend the river of time around you.
On your turn, you can take one additional action on top of your regular action and a possible bonus action. This
additional action cannot be used to take the Cast a Spell action, and you may make no more than one weapon attack if
you take the Attack action with it.
CHANNEL DIVINITY: REWIND TIME
Starting at 6th level, you can use your Channel Divinity to travel a small distance back in time. As a reaction when
you make an ability check, saving throw, or attack roll, you can re-roll with advantage. You may choose to use this
feature after seeing the result of the roll but before the outcome is determined. You must use the result of the second
roll.
POTENT SPELLCASTING
Starting at 8th level, you add your Wisdom modifier to the damage you deal with any cleric cantrip.
TIME’S MASTER
At 17th level, you have bent time to your will. You gain the following benefits:
•
•
•
•

Time stop is a domain spell for you. Like other domain spells, it is always prepared and counts as a cleric spell
for you.
You experience no further physical effects from aging, you cannot be aged magically, and your natural
lifespan is increased tenfold.
You can use a bonus action to double your base walking speed until the end of your turn.
Whenever you cast a cleric spell of 1st level or higher with a casting time of at least 1 minute, you can spend
an additional spell slot to reduce its casting time to 1 action. The additional spell slot you spend must be of a
level no lower than 1 level below the spell’s level.

TRICKERY
This is the same as is shown in the Players Handbook.

WAR
This is the same as is shown in the Players Handbook.
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DRUID
DESCRIPTION
Druids on Wyrlde are empowered by the Veil, the Void, the Vault, and the Voes
that runs through all of them.
The Veil, Void, and Vault are magical barriers, tests and divisions, and are sentient
and powerful things, and connecting them all is the Voes, a “river of diamond” that
connects them in a path that one must follow narrowly, or be destroyed in the
Passages, until you come to the source of all things, The Well of Souls.
Druids don’t buy into the Gods of Wyrlde, and often are very hostile to them,
deeply mistrustful of their Priests and Clerics, as it was the Gods that nearly
destroyed the world, not the people serving them.
Druids revere the world around them, the heart and soul of the planet. They tend to
be loners and will often not present themselves as druids in the broader world, in
order to protect their Enclave.
Druids control and are controlled by Enclaves. Some Enclaves are located in Cities,
but most are in out of the way locations in the Wylde, locations of exceptional
beauty and charm, though most do not have especially remarkable features
(waterfalls, etc) – they are simply holy places in the sense of being unfettered and
divine in the sense of the awe they inspire, or the calm and centered space.
FEATURES
Hit Dice: 1d8 per druid level
Hit Points at 1st Level: 8 + your
Constitution modifier
Hit Points at Higher Levels: 1d8 (or 5) +
your Constitution modifier per druid level
after 1st
PROFICIENCIES
Armor: Light armor, medium armor,
shields (druids will not wear armor or use
shields made of metal)
Weapons: Clubs, daggers, darts, javelins,
maces, quarterstaffs, scimitars, sickles,
slings, spears
Tools: Herbalism kit
Saving Throws: Intelligence, Wisdom
Skills: Choose two from Arcana, Animal
Handling, Insight, Medicine, Nature,
Perception, Religion, and Survival

Many Druid Enclaves are found near the locations of Monasteries
and are often on friendly terms with their Monks, for of all the
classes, these two get along the best. Druids are ascetic, but still
people, and as prone to enjoy a hellaciously good meal as anyone
else.
Wyrlde Druids are aware of something few others are aware of: the
Fifth Element. Spirit, Aether, the Force – the names for it are many,
but it is the motivating force that allows a person to live in the same
way it gives a blade of grass life. They follow the path of Aether, the
way of Life, the road of the Enclave.
This affects little about how the class is described as functioning in
the PHB, but does present some unique challenges in playing one.

CREATING A DRUID
When making a druid, consider why your character has such a close
bond with nature.
Perhaps your character was raised by a druid after being abandoned
in the depths of a forest.
Perhaps your character had a dramatic encounter with the spirits of
nature, coming face to face with a giant eagle or dire wolf and
surviving the experience.
Maybe your character was born during an epic storm or a volcanic
eruption, which was interpreted as a sign that becoming a druid was
part of your character’s destiny.
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Yet one must also determine why it is they left the Enclave, for that is both the source of a Druid’s power and the
destiny of that druid. Druids in Wyrlde are not bound by the rules of People, but by deeper, more durable Truths,
and this has an effect on them.
An Ancient Therian druid may be hundreds of years old – and never leave their Enclave, for to do so would allow
time and tide to catch up to them. Within an Enclave, a Druid is not quite all powerful, but a high level druid on their
home ground has more than a fighting chance against a dragon.
Away from it, though, time and tide flow through them as they flow through it, and they are not inured to the mortal
paths as they are within the enclave, so leaving it must have a good reason.
The most common reasons for a Druid to leave an Enclave are to seek their own, for they shared an enclave with
(an)other(s) – which reduces the power of each – or they seek to find a way to protect or defend an enclave, or they
have felt a disturbance and must seek a way to restore the balance.
Have you always been an adventurer as part of your druidic calling, or did you first spend time as a caretaker of a
sacred grove or spring? Perhaps your homeland was befouled by evil, and you took up an adventuring life in hopes
of finding a new home or purpose.

EQUIPMENT
You start with the following equipment, in addition to the equipment granted by your background:
•
•
•

a wooden shield or (b) any simple weapon
a scimitar or (b) any simple melee weapon
Leather armor, an explorer’s pack, and a druidic focus

TREASURED ITEMS (XGE)
Druids may or may not have an item or two that they consider to be sacred to them, or to have deep personal
significance. Often, they have a deep personal attachment to these items that is spiritual, imbuing them with possible
power, but only in circumstances unforeseeable. They are not magical in and of themselves, but they are of constant
value, and frequently handled, fiddled with, studied as part of meditation.
The table in the XGE can aid in determining what the treasured items your druid may have.
GUIDING ASPECTS (XGE)
Druids on Wyrlde have a strong connection to a guiding aspect of the natural world, and it is typically an element of
their Enclave, tying them to it and through which they draw their powers and strength.
The table in the XGE can aid in determining what the treasured items your druid may have.
MENTORS (XGE)
All Druids have learned the central, secret tenets of their class from someone else, typically after at least a year of
proving themselves to be truly within the spirit of what it means to be a druid. This person is their mentor.
The table in the XGE can aid in determining what the treasured items your druid may have.

DRUID CIRCLES
A druid can always enter the Enclave of their Master, and a Master can always enter th Enclave of their student – the
two are linked, perpetually. From a Druid’s Enclave, they can travel to their Mentor’s enclave as if it were
teleportation once a month. In this way, there are chains of Enclaves and Druids bound by central teaching, which are
often called Circles.
These Circles are bound by traditions, rites, and customs that are unique to each of them. The Circles available in the
PHB and XGE are available on Wyrlde.
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CIRCLE OF DREAMS
The Circle of Dreams as described in the XGE makes mention of the Feywild. On Wyrlde, however, the college taught
not by the Fey, but by the priests of the Shadow God Kirin. The college is otherwise the same.

CIRCLE OF THE LAND
The Circles available in the PHB are available on Wyrlde.

CIRCLE OF THE MOON
The Circles available in the PHB are available on Wyrlde.

CIRCLE OF THE SHEPHERD
The Circles available in the XGE are available on Wyrlde.

CIRCLE OF SPORES
Druids of the Circle of Spores find beauty in decay. They see within mold and other fungi the ability to transform
lifeless material into abundant, albeit somewhat strange, life.
These druids believe that life and death are parts of a grand cycle, with one leading to the other and then back again.
Death isn’t the end of life, but instead a change of state that sees life shift into a new form.
Druids of this circle have a complex relationship with the undead. Unlike most other druids, they see nothing
inherently wrong with undeath, which they consider to be a companion to life and death. But these druids believe
that the natural cycle is healthiest when each segment of it is vibrant and changing. Undead that seek to replace all
life with undeath, or that try to avoid passing to a final rest, violate the cycle and must be thwarted.
CIRCLE OF SPORES FEATURES
Druid Level

Feature

2nd

Circle Spells, Halo of Spores, Symbiotic Entity

6th

Fungal Infestation

10th

Spreading Spores

14th

Fungal Body

CIRCLE SPELLS
Your symbiotic link to fungus and your ability to tap into
the cycle of life and death grants you access to certain
spells. At 2nd level, you learn the chill touch cantrip. At
3rd, 5th, 7th, and 9th level you gain access to the spells

listed for that level in the Circle of Spores Spells table.
Once you gain access to one of these spells, you always have it prepared, and it doesn’t count against the number of
spells you can prepare each day. If you gain access to a spell that doesn’t appear on the druid spell list, the spell is
nonetheless a druid spell for you.
CIRCLE OF SPORES SPELLS
Druid Level

Spells

3rd

blindness/deafness, gentle repose

HALO OF SPORES

Starting at 2nd level, you are surrounded by invisible, necrotic spores
that are harmless until you unleash them on a creature nearby. When
7th
blight, confusion
a creature you can see moves into a space within 10 feet of you or
9th
cloudkill, contagion
starts its turn there, you can use your reaction to deal 1d4 necrotic
damage to that creature unless it succeeds on a Constitution saving throw against your spell save DC. The necrotic
damage increases to 1d6 at 6th level, 1d8 at 10th level, and 1d10 at 14th level.
5th

animate dead, gaseous form
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SYMBIOTIC ENTITY
At 2nd level, you gain the ability to channel magic into your spores. As an action, you can expend a use of your Wild
Shape feature to awaken those spores, rather than transforming into a beast form, and you gain 4 temporary hit
points for each level you have in this class. While this feature is active, you gain the following benefits:
When you deal your Halo of Spores damage, roll the damage die a second time and add it to the total.
Your melee weapon attacks deal an extra 1d6 poison damage to any target they hit.
These benefits last for 10 minutes, until you lose all these temporary hit points, or until you use your Wild Shape
again.
FUNGAL INFESTATION
At 6th level, your spores gain the ability to infest a corpse and animate it. If a beast or a humanoid that is Small or
Medium dies within 10 feet of you, you can use your reaction to animate it, causing it to stand up immediately with 1
hit point. The creature uses the zombie stat block in the Monster Manual. It remains animate for 1 hour, after which
time it collapses and dies.
In combat, the zombie’s turn comes immediately after yours. It obeys your mental commands, and the only action it
can take is the Attack action, making one melee attack.
You can use this feature a number of times equal to your Wisdom modifier (minimum of once), and you regain all
expended uses of it when you finish a long rest.
SPREADING SPORES
At 10th level, you gain the ability to seed an area
with deadly spores. As a bonus action while your
Symbiotic Entity feature is active, you can hurl
spores up to 30 feet away, where they swirl in a 10foot cube for 1 minute. The spores disappear early if
you use this feature again, if you dismiss them as a
bonus action, or if your Symbiotic Entity feature is
no longer active.

RULE TIP: TEMPORARY HIT POINTS DON'T STACK
If you have temporary hit points and receive more of them,
you don’t add them together, unless a rule says you can.
Instead, you decide which temporary hit points to keep.
See chapter 9 of the Player’s Handbook

Whenever a creature moves into the cube or starts its turn there, that creature takes your Halo of Spores damage,
unless the creature succeeds on a Constitution saving throw against your spell save DC. A creature can take this
damage no more than once per turn.
While the cube of spores persists, you can’t use your Halo of Spores reaction.
FUNGAL BODY
At 14th level, the fungal spores in your body alter you: you can’t be blinded, deafened, frightened, or poisoned, and
any critical hit against you counts as a normal hit instead, unless you’re incapacitated.

BEAST SHAPES
Wyrlde uses the XGE beast shapes rules for the purpose of developing a character and going forward.
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MEKANIK
DESCRIPTION
Wyrlde does incorporate the Mekanik class, which is non-standard as of this writing. As it moves closer to adoption, these stats
will change accordingly.
Masters of unlocking magic in everyday objects, Mekaniks are supreme inventors.
They see magic as a complex system waiting to be decoded and controlled. Mekaniks
use tools to channel arcane power, crafting temporary and permanent magical objects.
To cast a spell, an Mekanik could use an alchemist’s supplies to create a potent elixir,
calligrapher’s supplies to inscribe a sigil of power on an ally’s armor, or tinker’s tools
to craft a temporary charm. The magic of Mekaniks is tied to their tools and their
talents.

ARCANE SCIENCE
In the Wyrlde, arcane magic has been harnessed as a form of science and deployed
throughout society. Mekaniks reflect this development. Their knowledge of magical
devices, and their ability to infuse mundane items with magical energy, allows the
grand magical projects of Liones to continue running.
During the God’s War, Mekaniks were marshaled on a massive scale. Many lives were
saved because of the inventions of brave Mekaniks, but also countless lives were lost
because of the mass destruction that Mekaniks’ creations unleashed.

SEEKERS OF NEW LORE
Nothing excites a Mekanik quite like uncovering a new use for a metal or
discovering a source of energy. In Mekanik circles, new inventions and strange
discoveries create the most excitement. Mekaniks who wish to make a mark
must find something fresh, rather than uncover someone else’s work.
This drive for novelty pushes Mekaniks to become adventurers. Wyrlde’s main
travel routes and populated regions have long since been explored. Thus,
Mekaniks take to the edge of civilization in hopes of making the next great
discovery in arcane research.

CREATING AN MEKANIK
When creating an Mekanik character, think about your character’s background
and drive for adventure. Does the character have a rival? What is the character’s
relationship with the artisan or Mekanik who taught the basics of the craft?

HIT POINTS
Hit Dice: 1d8 per Mekanik level
Hit Points at 1st Level: 8 + your Constitution modifier
Hit Points at Higher Levels: 1d8 (or 5) + your Constitution modifier per Mekanik level after 1st
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THE MEKANIK TABLE
Infused ¶Items

Cantrips ¶Known

Infusions
¶Known

Proficiency
¶Bonus

Level
1st

+2

Magical Tinkering, Spellcasting

—

—

2

2

—

—

—

—

2nd

+2

Infuse Item

3

2

2

2

—

—

—

—

3rd

+2

Mekanik Specialist, Tool Expertise

3

2

2

3

—

—

—

—

4th

+2

Ability Score Improvement

4

2

2

3

—

—

—

—

5th

+3

Arcane Armament

4

2

2

4

2

—

—

—

6th

+3

Mekanik Specialist Feature

4

3

2

4

2

—

—

—

7th

+3

—

5

3

2

4

3

—

—

—

8th

+3

Ability Score Improvement

5

3

2

4

3

—

—

—

9th

+4

—

5

3

2

4

3

2

—

—

10th

+4

The Right Cantrip for the Job

5

3

3

4

3

2

—

—

11th

+4

—

6

4

3

4

3

3

—

—

12th

+4

Ability Score Improvement

6

4

3

4

3

3

—

—

13th

+5

—

6

4

3

4

3

3

1

—

14th

+5

Mekanik Specialist Feature

6

4

4

4

3

3

1

—

15th

+5

—

7

4

4

4

3

3

2

—

16th

+5

Ability Score Improvement

7

5

4

4

3

3

2

—

17th

+6

—

7

5

4

4

3

3

3

1

18th

+6

Spell-Storing Item

7

5

4

4

3

3

3

1

19th

+6

Ability Score Improvement

8

5

4

4

3

3

3

2

20th

+6

Soul of Artifice

8

5

4

4

3

3

3

2

Features

—Spell Slots per Spell Level—

1st

2nd

3rd

4th

5th

PROFICIENCIES
Armor: Light armor, shields
Weapons: Simple weapons, hand crossbows, heavy crossbows, firearms, explosives
Tools: Thieves' tools, tinker's tools, one type of artisan's tools of your choice
Saving Throws: Constitution, Intelligence
Skills: Choose two from Arcana, History, Investigation, Medicine, Nature, Perception, Sleight of Hand

EQUIPMENT
You start with the following equipment, in addition to the equipment granted by your background:
•
•
•
•
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any two simple weapons
a light crossbow and 20 bolts
studded leather armor or (b) scale mail
thieves’ tools and a dungeoneer’s pack

MAGICAL TINKERING
At 1st level, you learn how to invest a spark of magic in objects that would otherwise be mundane. To use this ability,
you must have thieves’ tools, tinker’s tools, or other artisan’s tools in hand. You then touch a Tiny nonmagical object
as an action and give it one of the following magical properties of your choice:
a.
b.
c.
d.

The object sheds bright light in a 5-foot radius and dim light for an additional 5 feet.
Whenever tapped by a creature, the object emits a recorded message that can be heard up to 10 feet away. You utter the
message when you bestow this property on the object, and the recording can be no more than 6 seconds long.
The object continuously emits your choice of an odor or a nonverbal sound (wind, waves, chirping, or the
like). The chosen phenomenon is perceivable up to 10 feet away.
A static visual effect appears on one of the object’s surfaces. This effect can be a picture, up to 25 words of text, lines and
shapes, or a mixture of these elements, as you like.

The chosen property lasts indefinitely. As an action, you can touch the object and end the property early.
You can give the magic of this feature to multiple objects, touching one object each time you use the feature, and a
single object can bear only one of the properties at a time. The maximum number of objects you can affect with the
feature at one time is equal to your Intelligence modifier (minimum of one object). If you try to exceed your
maximum, the oldest property immediately ends, and then the new property applies.

SPELLCASTING
You have studied the workings of magic, how to channel it through objects, and how to awaken it within them. As a
result, you have gained a limited ability to cast spells. To observers, you don’t appear to be casting spells in a
conventional way; you look as if you’re producing wonders through various items.
TOOLS REQUIRED
You produce your Mekanik spell effects through your tools. You must have a spellcasting focus—specifically some
kind of artisan’s tool—in hand when you cast any spell with this Spellcasting feature. You must be proficient with the
tool to use it in this way. See the PHB or XGE for descriptions of these tools. After you gain the Infuse Item feature at
2nd level, you can also use any item bearing one of your infusions as a spellcasting focus.
CANTRIPS
At 1st level, you know two cantrips of your choice from the Mekanik spell list below. At higher levels, you learn
additional Mekanik cantrips of your choice, as shown in the Cantrips Known column of the Mekanik table. When you
gain a level in this class, you can replace one of the Mekanik cantrips you know with another cantrip from the
Mekanik spell list.
PREPARING AND CASTING SPELLS
The Mekanik table shows how many spell slots you have to cast your Mekanik spells. To cast one of your Mekanik
spells of 1st level or higher, you must expend a slot of the spell’s level or higher. You regain all expended spell slots
when you finish a long rest.
You prepare the list of Mekanik spells that are available for you to cast, choosing from the Mekanik spell list. When
you do so, choose a number of Mekanik spells equal to your Intelligence modifier + half your Mekanik level, rounded
down (minimum of one spell). The spells must be of a level for which you have spell slots.
For example, if you are a 5th-level Mekanik, you have four 1st-level and two 2nd-level spell slots. With an Intelligence
of 14, your list of prepared spells can include four spells of 1st or 2nd level, in any combination. If you prepare the 1stlevel spell cure wounds, you can cast it using a 1st-level or a 2nd-level slot. Casting the spell doesn’t remove it from
your list of prepared spells.
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You can change your list of prepared spells when you finish a long rest. Preparing a new list of Mekanik spells
requires time spent in tinkering with your spellcasting focuses: at least 1 minute per spell level for each spell on your
list.
SPELLCASTING ABILITY
Intelligence is your spellcasting ability for your Mekanik spells; your understanding of the theory behind magic
allows you to wield these spells with superior skill. You use your Intelligence whenever an Mekanik spell refers to
your spellcasting ability. In addition, you use your Intelligence modifier when setting the saving throw DC for an
Mekanik spell you cast and when making an attack roll with one.
Spell save DC = 8 + your proficiency bonus + your Intelligence modifier
Spell attack modifier = your proficiency bonus + your Intelligence modifier
RITUAL CASTING
You can cast an Mekanik spell as a ritual if that spell has the ritual tag and you have the spell prepared.
THE MAGIC OF ARTIFICE
As an Mekanik, you use tools when you cast your spells. When describing your spellcasting, think about how you’re
using a tool to perform the spell effect. If you cast cure wounds using alchemist’s supplies, you could be quickly
producing a salve. If you cast it using tinker’s tools, you might have a miniature mechanical spider that binds
wounds. When you cast poison spray, you could fling foul chemicals or use a wand that spits venom. The effect of the
spell is the same as for a spellcaster of any other class, but your method of spellcasting is special.
The same principle applies when you prepare your spells. As an Mekanik, you don’t study a spellbook or pray to
prepare your spells. Instead, you work with your tools and create the specialized items you’ll use to produce your
effects. If you replace cure wounds with shocking grasp, you might be breaking down the device you used to heal
and creating an offensive item in its place—perhaps a gauntlet that lets you channel a surge of energy.
Such details don’t limit you in any way or provide you with any benefit. You don’t have to justify how you’re using
tools to cast a spell. But describing your spellcasting creatively is a fun way to distinguish yourself from other
spellcasters.

FEATURES
ABILITIES
When you reach 4th, 8th, 12th, 16th, and 19th level, you can increase one ability score of your choice by 2, or you can
increase two ability scores of your choice by 1. As normal, you can’t increase an ability score above 20 using this
feature.
Using the optional feats rule, you can forgo taking this feature to take a feat of your choice instead.

INFUSE ITEM
At 2nd level, you gain the ability to imbue mundane items with certain magical infusions. The magic items you create
with this feature are effectively prototypes of permanent items.
INFUSIONS KNOWN
When you gain this feature, pick three Mekanik infusions to learn, choosing from the “Mekanik Infusions” section at
the end of the class’s description. You learn additional infusions of your choice when you reach certain levels in this
class, as shown in the Infusions Known column of the Mekanik table.
Whenever you gain a level in this class, you can replace one of the Mekanik infusions you learned with a new one.
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INFUSING AN ITEM
Whenever you finish a long rest, you can touch a nonmagical object and imbue it with one of your Mekanik infusions,
turning it into a magic item. An infusion works on only certain kinds of objects, as specified in the infusion’s
description. If the item requires attunement, you can attune yourself to it the instant you infuse the item, or you can
forgo attunement so that someone else can attune to the item. If you decide to attune to the item later, you must do so
using the normal process for attunement (see “Attunement” in the Dungeon Master’s Guide, page 136).
Your infusion remains in an item indefinitely, but when you die, the infusion vanishes after a number of days have
passed equal to your Intelligence modifier (minimum of 1 day). The infusion also vanishes if you give up your
knowledge of the infusion for another one.
You can infuse more than one nonmagical object at the end of a long rest; the maximum number of objects appears in
the Infused Items column of the Mekanik table. You must touch each of the objects, and each of your infusions can be
in only one object at a time. If you try to exceed your maximum number of infusions, the oldest infusion immediately
ends, and then the new infusion applies.

MEKANIK SPECIALIST
At 3rd level, you choose the type of specialist you are: Alchemist or Artillerist, each of which is detailed at the end of
the class’s description. Your choice grants you features at 3rd level and again at 6th and 14th level.

TOOL EXPERTISE
Starting at 3rd level, your proficiency bonus is doubled for any ability check you make that uses your proficiency
with a tool.

ARCANE ARMAMENT
Starting at 5th level, you can attack twice, rather than once, whenever you take the Attack action on your turn, but
one of the attacks must be made with a magic weapon, the magic of which you use to propel the attack.

THE RIGHT CANTRIP FOR THE JOB
At 10th level, you gain the ability to make sure you have the right magical tool for a job. Whenever you finish a short
or long rest, you can replace one of the Mekanik cantrips you know with another cantrip from the Mekanik spell list.

SPELL-STORING ITEM
When you reach 18th level, you learn how to store a spell in an object for repeated use. Whenever you finish a long
rest, you can touch one simple or martial weapon or an item that you can use as a spellcasting focus and store a spell
in it, choosing one 1st- or 2nd-level spell from the Mekanik spell list that requires 1 action to cast (you don’t need to
have the spell prepared). With the object in hand, a creature can take an action to produce the spell’s effect from it,
using your spellcasting ability modifier.
The spell stays in the object until it has been used a number of times equal to twice your Intelligence modifier
(minimum of twice) or until you use this feature again.

SOUL OF ARTIFICE
At 20th level, your understanding of magic items is unmatched, allowing you to mingle your soul with items linked
to you. You can attune to up to six magic items at once. In addition, you gain a +1 bonus to all saving throws per
magic item you are currently attuned to.
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MEKANIK INFUSIONS
Mekaniks have invented numerous magical infusions that rapidly create magic items. To the untrained, Mekaniks
seem like wonderworkers, accomplishing in hours what others need weeks to complete.
The description of each infusion tells you the type of item that can receive it. The description also tells you if the
resulting magic item requires attunement.
Some infusions specify a minimum Mekanik level. You can’t learn such an infusion until you are at least that level.
Unless an infusion’s description says otherwise, you can’t learn the infusion more than once.
BOOTS OF THE WINDING PATH
Prerequisite: 4th-level Mekanik Item: A pair of boots (requires attunement)
While wearing these boots, a creature can teleport up to 15 feet as a bonus action to an unoccupied space the creature can
see. The creature must have occupied that space at some point during the current turn.

ENHANCED DEFENSE
Item: A suit of armor or a shield
A creature gains a +1 bonus to Armor Class while wearing (armor) or wielding (shield) the infused item.
The bonus increases to +2 when you reach 12th level in this class.

ENHANCED WAND
Item: A wand (requires attunement)
While holding this wand, a creature gains a +1 bonus to spell attack rolls. In addition, the creature ignores half cover
when making a spell attack.
The bonus increases to +2 when you reach 12th level in this class.

ENHANCED WEAPON
Item: A simple or martial weapon
This magic weapon grants a +1 bonus to attack and damage rolls made with it.
The bonus increases to +2 when you reach 12th level in this class.

MANY-HANDED POUCH
Prerequisite: 4th-level Mekanik
Item: 2–5 pouches
The infused pouches all share one interdimensional space of the same capacity as a single pouch. Thus, reaching into any
of the pouches allows access to the same storage space. A pouch operates as long as it is within 100 miles of another one
of the pouches; the pouch is otherwise empty and won’t accept any contents.
If this infusion ends, the items stored in the shared space move into one of the pouches, determined at random. The rest of
the pouches become empty.

RADIANT WEAPON
Prerequisite: 8th-level Mekanik
Item: A simple or martial weapon (requires attunement)
This magic weapon grants a +1 bonus to attack and damage rolls made with it. While holding it, the wielder can take a
bonus action to cause it to shed bright light in a 30-foot radius and dim light for an additional 30 feet. The wielder can
extinguish the light as a bonus action.
As a reaction immediately after being hit by a melee attack, the wielder can cause the attacker to be blinded until the end
of the attacker’s next turn, unless the attacker succeeds on a Constitution saving throw against your spell save DC. Once
used, this reaction can’t be used again until the wielder finishes a short or long rest.
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REPEATING SHOT
Item: A simple or martial weapon with the ammunition property (requires attunement)
This magic weapon grants a +1 bonus to attack and damage rolls made with it when it’s used to make a ranged attack,
and it ignores the loading property if it has it.
The weapon requires no ammunition; it magically produces one piece of ammunition each time you make a ranged attack
with it, unless you manually load it. The ammunition produced by the weapon vanishes the instant after the it hits or
misses a target.

REPULSION SHIELD
Prerequisite: 8th-level Mekanik
Item: A shield (requires attunement)
A creature gains a +1 bonus to Armor Class while wielding this shield. While holding it, the wielder can use a reaction
immediately after being hit by a melee attack to push the attacker up to 15 feet away. Once used, this reaction can’t be
used again until the wielder finishes a short or long rest.

RESISTANCE ARMOR
Prerequisite: 8th-level Mekanik
Item: A suit of armor (requires attunement)
While wearing this armor, a creature has resistance to one of the following damage types, which you choose when you
infuse the item: acid, cold, fire, force, lightning, necrotic, poison, psychic, radiant, or thunder.

RETURNING WEAPON
Item: A simple or martial weapon with the thrown property
This magic weapon grants a +1 bonus to attack and damage rolls made with it, and it returns to the wielder’s hand
immediately after it is used to make a ranged attack.

REPEATING SHOT
Item: A simple or martial weapon with the ammunition property (requires attunement)
This magic weapon grants a +1 bonus to attack and damage rolls made with it when it’s used to make a ranged attack,
and it ignores the loading property if it has it.
The weapon requires no ammunition; it magically produces one piece of ammunition each time you make a ranged attack
with it, unless you manually load it. The ammunition produced by the weapon vanishes the instant after the it hits or
misses a target.
To add a repeating shot weapon to a character's inventory, use the Manage Equipment screen in the Equipment section.

REPLICATE MAGIC ITEM
Prerequisite: See below
Using this infusion, you replicate a particular magic item. You can learn this infusion multiple times; each time you
do so, choose a different magic item that you can make with it, picking from the Replicable Magic Items tables below.
If a table has a level in its title, you must be of at least that level in this class to choose an item from the table. In the
tables, an item’s entry tells you whether the item requires attunement. See the item’s description in the PHB.
Replicable Magic Items

12th Level Mekanik

6th Level Mekanik

Magic Item

Attunement

Magic Item

Attunement

Magic Item

Attunement

Alchemy jug

No

Boots of elvenkind

No

Amulet of health

Yes

Cap of water breathing

No

Boots of striding and springing

Yes

Belt of hill giant
strength

Yes

Cloak of the manta ray

No

Boots of the winterlands

Yes

Boots of levitation

Yes
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Goggles of night

No

Bracers of archery

Yes

Boots of speed

Yes

Lantern of revealing

No

Brooch of shielding

Yes

Bracers of defense

Yes

Rope of climbing

No

Cloak of elvenkind

Yes

Cloak of the bat

Yes

Sending stones

No

Cloak of protection

Yes

Dimensional shackles

No

Wand of magic
detection

No

Eyes of charming

Yes

Gem of seeing

Yes

Wand of secrets

No

Eyes of the eagle

Yes

Horn of blasting

No

Gloves of missile snaring

Yes

Ring of free action

Yes

Gloves of swimming and
climbing

Yes

Ring of protection

Yes

Gloves of thievery

No

Ring of the ram

Yes

Hat of disguise

Yes

Headband of intellect

Yes

Helm of telepathy

Yes

Medallion of thoughts

Yes

Pipes of haunting

No

Pipes of the sewers

Yes

Quiver of Ehlonna

No

Ring of jumping

Yes

Ring of water walking

No

Winged Boots

Yes

SPECIALIST DISCIPLINES
Mekaniks pursue a variety of disciplines. Here is one specialist options you can choose from at 3rd level: the
Alchemist.

ALCHEMIST
An Alchemist is an expert at combining exotic reagents to produce mystical effects. Among Mekaniks, members of
this subclass are the greatest healers, as well as the ones most adept at wielding dangerous chemicals.
ALCHEMIST FEATURES
Mekanik Level

Feature

3rd

Tools of the Trade, Alchemist Spells, Alchemical Homunculus

6th

Alchemical Mastery

14th

Chemical Savant

TOOLS OF THE TRADE
By the time you adopt this specialty at 3rd level, you’re deeply familiar with employing its tools.
PROFICIENCIES. You gain proficiency with alchemist’s supplies and the herbalism kit, assuming you don’t already
have them. You also gain alchemist’s supplies and an herbalism kit for free—the result of tinkering you’ve done as
you’ve prepared for this specialization.
CRAFTING. If you craft a magic item in the potion category, it takes you a quarter of the normal time, and it costs you
half as much of the usual gold.
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ALCHEMIST SPELLS
Starting at 3rd level, you always have certain spells prepared after you reach particular levels in this class, as shown
in the Alchemist Spells table. These spells count as Mekanik spells for you, but they don’t count against the number of
Mekanik spells you prepare.
ALCHEMIST SPELLS
Mekanik Level

Spell

ALCHEMICAL HOMUNCULUS

3rd

purify food and drink, ray of sickness

5th

Melf’s acid arrow, web

At 3rd level, you learn ancient methods for magically creating a
special homunculus that is formed by alchemical substances.

9th

create food and water, stinking cloud

13th

blight, death ward

17th

cloudkill, raise dead

Whenever you finish a long rest and your alchemist’s supplies
are with you, you can form this homunculus in an unoccupied
space within 5 feet of you. If you already have a homunculus
from this feature, the first one immediately dies.

The homunculus is friendly to you and your companions, and it obeys your commands. See this creature’s game
statistics in the Alchemical Homunculus stat block. You determine the homunculus’s appearance, which includes
wings and bits of alchemical equipment. Some alchemists prefer mechanical-looking birds, whereas others like
winged vials or miniature cauldrons.
In combat, the homunculus shares your initiative count, but it takes its turn immediately after yours. The only action
it takes on its turn is the Dodge action, unless you take a bonus action on your turn to command it to take one of the
actions in its stat block or to take the Dash, Disengage, or Help action.
If the mending spell is cast on it, it regains 2d6 hit points. If it has died within the last hour, you can use your
alchemist’s supplies as an action to revive it, provided you are within 5 feet of it and you expend a spell slot of 1st
level or higher. The homunculus returns to life with all its hit points restored.
ALCHEMICAL MASTERY
At 6th level, your command of magical chemicals has become masterful, enhancing the healing and damage you
create through them. When you cast a spell using your alchemist’s supplies as the spellcasting focus, you gain a
bonus to one roll of the spell. That roll must restore hit points or be a damage roll that deals acid or poison damage,
and the bonus equals your Intelligence modifier (minimum of +1).
In addition, you can cast lesser restoration without expending a spell slot, provided you use alchemist’s supplies as the
spellcasting focus. You can do so a number of times per day equal to your Intelligence modifier (minimum of once).
CHEMICAL SAVANT
By 14th level, you have been exposed to so many chemicals and unlocked their secrets that they pose little risk to you,
and you can use them to quickly end certain ailments. You gain resistance to acid damage and poison damage, and
you are now immune to the poisoned condition.
In addition, you can cast greater restoration once without expending a spell slot and without providing the material
component, provided you use alchemist’s supplies as the spellcasting focus. You regain the ability to do so when you
finish a long rest.
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MONK
DESCRIPTION
Scattered across the world in remote, difficult to get to places, nine
Monasteries were found. They were all already standing when they
were first discovered. The first of these strange, castle-like complexes
was the Monastery of Onisama.
All of them have the same layout, are fashioned from seamless stone,
and look identical – as if they were simply carved out of the mountain
crags in which they reside. All of them have a large, stone walled vale
that is part of the complex, and all of them have an abundance of water
and nearby woodlands.
Onisama, a human veteran of the last years of the God’s War, stumbled
into the one that is named for her after having wandered for years. The
carvings on the wall of the Great Audience told the history of the world,
and she found herself feeling a need to find a way for people to live
without the constant wars and struggles – a new way to find peace and
harmony with the world, that wasn’t dependent on the Gods.
She lived there, alone, for nearly twenty years, listening to the wind,
and from that experience came the Way of the Open Hand, the first Monastic tradition. First, there was one who came
to her. Then another. And so on, and so forth, and eventually there were too many, and as she lay on her dying bed,
she heard the Wind speak to her, and sent one of her best students to find the Monastery of Heart, and so has the
tradition as the Master of Each Monastery has come to be named by the one from which they left, and each of them
has learned a new Tradition from the Wind, or expanded the teachings of one.
A Monk of Wyrlde is one of the students from these Monasteries, usually on the required Quest that all students must
finish, so that they are not isolated from the world, merely removed from it.
Monks are deeply committed to self-knowledge, self-discipline, self-reliance, and self-improvement. Personal
Perfection through contemplative activities, rigorous training, and more.
Often, an adventurer who leaves a Monastery has gone to seek their family, perhaps, or to taste the world. For one
thing Monks are known for is their love of the nicer things in the world. Monks adore the world as it is, the beauty of
the world, the natural power and grace in it, and they do not give much thought or consideration to the Gods, at all.
Like Druids and Sorcerers, they are not interested in turning to the Gods, for they are the source of much harm and
hate in the world.

CREATING A MONK
Your Monk character has a choice of locations where they trained – one of the nine monasteries scattered around the
Bright Lands. Monks may have come from somewhere else, but if they were born near the monastery, then they
originate in that ethnicity.
There is another option, that is not related to the Monasteries and their mysteries. But it is an arduous one, and
requires a life of devotion to a principle – that the message is of greater import than the messenger.
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MONASTERIES

ONISAMA MONASTERY
Located in Acadia, it is the oldest of the traditions, and one of two where the Way of the Open Hand is taught.
HEART MONASTERY
Located deep in the mountains west of Eldorado, the Heart is named after the guiding principal that its founder
followed, which is to have an open heart. They teach the Way of the Open Hand here, and this is the only monastery
were Therian are able to train, being on the border between Hyboreal and Eldorado.
BLOOD MONASTERY
In the mountains west of Liones, on a spur that is approachable only by a narrow stone path, lies the Monastery of
Blood, where the Way of the Four Elements is taught. Blood is sacred here, and there is a command that it never be
shed within the walls of the complex, lest nature strike down the rulebreaker.
THUNDER MONASTERY (F)
In the mountains southwest of Durango, lies the very competitive Monastery of Thunder, sometimes called Thunder
Rock. When Di’ne of Liones was told to find the monastery, she wandered for seven years, following the sound of
Thunder, until she came to the seemingly unyielding walls of the cloud wrapped place she would call home for the
rest of her long life. Two things are special about Thunder Rock; first, it only allows women within its walls. No man
is permitted to set foot on the lands. Legend has it this is because Di’ne was badly treated by the monks of her
original temple, but some have said it is because of how she was treated in her travels. The second thing is that here
they teach the Way of the Four Elements, that they can resist the incursion of the Wasting that seeks to cross to the
Bright Lands.
ERIDIAN MONASTERY (M)
In a vast sunken region on a spur southwest of Aztlan and southeast of Durango lies the Eridian Monastery, where
B’rus t’Lian, once the Scion of Aztlan and in line for the throne, found home and purpose and reason. Eridian holds
yearly, friendly competitions with Thunder Rock, and like them has a requirement that only men are allowed within
the walls. Eridian follows the Way of the Drunken Master and teaches that moderation is a source of great personal
power.
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WAVES MONASTERY
In a moment when moderation was not on the table, Ducati of Liones managed to get genuinely drunk and started a
rowdy fight over a woman from a nearby town, and so the next day found himself called by the wind to found the
next Monastery. He wandered for a full fortnight before coming to the complex of the water, where he teaches the
Lemurians that would come the Way of the Drunken Master, with a peculiar twist. It is said he has not had a drink
since his exile, and that his style comes from the waves that beat upon the walls and the floors and the sprays upon
the roofs of the Waves Monastery in Lemuria’s eastern mountains, perched on a basalt cliff overlooking the vastness
of The Sea of Storms.
DRAGYN MONASTERY
Most monasteries eschew weapons for the most part, though they are not unwilling to take them up. Dragyn
monastery was founded by Kensei, who was called from his training following his victories in a Match of Champions
in mid-strike and listened to the wind as it led him into the world. The wind carried him into the mountains to the far
northeast, and there he found a monastery marked by a dragon and two polearms crossed within its jaws upon the
door, and he took up the arts that have become the Way of Kensei. Dragyn Monastery has not participated in a Match
of Champions. It is said they are too far from the Path.
BURNING MONASTERY
In the heart of the sand desert north of Acadia lies an oasis that is the home of the Burning Monastery and the Town
of Sande, carved into the rocks that jut from the ground like stone mushrooms. The Burning Monastery is a hot, arid,
dusty place, where many have come to bathe in its warm springs and cold springs that support the town, while
others have come to follow the Way of the Sun Soul in a place nearest it.
WIND MONASTERY
South of Acadia, in the mountains between it and Lemuria, there lies a pass that has a wall across it, for that pass
travels through the Monastery of the Wind. Windhome, it is called by Lemurians, Windswept it is called by Shangs,
and Vale of Passage it is called by those who follow the Way of the Long Death, while they also apparently do a brisk
business in guarding the caravan route that uses the pass. The stone of the Monastery of wind is black and shiny, like
obsidian, but strong and featureless. Unlike other Monasteries, its walls have no carvings, for to date nothing has
been able to pierce the stone. It the main courtyard, a single spire of black stone rises, and somehow inscribed in it is a
message in Ancient, that declares the breaker of the stone to be the Master of Winds.
THE MATCH OF CHAMPIONS
B’rus and Di’ne were both disciples of Chan Tien, who was, for a time, the Master
of Onisama. Each came to favor a different Way, and each felt that their way was
the strongest, and so the Match of Champions was founded, taking place once every
seven years. While these days all the Monasteries take part, it was started between
Eridian and Thunder Rock, and the absolute loser of each event hosts the next
event. The next Match is scheduled to be held soon, at Heart Monastery, which is
rumored to have thrown the previous Match – their five fighters were all injured in
the journey, with one dying soon after they arrived. The Monks themselves swear
they were set upon by Devils seeking to use the match for an evil scheme, but this is
likely merely an excuse for their poor performance.
STARTING AGE
Those studying in a monastery are subject to long hours of learning and dedication
and must reach at least an adept level in their skills before they leave, requiring at
least ten years. Fortunately, your Monk has most likely been raised by them, and
started learning early.
If your Monk came to the monastery late in life, your age is based on ten years after you arrived, which is at least five
years after you reached adulthood for your race.
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MONASTIC TRADITIONS
The Following Monastic Traditions are available. There is one from the Sword Coast Adventurers Guide (SCAG) that is
presented here following the table.
Tradition

Monasteries

Locations

Notes

Way of the Open Hand

Onisama, Heart

Acadia, Eldorado

Y (Acadia)

Way of the Four Elements

Blood, Thunder (F)

Liones, Durango

Y (Liones)

Way of the Drunken Master

Eridian(M), Waves

Aztlan, Lemuria

N

Way of the Kensei

Dragyn

Acadia

N

Way of the Sun Soul

Burning

Acadia

N

Way of the Long Death

Wind

Acadia/Lemuria

Y

Way of the Messenger

CourierHouses

Everywhere

--

WAY OF THE LONG DEATH
Monks of the Way of the Long Death are obsessed with the meaning and mechanics of dying. They capture creatures
and prepare elaborate experiments to capture, record, and understand the moments of their demise. They then use
this knowledge to guide their understanding of martial arts, yielding a deadly fighting style.
TOUCH OF DEATH
Starting when you choose this tradition at 3rd level, your study of death allows you to extract vitality from another
creature as it nears its demise. When you reduce a creature within 5 feet of you to 0 hit points, you gain temporary hit
points equal to your Wisdom modifier + your monk level (minimum of 1 temporary hit point).
HOUR OF REAPING
At 6th level, you gain the ability to unsettle or terrify those around you as an action, for your soul has been touched
by the shadow of death. When you take this action, each creature within 30 feet of you that can see you must succeed
on a Wisdom saving throw or be frightened of you until the end of your next turn.
MASTERY OF DEATH
Beginning at 11th level, you use your familiarity with death to escape its grasp. When you are reduced to 0 hit points,
you can expend 1 ki point (no action required) to have 1 hit point instead.
TOUCH OF THE LONG DEATH
Starting at 17th level, your touch can channel the energy of death into a creature. As an action, you touch one creature
within 5 feet of you, and you expend 1 to 10 ki points. The target must make a Constitution saving throw, and it takes
2d10 necrotic damage per ki point spent on a failed save, or half as much damage on a successful one.

WAY OF THE MESSENGER
There are Monks who are not members of any of the Monasteries, but who do have a special learned art form all to
themselves. The Ce’ari Dancers are the all but sacrosanct Messengers of Wyrlde, the Couriers Guild’s finest, most
elite members, who have forsworn much else to achieve the goal of being the messenger – and living to tell about it.
Messengers are trained from the age of 3. They do not accept halfbreeds of any type, nor do they take Therians, and
there is no recruitment from the Wylde. Messengers are notable by their wearing a cloak of dark red with a center
stripe of bright blue. Their clothing is always dark red with bright blue striping – be it piping on the legs of trousers, a
blue sash, or other accent. Messengers do not have a gender – they are neither men nor women (though both come to
the service), and they affect the same simple haircut and jewelry. They normally travel in pairs, riding sturdy horses.
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Every Town has a small Guildhouse section for the Messengers. There is little frill to it, and it typically involves three
rooms – one for the Messengers, one for the Guildsman in charge of the site, and the main room for the customers.
Messengers will take a message – and they stress any message, of any sort – to anywhere in the world. So long as the
recipient is alive, they will receive that message, or the Messengers will die in the attempt. They charge accordingly,
and they are often looked at askance – sometime the message is not one in words, but one in deeds, and they have
angered the Thieves’ Guild on more than a few occasions as a result.
Messengers do not travel openly armed, and often are confused with bards when they practice, for it looks like dance,
or with rogues for the stealth and silence in which they move. They strive to be seen as a singular entity, outside the
normal bounds of the Bright Lands, and do not submit to any law but their guild’s.
Messengers are trained in an art of self defense that places emphasis on peace, on flowing with others, on being the
wind’s breath. Their founding as a guild is rumored to have been by the goddess Ululani herself, or at least some
avatar of hers in the long ago past – either way, they have been a formal force for over 100 years. No one will
countermand them – not even the King in Sibola. Few will dare approach them.
However, Messengers always travel in pairs, and they are always together, and when one of a pair dies, the other will
often leave the messengers and forge a new path for themselves, for there is no replacement for half a soul, half a
person, half a life, or half a pair.
These solo Messengers have the following features, said to be half what they had been as a pair:
WIND’S PASSAGE

WHISPER’S MASTERY

SECRET’S CARRIAGE

VOICE OF STORMS
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PALADIN
DESCRIPTION
The Paladins of Wyrlde are driven, empowered, and enabled by the sacrifice of
their Sacred Oaths, which contain immense power. Paladins do not necessarily
serve a God, yet few and far between are the ones who have not spoken of hearing
that calling before they found themselves on the Path towards taking the Vow and
the Oath.
Paladins take their Oaths at 3rd level, but they take a Vow at 1st – sort of like a
practice run. The taking of both the Vow and the Oath are ritual ceremonies,
usually overseen by a Priest, Cleric, Paladin, or similar person with a connection to
The Powers That Be. A spell is cast, and in that process, they are bound to the Vow
(without much consequence) or to the Oath (with enormous consequence and
horror) for their lifespans.
It should be noted that while Paladins can multiclass, they can never give up being
a Paladin or following the tenets of their oath once they take the Oath, without
suffering. The Oath of a Paladin is for life and should never be taken lightly – by
the Paladin themselves, or anyone around them.

CREATING A PALADIN
Paladins can come from anywhere, but not all Paladins are alike. Paladins start later in life than others, in part
because all Paladins undergo some transformative experience, an Ordeal which forges them into the type of people
who can forge a pact through the taking of an Oath that changes the very nature of their lives.
Paladins also have four aspects to them that give them challenge.
PERSONAL GOAL
This is a goal that lies beneath all the other stuff that feeds into the desire behind a Paladin. IT is a goal that drives
them through their Vow, becoming a sustained force that feeds into their taking of the Oath.
What is your goal?
SYMBOL
All Paladins have a symbol that exemplifies and symbolizes the Oath they have taken and communicates that to those
around them, and especially those in opposition to them.
What is your symbol?
NEMESIS
There seems to be a greater power in the world that seeks to create a sense of balance, a structure that ensures that for
everything as good and true as a Paladin, there is an evil and corrupt nemesis that will be called on to stand against
them. Paladins are made aware of this the moment their Sacred Oath is taken, and thereafter must always find a way
to oppose and defeat their Nemesis.
Who and what is your nemesis?
TEMPTATION
The most terrifying thing in the universe that one can hurl at a Paladin is temptation. As mortal beings, Paladins are
subject to the flaws and weaknesses of all people, and only their Will can ever serve to resist such.
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What is the temptation that your character faces?
PROFICIENCIES OPTIONS
WEAPONS: Firearms, Explosives, Glaive
SKILLS: Firearms, Explosives

SACRED OATHS
The Oaths that can be found in the PHB and XGE are all found on Wyrlde. There are, however, some oaths that
require some aspects of the setting to determine where they can and cannot be taken.
There is also a horrific penalty for breaking the Oath, one which twists the mind and spirit and very flesh of the
Paladin, weakening them physically and slowly consuming their soul.
Sacred Oath

Available

Restrictions

Oath of The Ancients

Any

PHB

Oath of Chivalry

Any

TWB

Oath of Conquest

Sibola, Acadia

No Therian

XGE

Oath of the Crown

Sibola, Liones, Aztlan

No Therian

SWAG

Oath of Devotion

Any

PHB

Oath of Redemption

Any

XGE

Oath of Eld

Eldorado

Oath of Vengeance

Any

Must be a native and a noble

Source

TWB
PHB

OATH OF THE ANCIENTS
This Oath remains as it is in the PHB.

OATH OF CHIVALRY
These Paladins seek to uphold a tradition that some have said predates the
World itself. They follow the path of Arturia, called the First Paladin. Arturia
was a sherpherd’s daughter, who fought to be recognized as worthy as a soldier
in the God’s War. She rose in the ranks, and went through many trials,
including a time when she was unable to even touch a weapon. She eventually
rose to become the First Paladin, and her story and her cause endures to this
day, a beacon for those who would think to do harm to those lesser than them.
Chivalrous Paladins are not Knights, they are the example that Knights are said
to strive for.
Those Paladins who have taken the Oath of Chivalry serve not a Lord or noble,
no leader nor potential tyrant. They serve the people, and, first and foremost,
they serve the people who are served the least. They are seekers of equanimity,
equality, and equilibrium for all people.
TENETS OF CHIVALRY
•
•
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Liberality Be generous and tolerant. To fight for the welfare of all. Share resources, especially with those who
have the most need.
Good faith Be honest and keep promises. At all times to speak with honesty and truthfulness.

•

•
•
•
•
•
•
•

Courtesy Treat others with respect despite how they treat you. Give honor to those above your station. Earn
the respect of those below your station. Never to refuse a challenge from an equal. Never to turn the back
upon a foe. Always mind your manners.
Lawfulness Laws exist to bring prosperity to those under them. Unjust laws must be overturned or changed
in a reasonable fashion.
Humility Do not boast or accept rewards undue to you. To despise pecuniary reward. Lead by example. Let
your deeds speak your intentions.
Good-temperedness Render service cheerfully and without disdain. To eschew unfairness, meanness and
deceit. To refrain from the wanton giving of offence
Wisdom Cause the most good through the least harm. To serve the people in valor and faith. To see beyond
the rote to the heart. Love is precious and to be defended.
Piety To fear the Gods and maintain Their Temples. To keep faith. Be faithful to the precepts of your god
Kindness Protect the weak. Grant mercy to those who seek redemption. To protect the weak and defenseless.
To give succor (aid and support) to widows and orphans.
Honor Hold true to the code. Death before dishonor. To guard the honor of fellow warriors. To respect the
honor of women. To persevere to the end in any enterprise begun.

OATH SPELLS
All Chivalric Paladins can call Holy Light up to three times per day. It
centers on one of their hands, and they cannot use that hand for
anything but that light, which fills an area 30 feet with bright light,
but only 10 feet after that with dim light.
CHANNEL DIVINITY

Paladin Level

Spells

3rd

command, compelled duel

5th

warding bond, zone of truth

9th

aura of vitality, spirit guardians

When you take this oath at 3rd level, you gin the following two
divinity options.

13th

banishment, guardian of faith

LIGHT OF HOPE

17th

circle of power, geas

As an action, you can have your light bring advantage to those within
10 feet of you on all rolls for 1 minute. This can only be done once, and requires a long rest to recharge it.
RAY OF HOPE
As an action, you can raise your weapon or shield and have it emit a strong, bright light in a 30 foot cone that will
dispel illusions and glamours and reveal to you those hidden behind cover for 1 minute.
CHIVALRIC AURA
Beginning at 7th level, you and friendly creatures within 15 feet have resistance to Charm, Curse, and Harm spells.
PURITY OF SPIRIT
Beginning at 15th level, you are always under the effects of a Protection from Evil and Good spell.
LEGENDARY DEFENDER
At 20th level, you can assume the form of mythic hero, your skin suffusing with light, your hair floating and arcing
with electric-like discharges, your weapons suffused with light, your armor gleaming, and a light wind around you
wherever you go. This light shines from you in a ten foot radius as a bright light, and a dim light for another ten feet.
For your action, you undergo a transformation. For one minute, you gain the following benefits:
At the start of each of your turns, you regain 10 hit points.
Whenever you cast a paladin spell that has a casting time of one action, you can cast it as a bonus action instead.
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Enemy creatures within 30 feet of you must save at a disadvantage or take 1d10 additional damage from any damage
you do.
Once you use this feature, you can’t use it again until after a long rest.

OATH OF CONQUEST
This Oath remains as it is in the XGE.

OATH OF THE CROWN (SWAG)
The Oath of the Crown is sworn to the ideals of civilization, be it the spirit of a nation, fealty to a sovereign, or service
to a deity of law and rulership. The paladins who swear this oath dedicate themselves to serving society and the just
laws that hold society together. These paladins are the watchful guardians on the walls, standing against the chaotic
tides of barbarism that threaten to tear down all that civilization has built, and are commonly known as guardians,
exemplars, or sentinels. Often, paladins who swear this oath are members of an order of knighthood in service to a
sovereign and undergo their oath as part of their admission to the order’s ranks.
TENETS OF THE CROWN
The tenets of the Oath of the Crown are often set by the sovereign to which their oath is sworn, but generally
emphasize the following tenets.
Law. The law is paramount. It is the mortar that holds the stones of civilization together, and it must be respected.
Loyalty. Your word is your bond. Without loyalty, oaths and laws are meaningless.
Courage. You must be willing to do what needs to be done for the sake of order, even in the face of overwhelming
odds. If you don’t act, then who will?
Responsibility. You must deal with the consequences of your actions, and you are responsible for fulfilling your
duties and obligations.
Paladin Level

Spells

OATH SPELLS

3rd

command, compelled duel

You gain oath spells at the paladin levels listed.

5th

warding bond, zone of truth

9th

aura of vitality, spirit guardians

13th

banishment, guardian of faith

17th

circle of power, geas

CHANNEL DIVINITY
When you take this oath at 3rd level, you gain the following Channel
Divinity options.
CHAMPION CHALLENGE

As a bonus action, you issue a challenge that compels other creatures to do battle with you. Each creature of your
choice that you can see within 30 feet of you must make a Wisdom saving throw. On a failed save, a creature can’t
willingly move more than 30 feet away from you. This effect ends on the creature if you are incapacitated or die or if
the creature is more than 30 feet away from you.
TURN THE TIDE.
As a bonus action, you can bolster injured creatures with your Channel Divinity. Each creature of your choice that can
hear you within 30 feet of you regains hit points equal to 1d6 + your Charisma modifier (minimum of 1) if it has no
more than half of its hit points.
DIVINE ALLEGIANCE
Starting at 7th level, when a creature within 5 feet of you takes damage, you can use your reaction to magically
substitute your own health for that of the target creature, causing that creature not to take the damage. Instead, you
take the damage. This damage to you can’t be reduced or prevented in any way.
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UNYIELDING SPIRIT
Starting at 15th level, you have advantage on saving throws to avoid becoming paralyzed or stunned.
EXALTED CHAMPION
At 20th level, your presence on the field of battle is an inspiration to those dedicated to your cause. You can use your
action to gain the following benefits for 1 hour:
•
•
•

You have resistance to bludgeoning, piercing, and slashing damage from nonmagical weapons.
Your allies have advantage on death saving throws while within 30 feet of you.
You have advantage on Wisdom saving throws, as do your allies within 30 feet of you.

This effect ends early if you are incapacitated or die. Once you use this feature, you can’t use it again until you finish
a long rest.

OATH OF DEVOTION
This Oath remains as it is in the PHB.

OATH OF REDEMPTION
This Oath remains as it is in the XGE.

OATH OF ELD
Roland was a Paladin who stood firm against a curse from a Devil, even though
it cost him his friends, his home, and his heart. Roland ended up pursuing this
Devil into the desert north of Eldorado after his mother was seduced and slain by
the devil and his father, The Duke, was driven mad.
Paladins who take the Oath of Eld gain the firearms proficiency, and can only
choose one skill, as the other is taken up by Ammunition Crafting. This is
because the firearms they carry are the finest in the world, and not encumbered
by the usual restrictions, and so they are a very unique kind of Paladin.
Paladins who take this Path must always originate in Eldorado and it is in the
Hall in Eldorado that they must make their Oaths, after having proven
themselves worthy of the honor, and able to bear the burden.
Paladins who seek to take this oath are peacekeepers, and mediators in disputes.
In this world, metal is scarce, so pistols like these are few; thus, the Oath can only
be given to a select few.
These people, all of them of noble blood, were rigorously trained from the age of six for their role from early
childhood to adulthood, performing near-superhuman feats of strength, endurance, and concentration while also
being taught the highest knowledge of their time.
One could forsake the training and remain an aristocrat. If they did, they were free to stay in their homeland, but
would never become a Paladin.
But one who did take the final test, single combat with his physical instructor, and failed it, would not be given a
second chance. Rather, they would be disowned and sent west into exile.
TENETS OF ELD
The tenets of Eld are very difficult to walk, and even less enjoyable should things go bad.
Paladins who swear this Oath must abide, wholly, by the ten Laws:
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1.

You are the Way. Never forget the face of your father, always remembering where you came from and what
you learned, and you will always honor your father.
2. You are the Way. Your actions reveal you, for actions speak louder than words, and words are how deception
is performed. Always speak the truth as you know it, being honest, being true to your word, yet never speak
more than is needed.
3. You are the Way. Once begun, be it a task great or small, or path winding or straight, you must always finish
it; your Oath is your Way. To break faith with your Way is to break your Sacred Oath, and to cast aside your
Word and Bond.
4. You are the Way. Always Stand before Evil, and pursue it no matter where it goes when it flees, for Evil will
always flee so that it may return; you must be the implacable Foe, the unending Way and Path of the
Endings.
5. You are the Way. Your weapons are death, and you must always recognize and understand this. Your Way is
always going to be filled with death, and your burden is to bear it quietly and strongly; never speak ill of the
dead, nor speak ill to living; never forget a courtesy that is due nor a wrong that is done and awaits
punishment.
6. You are the Way. You do not aim with your hand; he who aims with his hand has forgotten the face of his
father. You aim with your eye. You do not shoot with your hand; she who shoots with her hand has forgotten
the face of her mother. You shoot with your mind. You do not kill with your pistol; they who kill with their
pistol has forgotten the face of their parent. You kill with your heart.
7. You are the Way. Your Way is to protect and to defend, to serve and to support, to aid and to assist. Your
path is the Righteous, and you will serve The Nine and oppose the Five, and your blood is the offering and
your life is the sacrifice.
8. You are the Way. You have come for a serious purpose, you have come as an outcast, and so you will return
should you fail your Oath. Your Way is your Ordeal, your Path is your Oath, your Heart is surrendered, to
never love nor be loved, to never take nor be taken.
9. You are the Way. You are the Instrument, You are the Path. You are the Compassion and the Caring, the
Guardian; Let no evil be left unmarked by your passing and your presence.
10. You are the Way. Your Way cares not for the number, merely the presence; Your Way worries not for the
future, only the present; Your Way bears the past with you, and in you resides all that we are, and all that we
can be. You are the Way.
OATH SPELLS
Paladin Level

Spells

1st

Guidance, Resistance

When you take this Oath, you lose the Divine Smite ability,
but you gain both of these Channel Divinity Options.

5th

Create or Destroy Water, Healing Word

10th

Enhance Ability, Spiritual Weapon

FAST RELOAD: This feature starts at 3 level and allows the
Paladin to reload one pistol without expending a turn, using
one hand.

15th

Create Food And Water, Speak with Dead

20th

Locate Creature, Freedom of Movement

CHANNEL DIVINITY

rd

TWO GUNS: This feature starts at 5th level and extends the fast reload skill to both hands while also enabling you to use
a pistol in each hand.
These features only apply to pistols. If not using pistols, the Paladin does not gain any benefit.
SMITING
At 10th Level, when firing on an enemy, you can expend on spell slot so that each round from the Paladin’s weapons
causes an additional 1d6 of damage. This amount does not increase with levels.
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GUARDIAN OF THE WAY
Starting at 15th level, when you are reduced to 0 hit points and not killed outright, you can choose to drop to 1 hit
point instead. Once you use this ability, you can’t use it again until you finish a long rest.
MASTERY OF THE WAY
At 20th level, you can harness the power of The Whills, and become an Avatar, gaining the following benefits for 1
minute:
•
•
•

You have resistance to all damage
When you take an attack action on your turn, you can make one additional attack as part of that action.
Your weapon attacks score a critical hit on a 19 or 20 on the d20.

Once you use this feature, you cannot use it again until after a long rest.

OATH OF VENGEANCE
This Oath remains as it is in the PHB.
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RANGER
DESCRIPTION
The Rangers of Wyrlde are the remnants of a long lost order of
warriors who fought on the far side of the battle lines in the
God’s War. They, themselves, know it only as a tradition, one
that stretches back as long as possible. This is akin to the way
we view the stories of King Arthur – it is a noble and ancient
way of doing things whose origins are probably mythical,
possibly with some truth to it, but who really knows.
Rangers patrol the Wylde, either solo in small groups of never
more than seven. They have an especially fierce loathing for
Goblins and Gremlins, and their training incorporates much of
this. Rangers are usually the first people to identify an
incursion, a warren, or similar places where the Dread races
are making an appearance; if they do their job well, they will
be the only ones that know.
Rangers tend to value the idea of anonymous defense, for they
see themselves as the protectors of both civilization and the
Wylde, having gone more native than they will admit over the
centuries, and becoming less inclined to live or visit cities.
Rangers usually come out of Villages or Towns, not Cities, and are by and large the same as the PHB and XGE
options.

CREATING A RANGER
Creating a Ranger is the same, with the additions of starting age and Favored Enemies.
FAVORED ENEMIES OPTIONS
On Wyrlde, Rangers get both the type of favored enemy and the two races bonuses.
Rangers can choose any one of the following Monster Types as an enemy:
Aberrations

Dragons

Monstrosities

Imps

Beasts

Elementals

Oozes

Bogles

Constructs

Fiends

Plants

Kobolds

In addition to this, all Rangers have Goblins and Gremlins as favored enemies.
PROFICIENCIES OPTIONS
WEAPONS: Firearms, Explosives, Glaive
SKILLS: Firearms, Explosives

ARCHETYPES
All Archetypes in the PB and XGE are available.
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ROGUE
DESCRIPTION
Ah, the Rogue. Like the Warrior, Rogues are a core component, and offer many
useful tools and tricks o’ the trade, while also often being way too charming or
intimidating. Rogues start the youngest of all the classes, because nearly all that
Rogues learn comes from the way they make their own path in life.

CREATING A ROGUE
Creating a Rogue is the same as in the PHB, beyond the following.
PROFICIENCIES OPTIONS
WEAPONS: Firearms, Explosives, Glaive
SKILLS: Firearms, Explosives

ROGUISH ARCHETYPES
Rogues in Wyrlde have the following Roguish Archetype options, in addition to
those in the PHB and XGE.

MASTERMIND
Your focus is on people and on the influence and secrets they have. Many spies,
courtiers, and schemers follow this archetype, leading lives of intrigue. Words are
your weapons as often as knives or poison, and secrets and favors are some of your
favorite treasures.
MASTER OF INTRIGUE
When you choose this archetype at 3rd level, you gain proficiency with the disguise kit, the forgery kit, and one
gaming set of your choice. You also learn two languages of your choice.
Additionally, you can unerringly mimic the speech patterns and accent of a creature that you hear speak for at least 1
minute, allowing you to pass yourself off as a native speaker of a particular land, provided that you know the
language.
MASTER OF TACTICS
Starting at 3rd level, you can use the Help action as a bonus action. Additionally, when you use the Help action to aid
an ally in attacking a creature, the target of that attack can be within 30 feet of you, rather than 5 feet of you, if the
target can see or hear you.
INSIGHTFUL MANIPULATOR
Starting at 9th level, if you spend at least 1 minute observing or interacting with another creature outside combat, you
can learn certain information about its capabilities compared to your own. The DM tells you if the creature is your
equal, superior, or inferior in regard to two of the following characteristics of your choice:
•
•
•
•

Intelligence score
Wisdom score
Charisma score
Class levels (if any)
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At the DM’s option, you might also realize you know a piece of the creature’s history or one of its personality traits, if
it has any.
MISDIRECTION
Beginning at 13th level, you can sometimes cause another creature to suffer an attack meant for you. When you are
targeted by an attack while a creature within 5 feet of you is granting you cover against that attack, you can use your
reaction to have the attack target that creature instead of you.
SOUL OF DECEIT
Starting at 17th level, your thoughts can’t be read by telepathy or other means, unless you allow it. You can present
false thoughts by making a Charisma (Deception) check contested by the mind reader’s Wisdom (Insight) check.
Additionally, no matter what you say, magic that would determine if you are telling the truth indicates you are being
truthful, if you so choose, and you can’t be compelled to tell the truth by magic.

SWASHBUCKLER
You focus your training on the art of the blade, relying on speed, elegance, and charm in equal parts. While some
warriors are brutes clad in heavy armor, your method of fighting looks almost like a performance. Duelists and
pirates typically belong to this archetype.
A Swashbuckler excels in single combat and can fight with two weapons while safely darting away from an
opponent.
FANCY FOOTWORK
When you choose this archetype at 3rd level, you learn how to land a strike and then slip away without reprisal.
During your turn, if you make a melee attack against a creature, that creature can’t make opportunity attacks against
you for the rest of your turn.
Swashbucklers and two-weapon fighting
The Swashbuckler relies on a good understanding of the D&D rules to realize its potential, specifically when it comes
to fighting with two weapons. Other characters must use an action to Disengage if they want to escape a melee, but
the Fancy Footwork feature of the Swashbuckler bundles a more limited version of Disengage within your attack.
This allows you to use your bonus action to fight with two weapons, and then safely evade each foe you attacked.
RAKISH AUDACITY
Starting at 3rd level, your unmistakable confidence propels you into battle. You can add your Charisma modifier to
your initiative rolls.
In addition, you don’t need advantage on your attack roll to use your Sneak Attack if no creature other than your
target is within 5 feet of you. All the other rules for the Sneak Attack class feature still apply to you.
PANACHE
At 9th level, your charm becomes extraordinarily beguiling. As an action, you can make a Charisma (Persuasion)
check contested by a creature’s Wisdom (Insight) check. The creature must be able to hear you, and the two of you
must share a language.
If you succeed on the check and the creature is hostile to you, it has disadvantage on attack rolls against targets other
than you and can’t make opportunity attacks against targets other than you. This effect lasts for 1 minute, until one of
your companions attacks the target or affects it with a spell, or until you and the target are more than 60 feet apart.
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If you succeed on the check and the creature isn’t hostile to you, it is charmed by you for 1 minute. While charmed, it
regards you as a friendly acquaintance. This effect ends immediately if you or your companions do anything harmful
to it.
ELEGANT MANEUVER
Starting at 13th level, you can use a bonus action on your turn to gain advantage on the next Dexterity (Acrobatics) or
Strength (Athletics) check you make during the same turn.
MASTER DUELIST
Beginning at 17th level, your mastery of the blade lets you turn failure into success in combat. If you miss with an
attack roll, you can roll it again with advantage. Once you do so, you can’t use this feature again until you finish a
short or long rest.
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SORCERER
DESCRIPTION
Sorcerers did not appear on Wyrlde until after the God’s War. Most Sorcerers have
ties to the Shadowlands, Feywild, Elemental Planes, or the Dread Domain.

CREATING A SORCERER
Creating a sorcerer is the same as in the PHB.
STARTING AGE
Sorcerers generally need about three years of learning.
PROFICIENCIES OPTIONS
WEAPONS: Firearms, Explosives, Glaive
SKILLS: Firearms, Explosives

SORCEROUS ORIGINS
The existing Sorcerous Origins are tied to the assorted Planes as listed below.
Origin

Plane Involved

Divine Soul

Dread Domain

Draconic Bloodline

Planes of Earth, Water

Shadow Magic

Shadowlands

Storm Sorcery

Planes of Air, Fire

Wild Magic

Feywild

Notes

In addition to the options in the PHB and the XGE, PCs in Wyrlde have the additional Sorcerous Origins.

STORM SORCERY
Your innate magic comes from the power of elemental air. Many with this power can trace their magic back to a neardeath experience linked to a storm, but perhaps you were born during a howling gale so powerful that folk still tell
stories of it, or your lineage might include the influence of potent air creatures such as a djinn. Whatever the case, the
magic of the storm permeates your being.
Storm sorcerers are invaluable members of a ship’s crew. Their magic allows them to exert control over wind and
weather in their immediate area. Their abilities also prove useful in repelling attacks by pirates and other waterborne
threats.
WIND SPEAKER
The arcane magic you command is infused with elemental air. You can speak, read, and write Primordial. (Knowing
this language allows you to understand and be understood by those who speak its dialects: Aquan, Auran, Ignan, and
Terran.)
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TEMPESTUOUS MAGIC
Starting at 1st level, you can use a bonus action on your turn to cause whirling gusts of
elemental air to briefly surround you, immediately before or after you cast a spell of 1st
level or higher. Doing so allows you to fly up to 10 feet without provoking opportunity
attacks.
HEART OF THE STORM
At 6th level, you gain resistance to lightning and thunder damage. In addition,
whenever you start casting a spell of 1st level or higher that deals lightning or thunder
damage, stormy magic erupts from you. This eruption causes creatures of your choice
that you can see within 10 feet of you to take lightning or thunder damage (choose each
time this ability activates) equal to half your sorcerer level.
STORM GUIDE
At 6th level, you gain the ability to subtly control the weather around you.
If it is raining, you can use an action to cause the rain to stop falling in a 20-foot-radius
sphere centered on you. You can end this effect as a bonus action.
If it is windy, you can use a bonus action each round to choose the direction that the
wind blows in a 100-foot-radius sphere centered on you. The wind blows in that
direction until the end of your next turn. This feature doesn’t alter the speed of the
wind.
STORM’S FURY
Starting at 14th level, when you are hit by a melee attack, you can use your reaction to
deal lightning damage to the attacker. The damage equals your sorcerer level. The
attacker must also make a Strength saving throw against your sorcerer spell save DC. On a failed save, the attacker is
pushed in a straight line up to 20 feet away from you.
WIND SOUL
At 18th level, you gain immunity to lightning and thunder damage.
You also gain a magical flying speed of 60 feet. As an action, you can reduce your flying speed to 30 feet for 1 hour
and choose a number of creatures within 30 feet of you equal to 3 + your Charisma modifier. The chosen creatures
gain a magical flying speed of 30 feet for 1 hour. Once you reduce your flying speed in this way, you can’t do so again
until you finish a short or long rest.
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WARLOCK
DESCRIPTION
Warlocks tread a dangerous path, for in Wyrlde, Pacts have power and
consequences that are far reaching. There are countless possibilities for the being
one has a Pact with, but in Wyrlde that pact must be known.
Warlocks in Wyrlde are daring The Powers That Be with everything they do, and
often do so through various forms of blackmail – but many also find themselves
offered a deal, a temptation or arrangement, both aware o the moment it happens
and also unaware, tricked by some Power for their own purposes.
This is especially true among the Shadowlands and the Feywild. A Fell Lord may
offer a blessing to someone, who in turn thanks them for it, and the pact is struck.

CREATING A WARLOCK
Warlocks must adopt the features of their class from the XGE regarding their
Patron’s attitude, Terms of the pact, and Mark.
PROFICIENCIES OPTIONS
WEAPONS: Firearms, Explosives, Glaive
SKILLS: Firearms, Explosives

OTHERWORLDLY PATRONS
It should be noted that the Powers do not always represent themselves truthfully. What one may think is a Great Old
One may in fact be a bargain with Pallor of The Five, or it could just as easily be with Paragon or a Lord of the Five
Hells.
Warlocks have all the patronages listed in the PHB and XGE, as well as the additional ones below.

THE UNDYING
Death holds no sway over your patron, who has unlocked the secrets of everlasting life, although such a prize — like
all power — comes at a price. Once mortal, the Undying has seen mortal lifetimes pass like the seasons, like the flicker
of endless days and nights. It has the secrets of the ages to share, secrets of life and death.
EXPANDED SPELL LIST
The Undying lets you choose from an expanded list of spells when you learn a warlock spell. The following spells are
added to the warlock spell list for you.
UNDYING EXPANDED SPELLS
Spell Level

Spells

1st

false life, ray of sickness

2nd

blindness/deafness, silence

3rd

feign death, speak with dead

4th

aura of life, death ward

5th

contagion, legend lore
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PACT GIFTS
AMONG THE DEAD
Starting at 1st level, you learn the spare the dying cantrip, which counts as a
warlock cantrip for you. You also have advantage on saving throws
against any disease.
Additionally, undead have difficulty harming you. If an undead targets
you directly with an attack or a harmful spell, that creature must make a

Wisdom saving throw against your spell save DC (an undead needn’t make the save when it includes you in an area
effect, such as the explosion of fireball). On a failed save, the creature must choose a new target or forfeit targeting
someone instead of you, potentially wasting the attack or spell. On a successful save, the creature is immune to this
effect for 24 hours. An undead is also immune to this effect for 24 hours if you target it with an attack or a harmful
spell.
DEFY DEATH
Starting at 6th level, you can give yourself vitality when you cheat death or when you help someone else cheat it. You
can regain hit points equal to 1d8 + your Constitution modifier (minimum of 1 hit point) when you succeed on a
death saving throw or when you stabilize a creature with spare the dying.
Once you use this feature, you can’t use it again until you finish a long rest.
UNDYING NATURE
Beginning at 10th level, you can hold your breath indefinitely, and you don’t require food, water, or sleep, although
you still require rest to reduce exhaustion and still benefit from finishing short and long rests.
In addition, you age at a slower rate. For every 10 years that pass, your body ages only 1 year, and you are immune to
being magically aged.
INDESTRUCTIBLE LIFE
When you reach 14th level, you partake of some of the true secrets of the Undying. On your turn, you can use a bonus
action to regain hit points equal to 1d8 + your warlock level. Additionally, if you put a severed body part of yours
back in place when you use this feature, the part reattaches.
Once you use this feature, you can’t use it again until you finish a short or long rest.

MAHISHOJIN PACT
The Mahishojin are a very Wyrlde specific kind of Warlock. They
form a Pact, and that Pact always has a Price, but in exchange, they
gain extraordinary power, although they do have some peculiar
quirks to them. A term occasionally used to describe them is
“magical girl”, and another term is “idol”. Mahini (general term for
them) exist to “fight evil”, which in real terms means to oppose the
machinations of The Five, get in the way of The Seven, and help
hold the Dread Domain and Shadowfell in check.
Mahishojin are typically feminine, though masculine ones have
been known to exist. They are usually very young when this pact is
made, typically between 10 and 16 years of age.
Mahishojin are given gifts specific to a certain kind of nature, such
as friendship, love, the moon, the stars, the planet, elemental gifts,
and other abstract concepts. All spells and magic they use must
feed into this, but the way that is expressed can be combative,
supportive, defensive, protective, etc. This is called their Cause.
Mahishojin are usually part of a team or group, most often five in number (symbolic as it places them in opposition to
The Five). Solo Mahini over the age of 16 have typically lost their team, or their team has disbanded. One truth about
Mahishojin is that they have a short life expectancy.
The Price that a Mahishojin must pay is always something near and dear to them. It could be their life should they
stray from the terms of the pact, or their soul may be stored in one of their Focii, or it could be their emotions. The
possible Price is always high and dear, but it is always under one of two conditions – they give it up to gain power, or
they give it up should they abuse their power/stray from the terms of the pact.
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MAHININ FOCUS
Mahishojin use a very specific set of powerful Focii that is given to them as part of the Pact, by which they are granted
their powers. They can only be used by the Warlock they were gifted to, but can be handled by others. These Focii
come in three forms: Armor, Tool, and Decoration. For them to access their full powers, they must have all three of
these things. They are awarded each of them initially over time by their Patron. They receive their Armor Focus at 1st
Level, their Tool Focus at 2nd Level, and their Decoration focus at 3rd Level.
These focii have the unique quality of always returning to the Mahia or Mahio or Mahin (Feminine, Masculine, and
Nonbinary, respectively) as long as they are within a 60 foot radius of them, though this takes a turn to call.
Mahishojin Focii can only be summoned for a maximum of two hours at a time, no more than five times. This is reset
after a long rest (so five times per day, usually).
ARMOR FOCUS.
This Focus is granted them when they make their Pact, at first level. This focus must be summoned with a verbal
command and somatic gesture (such as a spin, with arms raised and legs raised) ending with a “combat ready” pose,
and this command always has something to do with the nature of their magic and their powers they are given. The
Focus changes the character’s normal clothing and armor into the magical armor that is the focus, taking a full turn to
do so, and usually involving a light show that obscures the character’s body, as they are stripped naked and the
armor forms around them.
This focus is always a very, very exaggerated form of clothing or armor that may or may not cover or seemingly
protect the entirety of the wearer. For Mahia, it is often an ornate, very feminine dress or skirt outfit, and includes hair
styling and ribbons and bows and the like. For Mahio, it may exaggerate their size and muscle, while for Mahin, it
may be a combination of factors that make it difficult to determine their gender.
The Armor focus also has a potent ability to make it difficult to recognize the Mahishojin as the PC in their daily life,
acting as a disguise. To perceive them, one must make a Wisdom (perception) check with a CR of 15. This includes
even if the Warlock tells others, who may not believe them.
The Armor focus gives the wearer an Armor Class of 13 + Dex Modifier.
TOOL FOCUS
Granted at 2nd Level, the Tool Focus when in use is a very ornately decorated Wand or Rod, though is usually capable
of changing shape or form to make it less obvious what it is. It will return to them even if it is held or otherwise
locked way by nonmagical means, though magical means can stop this. When not in use, it appears to be some
ordinary item, such as a compact, charmulet, or other trinket.
The Tool Focus is used for casting any spell, including cantrips, the Mahishojin casts. It also functions as their pact
weapon, changing shape to become that weapon in a fight.
Any spell cast requires they perform a ritualized series of moves, assume a specific stance, and speak a rhyming or
alliterative statement that invokes their Patron, invokes their cause, describes the purpose of the effect, ending with
the effect’s name. For example, casting a magic missile might mean they cry out “By the Power of Gaea, in the cause
of Righteousness, to send you on a mission: Magic missile!” while doing a spin and pose, ending with the tool
pointing at their target.
DECORATIVE FOCUS
The decorative focus is always some sort of jewelry, such as a tiara, ornate necklace, ornate armband, ornate belt,
special hat, hair decoration, etc. Granted at 3rd Level, it confers the Pact Boon on the character. It must be worn at all
times and can be used even when the other foci are not in use, subject to the same limitations.
MAHIFAMIN
A Mahifamin is an extradimensional familiar that is gained at 1st level and follows the Mahishojin around
everywhere. They are not subject to the commands of the mahishojin but can be asked to do something for them.
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Mahifamin are a fey creature, with the ability to cast Shield thrice per long rest and can replace an attack by the
mahishojin with its own reaction if they choose to do so.
Mahifamin are always cute, furry, blended animal creatures, typically between six and twelve inches tall, that fly.
They share a hit die with the mahishojin, and the damage they take comes from the mahishojin, though they can only
be harmed by magical attacks.

EXPANDED SPELL LIST
Because of their Focii, mahishojin do not have a set spell list. They can, however, choose one spell whenever they
learn a warlock spell from the Cleric spell list per level at 1st, 2nd, 3rd, 4th, and 5th levels. It should be noted, as well, that
Warlock spells may have similar effects, but very different “calls”, or spell names (so titled because the Mahini must
call out their spell’s name).

PACT BOONS
PACT OF THE BRIGHT
At 3rd Level, when they obtain their Decorative Focus, the Mahishojin gains the ability to cast any three cantrips from
any spell list. They can cast these cantrips at will, but only as long as they are wearing their Decorative Focus.

PATRON GIFTS
KNOW EVIL
Gained at first level, Mahishojin do not get a choice of pact boon, but instead get the Pact of the Bright. You learn
Detect Evil and can cast it at will. The spell does not count against any of your spells known.
DEFY EVIL
Starting at 6th level, you have learned to ward yourself against attack and can turn your enemy’s failed strike into
good luck for yourself. When a creature makes an attack against you, you can use your reaction to impose
disadvantage on that roll. If the attack misses you, your next attack roll has the advantage if you make it before the
end of your next turn. Once you use this feature, you cannot use it again until after a short or long rest.
GHOST EVIL
At 10th Level, you gain the ability to teleport behind an enemy in response to harm. When you take damage, you can
use your reaction to teleport up to 10 feet, behind an enemy, gaining advantage. Once you use this feature, you
cannot use it again until after a short or long rest.
DENY EVIL
At 14th Level, you can face a creature who is evil (see description) and hurl it into a Gate. The creature disappears and
hurtles through a nightmare landscape. At the end of your next turn, the target returns to the space it previously
occupied, or the nearest unoccupied space. If the target is not a Celestial, it takes 10d10 Bright Damage as it reels from
the horrific experience. Once you use this feature, you cannot use it again until after a long rest.
ELDRITCH INVOCATIONS
For obvious reasons, the Eldritch Invocations available to Mahishojin are not quite the same.
The following table lists the Eldritch Invocations available to them, which is still all of them, though the effects are
somewhat different, and the names are sometimes different. Note that these are required to be spoken aloud to use
them. Due to the nature of the Mahinin it is important that the attitude be properly expressed for the effect to take
place.
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Where (X) appears, this is their Cause. Where (P) appears, this is their Patron.
Sourcebook Name

Mahishojin Call!

Effects

Agonizing Blast

Punishment!

Name change only

Armor of Shadows

Armor of Hope!

Applies to one other person within 10 feet of the Mahini

Ascendant Step

Leviosa!

Name change only

Beast Speech

Cute Commune!

Name change only

Beguiling Influence

For (X)!

Name change only

Bewitching
Whispers

Soul Speak!

Name change only

Book of Ancient
Secrets

The (X) Reveals!

These are symbols that are inscribed magically on the Tool Focus

Chains of Carceri

(P)’s Holdfast!

Name change only

Devil’s Sight

(X)’s Eyes!

Can be applied to one other person within 10 feet of the Mahini.

Dreadful Word

Look, Over There!

Name change only

Eldritch Sight

Reveal Magic!

Name change only

Eldritch Spear

Heart Punishment!

Name change only

Eyes of the Rune
Keeper

(P)’s Revelation!

Name change only

Fiendish Vigor

Extra Life!

Name change only

Gaze of Two Minds

Shared Heart!

Name change only

Lifedrinker

Punishment in the
Name of (X)!!

Name change only

Mask of Many Faces

Cover of (P)!

Name change only

Master of Myriad
forms

Face Off, Face On!

Name change only

Minions of Chaos

Minion of (X)!

Name change only

Mire the Mind

(P) says Slow Down!

Name change only

Misty Visions

Misty Vision!

Name change only

One With Shadows

Unvisible!

Name change only

Otherworldly Leap

Leap of Faith

Name change only

Repelling Blast

(X) Punishment!

Name change only

Sculptor of Flesh

Abracadabra

Other words available include Alakazam, Hocus Pocus, Oo ee oo ah ah ting
tang walla walla bing bang, Presto, and so forth.

Sign of Ill Omen

Curse of (P)

Name change only

Thief of Five Fates

Curse of (X)

Name change only

Thirsting Blade

Super Focus!

Name change only (note that the Focus tool is their Pact weapon)

Visions of Distant
Realms

(P) sees all!

Name change only

Voice of the Chain
Master

Talk to me, Buddy!

The familiar in this case is the Mahifamin.

Whispers of the
Grave

Tell me (Y) this to you!

(Y) = who did, what happened, etc

Witch Sight

(X) Shows the Truth!

Name change only
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WITCH DOCTOR
Witch Doctor’s have a pact with a Tribal Spirit and are limited strictly to those with a Nomadic ethnicity. Whereas the
typical Warlock will make a Pact with a Dread Power, and Mahishojin will make a Pact with a Bright Power, Witch
Doctors make a Pact with a kind of inbetween Power. Usually Shadow, Nether, Limbo, or Eden derived.
They are not as dark as the usual Warlock, and not as shiny and peppy as Mahishojin.
Witch Doctors use a Fetish for spell Focus.
Expanded Spell List
Spell Level

Spells

1st

false life, ray of sickness

2nd

blindness/deafness, silence

3rd

feign death, speak with dead

4th

aura of life, death ward

5th

contagion, legend lore

PACT GIFTS
SPELL TWISTING
Starting at 1st level, Witch doctors can twist a spell at will to either a Dread or
Bright version (eg. Cure wounds to Cause wounds), if they can see it being cast,
and it is being done within 1 foot of them per level of the character. This only
works on spells that have a beneficial version *and* an adverse version.
Additionally, undead have difficulty harming you. If an undead targets you directly
with an attack or a harmful spell, that creature must make a Wisdom saving throw
against your spell save DC (an undead needn’t make the save when it includes you in
an area effect, such as the explosion of fireball). On a failed save, the creature must
choose a new target or forfeit targeting someone instead of you, potentially wasting the
attack or spell. On a successful save, the creature is immune to this effect for 24 hours.
An undead is also immune to this effect for 24 hours if you target it with an attack or a
harmful spell.

VITALITY BOOST
Starting at 6th level, you can give someone else, within 25 feet of you and visible to you,
vitality when you cheat death or when you help someone else cheat it. You allow them
to regain hit points equal to 1d8 + your Constitution modifier (minimum of 1 hit point)
when you succeed on a death saving throw or when you stabilize a creature with spare
the dying.

Once you use this feature, you can’t use it again until you finish a long rest.
UNDYING NATURE
Beginning at 10th level, you can hold your breath indefinitely, and you don’t require food, water, or sleep, although
you still require rest to reduce exhaustion and still benefit from finishing short and long rests.
In addition, you age at a slower rate. For every 10 years that pass, your body ages only 1 year, and you are immune to
being magically aged.
PRESERVE ESSENCE
At 15th Level, you can confer to another person whom you touch, the lack of need for food, water, or sleep (though
they will still require rest, as above) for up to one week (10 days).
Once you use this feature, you can’t use it again until you finish a short or long rest.
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WARRIOR
DESCRIPTION
The most basic, key, and essential of all the Classes, the Warrior – also called a
“fighter” – is the front line that does everything.

CREATING A WARRIOR
Warriors have the following minimum starting age. Otherwise they are crated as
per the PHB.
Race

Starting Age

Race

Starting Age

Dwarf

13

Gnome

9

Elf

13

Half-Elf

10

Human

8

Half-Orc

7

Therian

4

PROFICIENCIES OPTIONS
WEAPONS: Firearms, Explosives, Glaive
SKILLS: Firearms, Explosives

ARCHETYPES
All Archetypes in the PHB and XGE are allowed. That includes Cavalier, Samurai, Champion, Battle Master, and
Eldritch Knight.
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WIZARD
DESCRIPTION
Wizards are one of the three Mage classes, and the most formalized of them all. There are exactly three places on
Wyrlde where one can learn these arts: Sibola, Acadia, and Aztlan. While a Wizard may come from or settle in any
area, all of them will know one of those three locations, and be intimately familiar with the Tower of their respective
specialty.
Urmages travel the world seeking out those who have the talent and capacity to endure this; they will often pay a
year’s worth of income or more called a Wizard’s Price to a family for a child, or even kidnap the child. Older
potential students require more creative solutions.
Urmages may or may not be Wizards themselves, but they do have one thing in common – they make bank from the
bringing in of new students who pass the Exams, for there are many who seek the services of a wizard – especially a
“tame” one.
The Wizards of Wyrlde are born to it – there is a gift involved in mastering the arcane forces that while not
uncommon, is not present in everyone. Without that gift, one cannot use Arcane magic (though Divine magic is
another matter entirely).
Wizard is a masculine term; a Witch is a feminine wizard, a Whizo is a more fluid or nonbinary wizard.

CREATING A WIZARD
Wizards take forever to get the basics of their craft taken care of. But once they have the basics they do have to go and
do the hard part on their own. Crating a Wizard is pretty much like it is in the PHB.
Race

Starting Age

Race

Starting Age

Dwarf

16

Gnome

14

Elf

18

Half-Elf

15

Human

13

Half-Orc

14

Therian

8

PROFICIENCIES OPTIONS
WEAPONS: Explosives, Glaive
SKILLS: Explosives

TRADITIONS
All the traditions found in the PHB and XGE are available. There are also the following additions.

BLADESINGING (SCHOOL OF STEEL)
Bladesingers are elfs who bravely defend their people and lands. They are elf wizards who master a school of sword
fighting grounded in a tradition of arcane magic. In combat, a bladesinger uses a series of intricate, elegant
maneuvers that fend off harm and allow the bladesinger to channel magic into devastating attacks and a cunning
defense.
TRAINING IN WAR AND SONG
When you adopt this tradition at 2nd level, you gain proficiency with light armor, and you gain proficiency with one
type of one-handed melee weapon of your choice.
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You also gain proficiency in the Performance skill if you don’t already have it.
BLADESONG
Starting at 2nd level, you can invoke an historic elven magic called the Bladesong, provided that you aren’t wearing
medium or heavy armor or using a shield. It graces you with supernatural speed, agility, and focus.
You can use a bonus action to start the Bladesong, which lasts for 1 minute. It ends early if you are incapacitated, if
you don medium or heavy armor or a shield, or if you use two hands to make an attack with a weapon. You can also
dismiss the Bladesong at any time you choose (no action required).
While your Bladesong is active, you gain the following benefits:
You gain a bonus to your AC equal to your Intelligence modifier (minimum of +1).
Your walking speed increases by 10 feet.
You have advantage on Dexterity (Acrobatics) checks.
You gain a bonus to any Constitution saving throw you make to maintain your concentration on a spell. The bonus
equals your Intelligence modifier (minimum of +1).
You can use this feature twice. You regain all expended uses of it when you finish a short or long rest.
EXTRA ATTACK
Starting at 6th level, you can attack twice, instead of once, whenever you take the Attack action on your turn.
SONG OF DEFENSE
Beginning at 10th level, you can direct your magic to absorb damage while your Bladesong is active. When you take
damage, you can use your reaction to expend one spell slot and reduce that damage to you by an amount equal to
five times the spell slot’s level.
SONG OF VICTORY
Starting at 14th level, you add your Intelligence modifier (minimum of +1) to the damage of your melee weapon
attacks while your Bladesong is active.
BLADESINGER STYLES
From its inception as a martial and magical art, Bladesinging has been tied to the sword, more specifically the
longsword. Yet many generations of study gave rise to various styles of Bladesinging based on the melee weapon
employed. The techniques of these styles are passed from master to students in small private schools and within
families, some of which have a building dedicated to instruction. Even the newest styles are many years old but are
sometimes still taught by their original creators due to the long lives of elfs. Most schools of Bladesinging are in
Aztlan or Qivira.
Styles of Bladesinging are broadly categorized based on the type of weapon employed, and each is associated with a
category of animal. Within that style are specializations named after specific animal types, based on the types of spells
employed, the techniques of the master, and the particular weapon used. Bladesingers who apprentice to a master
typically get a tattoo of their chosen style’s animal. Some bladesingers learn multiple styles and bear many tattoos,
wearing a warning on their skin of their deadly skills.
CAT. Styles that employ a sword belong to this family. The lion style, the eldest, trains practitioners in the use of the
longsword and doesn’t favor any particular type of spells. Leopard style focuses on the shortsword and spells of
illusion and stealth. Red tiger, a style just three centuries old, has its bladesingers using the scimitar in a whirling
dance of defense from which they launch into sudden leaps and attacks.
BIRD. Styles that focus on the use of a hafted weapon, such as an axe or hammer, have been grouped together as bird
styles, yet they vary wildly. All relatively new styles, they use weapons not typically favored by elfs. Eagle-style
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bladesingers use small handaxes, and many maneuvers in the style focus on fluid ways to throw the weapon and
draw a new one. Raven style uses a war pick, and spells associated with it grant the bladesinger more agility in
combat.
SNAKE. Practitioners of these styles use a flail, chain, or whip. Viper style uses a whip, despite its inelegance as a
weapon, and has almost as long a history as the lion style. Its masters punctuate their bladesong with a stunningly
rapid rhythm of whip cracks, which can keep many foes at bay and allow the bladesinger space to cast the cruel spells
of poison and disease favored by the style.

SCHOOL OF INVENTION
The School of Invention claims credit for inventing the other schools of magic—a claim other wizards find absurd.
Wizards of this school push magic to its limits. They stretch the known laws of arcane power and strive to reveal
important truths about the nature of the multiverse.
Adherents of this school believe that innovation is best served through experimentation. They have a reputation for
acting first, thinking second. Most wizards are scholars who have mastered their craft through careful study, rigorous
practice, and endless hours of repetition. These wizards would rather throw spells together and see what happens.
Many wizards of this tradition are gnomes, alchemists, or both, and they take pride in the magic-infused armor they
don. The armor not only provides protection, but it is also designed to help the wizard channel magic in
unpredictable ways.
Wizards of this tradition are regarded as savants to their faces, but wizards of other traditions often think of them as
lunatics. They are never found in Acadia.
SCHOOL OF INVENTION FEATURES
Wizard Level

Feature

2nd

Tools of the Inventor, Arcanomechanical Armor, Reckless Casting

6th

Alchemical Casting

10th

Prodigious Inspiration

14th

Controlled Chaos

TOOLS OF THE INVENTOR
At 2nd level, you gain proficiency with two tools of your choice.
ARCANOMECHANICAL ARMOR
Innovation is a dangerous practice, at least as far as members of this school practice it. As a shield against this risk,
you have developed a suit of arcane armor.
Starting at 2nd level, you gain proficiency with light armor and gain a suit of arcanomechanical armor — a magic
item that only you can attune to. While you are attuned to it and wearing it, it grants you resistance to force damage.
The armor is light armor and provides an AC of 12 + your Dexterity modifier. It weighs 8 pounds.
You can create a new suit of it at the end of a long rest by touching a nonmagical suit of studded leather armor, which
magically transforms it. Doing so removes the magic from your previous arcanomechanical armor, turning it into
nonmagical studded leather.
RECKLESS CASTING
Starting at 2nd level, you can attempt to cast a spell you don’t have prepared. When you use this ability, you use your
action and choose one of the following options:
Roll on the Reckless Casting table for cantrips and cast the resulting spell as part of this action.
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Expend a spell slot and roll twice on the Reckless Casting table for its level, or the 5th-level table if the slot is 6th level
or higher. Pick which of the two results you want to use and cast the resulting spell as part of this action.
If the spell you cast isn’t a wizard spell, it is nonetheless a wizard spell for you when you cast it with this feature.
Reckless Casting
d10

Cantrip

1

acid splash

2

chill touch

3

d10

2nd-Level Spell

1

blur

2

darkness

fire bolt

3

enlarge/reduce

4

light

4

gust of wind

5

poison spray

5

invisibility

6

ray of frost

6

levitate

7

shocking grasp

7

Melf’s acid arrow

8

sacred flame

8

scorching ray

9

thorn whip

9

shatter

10

Roll twice and cast each cantrip, but if you roll
another 10 on either die, you cast nothing, wasting
your action.

10

Roll twice and cast each spell, but if you roll another
10 on either die, you cast nothing, wasting your
action but not the spell slot.

d10

1st-Level Spell

d10

3rd-Level Spell

1

burning hands

1

blink

2

chromatic orb

2

fear

3

color spray

3

feign death

4

faerie fire

4

fireball

5

false life

5

fly

6

fog cloud

6

gaseous form

7

jump

7

lightning bolt

8

magic missile

8

sleet storm

9

thunderwave

9

stinking cloud

10

Roll twice and cast each spell, but if you roll another
10 on either die, you cast nothing, wasting your
action but not the spell slot.

10

Roll twice and cast each spell, but if you roll
another 10 on either die, you cast nothing, wasting
your action but not the spell slot.

d10

4th-Level Spell

d10

5th-Level Spell

1

blight

1

cloudkill

2

confusion

2

cone of cold

3

Evard’s black tentacles

3

destructive wave

4

fire shield

4

flame strike

5

greater invisibility

5

hold monster

6

ice storm

6

insect plague

7

phantasmal killer

7

mass cure wounds

8

stoneskin

8

wall of force

202

9

wall of fire

9

wall of stone

10

Roll twice and cast each spell, but if you roll
another 10 on either die, you cast nothing, wasting
your action but not the spell slot.

10

Roll twice and cast each spell, but if you roll another
10 on either die, you cast nothing, wasting your
action but not the spell slot.

ALCHEMICAL CASTING
At 6th level, you learn to channel magic through your arcanomechanical armor to augment spells in a variety of ways.
When you cast a spell while wearing that armor and attuned to it, you can expend one additional spell slot of 1st or
2nd level to alter the spell. The effect depends on the spell slot you expend.
A 1st-level slot allows you to manipulate the spell’s energy. When you cast a spell that deals acid, cold, fire, lightning,
or thunder damage, you can substitute that damage type for another one from that list.
A 2nd-level slot increases the spell’s raw force. If you roll damage for the spell when you cast it, increase that damage
by 2d10 force damage against one of the spell’s targets (your choice) this turn.
PRODIGIOUS INSPIRATION
At 10th level, you have attained a greater mastery of spell preparation. As a bonus action, you can replace one spell
you have prepared with another spell from your spellbook. You can’t use this ability again until you finish a short or
long rest.
CONTROLLED CHAOS
At 14th level, your ability to improvise magic grows stronger. Whenever you roll on a Reckless Casting table for a
spell other than a cantrip, you can roll on the table that is one level higher than the expended spell slot.
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CHARACTER
DEVELOPMENT
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DREAMS OF FUTURES PAST
Along with this book, you should have a copy of the Childhood Character Sheet.
Think about your character at the following Ages, by race:
Human - 4

Dwarf - 8

Elf - 9

Therian -- 2

Fay - 6

Gobkin - 4

Gnome -10

Elohim - 4

Cambion -- 4

These ages are roughly equal to an Earthling around 10 to 12 years old.
This sheet is a much simpler form, with a lot less information. It is your character as a child.

ABILITY SCORES
The ability scores you have are two thirds, rounded down, of your final character scores. This has an impact on your
modifiers.

YOUR CHILDHOOD
There is a gap in your memory of your childhood. It is around this time, and to be blunt, it has never really bothered
you that you don’t recall it. You know how people tend to block some things out, after all.
But it has had an impact on you. An impact that continues, that endures, and that has an effect, even if you don’t
really think about it. This not really thinking about it is why you are doing this part of the character after everything
else.
You as a child does not have any real possessions – your parents own everything. If you are an orphan, well, you
have even less. If you are a slave, it is even worse.
At one point, all of your families went to work for one old man. You met him, but he is fuzzy and vague in your
memory. When you think of him, all you can really think about is The Turtle in Shadow, though Gods know what the
heck that means.
But because of all of this, you get an extra background, and more stuff.

REQUIRED BACKGROUND
HAUNTED ONE
You are haunted by something terrible that you cannot recall. You’ve tried to recall it and deal with it, to no avail.
Whatever this thing is that haunts you can’t be slain with a sword or banished with a spell. It might come to you as a
shadow on the wall, a bloodcurdling nightmare, a memory that refuses to die, or a demonic whisper in the dark. The
burden has taken its toll, making you question your sanity. You know that one day you must find a way to overcome
it before it destroys you.
Skill Proficiencies: Choose two of Arcana, Investigation, Religion, or Survival
Languages: Choose one exotic language (Abyssal, Celestial, Deep Speech, Draconic, Infernal, Primordial, Sylvan)
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Equipment: Monster hunter’s pack and one trinket of special
significance (choose one or roll on the Gothic Trinkets table)
FEATURE: HEART OF DARKNESS
Those who look into your eyes can see that you have faced
unimaginable horror and that you are no stranger to darkness.
Though they might not fear you, commoners will never extend you
courtesy and do their utmost to avoid you.
HARROWING EVENT

MONSTER HUNTER'S PACK
You can buy a monster hunter’s pack for
13 gp, which is cheaper than buying the
items in it individually. It includes a chest,
a crowbar, a hammer, three wooden
stakes, a holy symbol, a flask of holy water,
a set of manacles, a steel mirror, a flask of
oil, a tinderbox, and 3 torches.

Prior to becoming an adventurer, your path in life was defined by a series of dark moments, fateful decisions, or
tragedy. Choose a harrowing event that haunts you or roll one on the Harrowing Events table.
HARROWING EVENT
d10

Event

1

A monster that slaughtered dozens of innocent people spared your life, and you don’t know why.

2

You were born under a dark star. You can feel it watching you, coldly and distantly. Sometimes it beckons you in the
dead of night.

3

An apparition that has haunted your family for generations now haunts you. You don’t know what it wants, and it won’t
leave you alone.

4

Your family has a history of practicing the dark arts. You dabbled once and felt something horrible clutch at your soul,
whereupon you fled in terror.

5

An oni took your sibling one cold, dark night, and you were unable to stop it.

6

You were cursed with lycanthropy and later cured. You are now haunted by the innocents you slaughtered.

7

A hag kidnapped and raised you. You escaped, but the hag still has a magical hold over you and fills your mind with evil
thoughts.

8

You opened an eldritch tome and saw things unfit for a sane mind. You burned the book, but its words and images are
burned into your psyche.

9

A fiend possessed you as a child. You were locked away but escaped. The fiend is still inside you, but now you try to
keep it locked away.

10

You did terrible things to avenge the murder of someone you loved. You became a monster, and it haunts your waking
dreams.

SUGGESTED CHARACTERISTICS
You have learned to live with the terror that haunts you. You are a survivor, who can be very protective of those who
bring light into your darkened life.
PERSONALITY TRAITS
d8

Personality Trait

1

I don’t run from evil. Evil runs from me.

2

I like to read and memorize poetry. It keeps me calm and brings me fleeting moments of happiness.

3

I spend money freely and live life to the fullest, knowing that tomorrow I might die.

4

I live for the thrill of the hunt.

5

I don’t talk about the thing that torments me. I’d rather not burden others with my curse.

6

I expect danger around every corner.

7

I refuse to become a victim, and I will not allow others to be victimized.

8

I put no trust in divine beings.
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IDEALS
d6

Ideal

1

I try to help those in need, no matter what the personal cost. (Good)

2

I’ll stop the spirits that haunt me or die trying. (Any)

3

I kill monsters to make the world a safer place, and to exorcise my own demons. (Good)

4

I have a dark calling that puts me above the law. (Chaotic)

5

I like to know my enemy’s capabilities and weaknesses before rushing into battle. (Lawful)

6

I’m a monster that destroys other monsters, and anything else that gets in my way. (Evil)

BONDS
d6

Bond

1

I keep my thoughts and discoveries in a journal. My journal is my legacy.

2

I would sacrifice my life and my soul to protect the innocent.

3

My torment drove away the person I love. I strive to win back the love I’ve lost.

4

A terrible guilt consumes me. I hope that I can find redemption through my actions.

5

There’s evil in me, I can feel it. It must never be set free.

6

I have a child to protect. I must make the world a safer place for him (or her).

FLAWS
d6

Flaw

1

I have certain rituals that I must follow every day. I can never break them.

2

I assume the worst in people.

3

I feel no compassion for the dead. They’re the lucky ones.

4

I have an addiction.

5

I am a purveyor of doom and gloom who lives in a world without hope.

6

I talk to spirits that no one else can see.

ALIGNMENTS IN WYRLDE
Alignments in Wyrlde are generally normative to the PHB.
However, it should be noted that there are more forces at work here.
•
•
•
•

Destiny vs. Free Will (Structure vs Agency)
Order vs. Chaos (Law vs Anarchy)
Benefice vs. Malefice (Good vs Evil)
Balance vs. Imbalance (Moderation vs. Extremism)

The Core Dungeons and Dragons assumptions are that order holds Destiny and Free Will is chaos, which does not fly
well here. They also presume that being neutral is being balanced, which also does not fly well in Wyrlde. Especially
not with Deities as complex as these.
D&D gods are often personifications, following models well understood. Wyrlde Gods are manifestations, not
personifications.
However, setting up an alignment chart for this kind of structure is not merely unwieldy, but likely unwise, and
needlessly complicated since it has little impact on the game’s play.
Now, if you think that’s bothersome enough, wait until you find out there is a fifth Force to deal with: The Real vs
The Unreal.
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As with the planes, these forces are held and measured and structured by the Pale, and t is from them that we get the
human elements of character, virtue, sin, personality, and emotion.
It is way more complex than general alignment. A lie, for example, is a combination of the Unreal and Chaos and
Malefice, and Free Will that creates Imbalance.
As these forces are way too complex to have fun with, we are just going to stick to the nine we know.
But it never hurts to understand things like this.
Just in case, you know, one day you find yourself having to choose to be a God or not. Because Gods do have to
choose such things, and many others, and it gets really annoying and really complicated and it is only after you
choose that you realize just how incredibly important it all is to grasp.

BACKGROUNDS
Every Story has a beginning. Your background reveals where you came from, how you became an adventurer, and
your sense of your place in the world, drawn from experiences of your own and of those around you.
You get to pick one more. These backgrounds pick up from the time you were around:
12 - 16

5-6

10-14

9-12

2

7-8

Earth Equivalent

Human

Elf

Dwarf

Therian

Halfbreed

Choosing a background provides you with important story cues about your character’s identity. The most important
question to ask about your background is Why Things Changed, though the question that most people will want to
know if they are wise is What Changed? All backgrounds are what you were Apprenticed as – they were meant to be
your trade or reflect what you did during that time (age of 12 to 16 in earth years).
The backgrounds available to the Characters are all of those listed in the chart from the PHB and the XGE, plus those
described below, which are drawn from additional sourcebooks and homebrews.

GUILD ARTISAN
See PHB Page 132, as well as below.

GUILD MERCHANT
See PHB page 133, as well as below.

GUILD MEMBER
You are skilled in a particular trade. You learned your skills as an apprentice or trained by members of your family.
Skill Proficiencies: Persuasion, one other linked to your trade (see below)
Tool Proficiencies: Two type of artisan’s tools
Languages: None
Equipment: A set of artisan’s tools (one of your choice), a small knife, a document attesting your membership in the
guild, a Trade Mark, a set of traveler’s clothes, and a pouch containing 15 gp.

TRAINING
What did you do as a trade before starting a life of adventure. You were apprenticed out at age 4 or 5 to someone,
leaving your family and working long, thankless hours as you learned your skills.
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Work with your DM to determine the nature of your training. You can select your trade table or roll randomly.
THE GUILDS OF WYRLDE
Adventurer's

Alchemist's

Apothecary's

Arbitor’s

Baker's

Barber's

Bard’s

Barrister's

Basketeer’s

Blacksmith's

Boatswain's

Bowyer's

Bowyer's

Brazier’s

Breeder's

Brewer's

Brickswain's

Broderer's

Butcher's

Carpenter's

Carriage

Cartwright's

Carver’s

Chandler's

Clockwright's

Clothier's

Cobbler’s

Collegiate’s

Collier’s

Cook's

Cooper's

Cordwain's

Cutler’s

Dancer's

Distiller's

Draper’s

Drover’s

Dyeswain's

Engineer’s

Enlightener’s

Explorer's

Farmer's

Felter's

Fisher's

Fishmonger's

Forrester's

Founder’s

Freemason's

Fuller's

Furrier's

Gameward’s

Glazier's

Grocer's

Haberdasher’s

Hayward’s

Herald's

Herbalist's

Horner's

Hoveward’s

Hunter's

Inker’s

Innkeeper's

Jeweler's

Joiner's

Knitter's

Laundrer's

Lighter's

Lightwain’s

Limner’s

Locksmith’s

Mapper's

Merchant's

Messenger’s

Miller's

Miner’s

Navigator's

Painter's

Papier's

Peddler’s

Performer's

Perfumer's

Pilot’s

Plumber’s

Potter's

Purser’s

Ratter's

Redsmith's

Reeve’s

Saddlewain's

Sailor's

Sailswain's

Sapper's

Scholar’s

Scribe's

Seamstress'

Secretaries

Shepherd's

Sherlock's

Shipwright's

Slaver's

Smith's

Spicer's

Spinner’s

Stager's

Stonemason’s

Surveyor’s

Sweeper's

Tailor's

Tanner's

Tapestrier’s

Teamster's

Thatcher's

Thieves’

Timberer's

Tinker's

Trapper's

Vintner's

Waferer’s

Weaver's

Whitesmith’s

Wisewomen’s

Wizard's

Woodward’s

FEATURE: ONE OF THE GUYS
You can find trade work between adventures sufficient to maintain a modest lifestyle (see “Practicing a Profession”
under “Downtime Activities” in chapter 8 of the Player’s Handbook).
You can also find other common folk like yourself at your local pub. Finding out about local rumors or work is not
hard for you.

FEATURE: REFINE
Not only you can repair and create items, when it comes to the ones in your specialty you have a chance to better their
condition and even improve their stats.
When you choose this background, work with your DM to determine what are the requirements into improving items
and what are the bonuses you can give them.

SUGGESTED CHARACTERISTICS
You are among the ordinary people in the world — until you take up an adventuring career. You understand the
value of hard work and the importance of community but may be vulnerable to Vices of greed and covetousness.
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d8

Personality Trait

1

I believe that anything worth doing is worth doing right. I can’t help it — I’m a perfectionist.

2

Whenever I come to a new place, I collect local rumors.

3

I always want to know how things work and what makes people tick.

4

I’m full of witty aphorisms and have a proverb for every occasion.

5

I’m rude to people who lack my commitment to hard work and fair play.

6

I like to talk at length about my profession.

7

I don’t part with my money easily and will haggle tirelessly to get the best deal possible.

8

I’m well known for my work, and I want to make sure everyone appreciates it. I’m always taken aback when
people haven’t heard of me.

d6

Ideal

1

Community. It is the duty of all civilized people to strengthen the bonds of community and the security of
civilization. (Lawful)

2

Generosity. My talents were given to me so that I could use them to benefit the world. (Good)

3

Freedom. Everyone should be free to pursue his or her own livelihood. (Chaotic)

4

Greed. I’m only in it for the money. (Evil)

5

People. I’m committed to the people I care about, not to ideals. (Neutral)

6

Aspiration. I work hard to be the best there is at my craft. (Any)

d6

Bond

1

The workshop where I learned my trade is the most important place in the world to me.

2

I created a great work for someone, and then found them unworthy to receive it. I’m still looking for someone
worthy.

3

I owe my teacher a great debt for forging me into the person I am today.

4

I pursue wealth to secure someone’s love.

5

One day I will return to my birthplace and settle down.

6

I will get revenge on the evil forces that destroyed my place of business and ruined my livelihood.

d6

Flaw

1

I’ll do anything to get my hands on something rare or priceless.

2

I’m quick to assume that someone is trying to cheat me.

3

No one must ever learn that I once stole money from my mentor.

4

I’m never satisfied with what I have — I always want more.

5

I would kill to become the leader of a guild.

6

I’m horribly jealous of anyone who can outshine my handiwork. Everywhere I go, I’m surrounded by rivals.

EXAMPLES OF GUILD MEMBERS
ANIMAL HANDLER
You have cared for animals for a long time. Whether you were brought up on a farm, have lived for a long time in the
wilderness, or brought up a single pet squirrel in your back garden, beasts have always been a part of your life. You
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are interlinked with nature but have had to abandon it for adventuring. What pulled you away from your animal
friends? And will you ever return to them?
Skill Proficiencies: Animal Handling, choose either Nature or Survival
Tool Proficiencies: Choose any tool
Languages: Choose any one language
Equipment: A set of common clothes, and a belt pouch containing 10 gp. Additionally, choose 1 from:
•

A hooded lantern you used on the night watch of your animals and a Small or smaller pet Beast of CR 1/8 or
lower

•

A riding horse

SPECIAL ANIMAL
There was always one animal type that was particularly special to you. What was it? Choose an animal or roll on the
table below.
d10

Special Animal

d10

Special Animal

1

Cat

6

Goat

2

Cow

7

Horse

3

Deer

8

Pig

4

Dog

9

Rat/Mouse

5

Eagle

10

Sheep

FEATURE: ANIMAL AFFINITY
You tend to get on with animals and can transfer basic ideas and emotions to them. If the creature is willing, it could
attempt to get help or contact someone as best it can, but it may not fully understand you or get its meaning across
when it finds a person. Even animals that are hostile by nature will approach with caution but may not attack on
sight.
SUGGESTED CHARACTERISTICS
You are often mesmerized by nature. So much as the twittering of a bird can get you drifting off into a world of your
own. But you're very quick on the draw when it comes to protection. Those near you, particularly animals, must
survive at all costs. If they don't, someone will pay.
d6

Personality Trait

1

I often get lost in my own world when surrounded by nature.

2

I can't go a day without interacting with animals.

3

I was, in fact, raised by wolves.

4

I've been out of society for a long time, and sometimes get into awkward situations.

5

My animals are constantly going astray. I love them to bits, but I'm constantly on the lookout around nature.

6

Nature and I must be one. For a start, I don't talk that much. Not to people, anyway.

d6

Ideal

1

Life. Every living thing deserves a chance to survive. (Good)

2

Power. My animals are an easy means of seizing control. (Evil)

3

Nature. The natural world will overcome all in time. (Neutral)
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4

No Boundaries. My animals deserve to roam where they wish, as do I. (Chaotic)

5

Order. My creatures - and society - must be kept in line. (Lawful)

6

Animals. Beasts are our equals, if only we would stop and listen to them. (Any)

d6

Bond

1

My animals are the most important thing in my life. Each one holds a special place in my heart.

2

I've always had a soft spot for one particular animal. I know I shouldn't, but he or she's so sweet!

3

My family who run the farm I worked on are most important to me.

4

One of my animals was killed by a monster. I swore to avenge it long ago.

5

My childhood sweetheart helped me with my animals from the start. I am loyal to him or her above all else.

6

I was raised by a tribe in the forest, whose animals I looked after. My loyalty will forever lie with them.

d6

Flaw

1

My animals go astray too much. They'll be the death of me.

2

I hate anyone who doesn't appreciate nature. I can't help it, I just do.

3

My animals' safety is more important than any quest.

4

I treat all animals as friends, even those which could be spies.

5

It's hard for me to strike a killing blow.

6

I think of my animals too much and can miss vital pieces of information.

APOTHECARY
The gods of healing, life and medicine smile on those who use cleverness, the natural world, and medical knowledge
to mend wounds, as magic is a limited resource. While they are not always a part of a god’s clergy, their teachings
have influenced alchemists and apothecaries.
Skill Proficiencies: Apothecaries rely on their ability to assess wounds and use their knowledge of plants, medicine
and anatomy to mend the wounds of others, since many will not have reliable forms of magical healing, outside of
rare occasions. As such, they are proficient in Medicine, but may choose between Investigation, Nature or Survival as
a secondary skill proficiency.
Tool Proficiencies: As a staple of their line of work, the Herbalism Kit allows an apothecary to create their own
healing potions, or antidotes, along with other forms of healing, in addition to a Healer's Kit.
Languages: Apothecaries will very commonly deal with people from all walks of life, and if an Apothecary cannot
assess the problem or communicate with a patient, their work becomes difficult to say the least. They have access to
one bonus language, which is best used in a common language.
Equipment: In addition to always carrying supplies for their line of work, primarily a surgical mask, leather gloves,
and a Healer's Kit, an Apothecary will be donned with Traveler's clothing and a belt pouch containing 10 gp for the
various expenses that medicine requires, growing from the gratitude of others.
APOTHECARY ROLE
As there can be many kinds of Apothecaries within the Multiverse, you may choose to base your role on one of the
roles below, or in a unique one you do not see here. This is simply a means of inspiration for aspiring Medicine Folk.
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d8

Apothecary Role

1

Village Doctor

2

Part of a small group of Town Doctors

3

Medic for an Army

4

A wandering Apothecary

5

Member of a Healing Clergy

6

A member of a City Hospital

7

A Midwife, Dentist, Psychiatrist, or other Specialist Doctor

8

A disgraced or failed Doctor

FEATURE: HAND OF THE HEALING GODS
As a medical professional, you can volunteer as a medic or nurse in times of need. This gains you favour and trust
among folk, who are often in need of help. You can expect to receive healing for your party from Clergies of gods of
life, who act as doctors, or other medical facilities, and are often willing to lend their own supplies for you to work
with, if available, and even offer rewards in the form of payment or free lodging.
SUGGESTED CHARACTERISTICS
The world is a cruel and brutal place, and people are always looking for cures, help, and sympathy; an apothecary
deals in all three, and with a divine sense of right for most Apothecaries.
d8

Personality Trait

1

I meticulously sift through my equipment when I am bored, ensuring I know what I have and where it is located
when emergency happens.

2

I show great compassion to people I barely know if they are injured, speaking in calming and gentle tones.

3

I always carry a Medic's Kit with me, you never know when someone will be in need.

4

I am all too eager to learn from other Apothecaries and doctors, they may practice methods I don't know about.

5

If I can find a method that doesn't use my supply, I can use my supply on much needier people.

6

I am all too enthusiastic to study the various plantlife of the world, and even the multiverse, for beneficial
properties.

7

I am always the first to rush in and offer my support, be it for generosity, or for a good first impression.

8

I like to collect books and manuscripts from doctors and apothecaries from around the world.

d6

Ideal

1

Wellbeing: My line of work is not an easy one, people are always in need of medical aid, and I give it willingly if I
can, all to see them safe again. (Good)

2

Oath: I swore to mend and heal those who needed aid, and regardless of who needs it, I shall deliver. (Lawful)

3

Experimentation: Not every medical treatment has been found, more are being invented and discovered, I just
have to find mine. (Any)

4

Sadism: I have an odd enjoyment for the screams I cause in my treatments, and the fact I can get away with rough
treatment. (Evil)

5

Profit: I'm in this to be able to keep myself fed, and people are always needing medical attention. It's quite clever
if I say so myself. (Neutral)

6

Improvisation: Rules are for cowards, if it works, it works, and I can adapt to any situation with what tools I have.
(Chaotic)

d6

Bond

1

The people I mend and look after are like family to me. Until they're ready to leave, I will protect and care for
them.
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2

I one day hope to create or discover the next big innovation in Medicine and be immortalized in it.

3

My mentor is a clever and compassionate soul, whom I owe my life and work to.

4

The clergy/hospital/village I worked alongside will always be my home, and I hope to share my findings with
them, when I can.

5

I made a promise to mend the blights and pains of the world, and I at least intend to mend it from those I meet.

6

People claim that Apothecaries are outmatched by Clerics and Druids, I intend to prove them wrong.

d6

Flaw

1

I cannot always save people, and the thought scares me. I don't want to be a failure.

2

Those who rely on magical healing earn my pity, I know they're incapable of helping others without their magic.

3

In my pursuit for the wellbeing of others, I have forgotten myself and my mental health.

4

I don't have a substance abuse problem! I'm ensuring my medicines are working properly!

5

Sometimes, I wonder if the people I heal are better left off dead. Their life is in my hands.

6

I don't know everything off by heart and try to wing it until I have a solution.

CARTOGRAPHER
Cartographers are wanderers, exploring the world to discover and map out the forests, mountains, rivers and seas,
hidden hamlets and migrating herds, returning to cities to draw up their discoveries and sell their notes to map
makers and booksellers, or illustrate and sell themselves. They belong to a network of guilds, offering shelter, support
and access to local mercantile networks.
You learned your trade by apprenticing to another wandering cartographer, picking up a variety of survival skills,
including basic weapons skills for self-defense in the wilds. Some choose to develop their weapons skills further,
while others develop arcane talents to support their exploration and survival.
Skill Proficiencies: Proficiency in survival, choice of two skills in history, investigation, animal handling, insight or
perception, and one additional language
Tool Proficiencies: Cartographer's tools
FEATURE: GUILD REPRESENTATION
As a member of the guild network in good standing, you have access to the support of your guild fellows. The guild
provides access to local scribes and artists who will buy your map notes, broker contracts to map specific regions, as
well as providing useful information on the local environment, particularly threats and opportunities, as well as
providing basic supplies and shelter for needy members.
As wandering artisans, you don’t have strong and direct links to local powerbrokers, but rely on your local
representatives to support you - and local representatives can vary considerably in trustworthiness and efficiency. As
wanderering artisans, you may be away from civilisation for many months - guild dues of 5g per month are due
biannually
SUGGESTED CHARACTERISTICS
Cartographers are often loners, wandering the world and staying away from civilisation for months at a time. They
travel alone or in small groups for protection, and occasionally fall in with adventuring groups or hire bands of
guards. They delight in seeing the wild places of the world and bringing new information about the world to light.
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CLOISTERED SCHOLAR
As a child, you were inquisitive when your playmates were possessive or raucous. In your formative years, you
found your way to one of Wyrlde’s great institutes of learning, where you were apprenticed and taught that
knowledge is a more valuable treasure than gold or gems. Now you are ready to leave your home—not to abandon it,
but to quest for new lore to add to its storehouse of knowledge.
The most well-known of Wyrlde’s fonts of knowledge is Candlekeep, in the great City of Acadia. The great library is
always in need of workers and attendants, some of whom rise through the ranks to assume roles of greater
responsibility and prominence. You might be one of Candlekeep’s own, dedicated to the curatorship of what is likely
the most complete body of lore and history in all the world.
Perhaps instead you were taken in by the scholars of some other great City, and now you have struck out to increase
your knowledge and to make yourself available to help those in other places who seek your expertise. You might be
one of the few who aid in helping to catalogue and maintain records of the information that arrives daily from across
Wyrlde.
Skill Proficiencies: History, plus your choice of one from among Arcana, Nature, and Religion
Languages: Two of your choice
Equipment: The scholar’s robes of your cloister, a writing kit (small pouch with a quill, ink, folded parchment, and a
small penknife), a borrowed book on the subject of your current study, and a pouch containing 10 gp
FEATURE: LIBRARY ACCESS
Though others must often endure extensive interviews and significant fees to gain access to even the most common
archives in your library, you have free and easy access to the majority of the library, though it might also have
repositories of lore that are too valuable, magical, or secret to permit anyone immediate access.
You have a working knowledge of your cloister’s personnel and bureaucracy, and you know how to navigate those
connections with some ease.
Additionally, you are likely to gain preferential treatment at other libraries across the Bright Realms, as professional
courtesy shown to a fellow scholar.
SUGGESTED CHARACTERISTICS
Use the tables for the sage background in the Player’s Handbook as the basis for your traits and motivations, modifying
the entries when appropriate to suit your identity as a cloistered scholar.
Your bond is almost certainly associated either with the place where you grew up or with the knowledge you hope to
acquire through adventuring. Your ideal is no doubt related to how you view the quest for knowledge and truth—
perhaps as a worthy goal in itself, or maybe as a means to a desirable end.

COOK
Whether it’s your life’s boiling passion or the result of drawing the shortest spoon, your battlefield is behind the
counters and stoves of taverns, inns, and palaces alike, armed to the teeth with knives and ladles. As a cook your
motivations are as various as the names of the seasonings and spices on a shelf in a herbal shop, but in the end, you’re
good at keeping people fed and (mostly) satisfied. So throw some more wood on the fire and stoke the flames of your
culinary skills because your fellow adventurers are hungry, and they’re going to need your cooking to pull them
through failure and fortune.
Skill Proficiencies: Nature, plus one from among Survival, Performance, and Medicine.
Tool Proficiencies: You are proficient with Cook's Utensils.
Equipment: Cook's Utensils, a cooking pot, a small knife, 2 full waterskins, 10 rations, a book of your recipes, and a
pouch containing 10 gp.
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COOKING SPECIALTY
Cooks come in all shapes, colors, and sizes, but they also have varying degrees of training and areas of focus.
Certainly, not everyone is meant to be a gourmand, but that doesn't mean your dishes aren't the talk of the town, or
the countryside, even. There are many ways for you to get your blood, sweat, and tears out of your stew pot into the
mouths of the masses... metaphorically-speaking, of course.
d8

Cooking Specialty

1

Chef

2

Sous Chef

3

Mess Cook

4

Baker

5

Temple Cook

6

Street Food Vendor

7

Confectionery

8

Cook's Apprentice

FEATURE: FRESH FARE, WELL-DONE TO RARE
You’re adept at finding edible and (usually) safe ingredients wherever you go and using them for your needs,
whether it be in a bustling metropolis or an idyllic town. Additionally, you can often bargain your services for
lodging on your travels. If you do a good job and build a reputation, you may earn tips from your customers or
garner favor with important figures such as rich merchants or nobles that take a shine to your culinary skills.
SUGGESTED CHARACTERISTICS
Food is love, food is culture, and, in almost every instance, food is food. What drives one into a life behind stewing
pots and searing pans is anyone’s guess. You may have experienced a hungry childhood, dreaming of the luxuries of
royalty and nobility, spent afternoons helping a beloved family member in a kitchen, or had been given the job as a
random assignment. Everyone has a story that connects them to food, and for you, that story is often an integral slice
of your life. You might be a traveling chef de cuisine, hoping to bring your recipes and smiles to a new home and new
faces. You may have inherited an old family cookbook with recipes that require odd and rare magical ingredients to
complete, or perhaps food is simply a means to an end for your character, where sustenance comes before flavor.
Regardless of what motivates you, your party can expect to be fed a little better, wherever they go.
d8

Personality Trait

1

If the grub puts a grin on your face, it’s a good day for me.

2

I hum or dance while cooking. My food has a rhythm and so do I.

3

I’d never create dishes I wouldn’t eat myself.

4

Well-meaning criticism is welcome, but complain too much about my food and I may boil you alive.

5

Sometimes I like to save the best of a dish for myself.

6

Quantity over quality. Being a cook is all about feeding the most people; flavor comes second.

7

I prefer to serve those in need over nobility and royalty.

8

There’s value in good friends; I treat them to delicacies when I can.

d6

Ideal

1

Charity. There are so many hungry who can’t afford a good meal now and again; I want to change that. (Good).

2

Adventurous. Creating new recipes and trying new foods is the spice of life. (Chaotic)

3

Creative. Cooking is an art and the plate is a canvas. (Any)
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4

Perfection. A masterful recipe has no margin for error and must be followed to the exact measurement. (Lawful)

5

People. Food is really about connecting with those you serve; everything else is ephemeral, fleeting. Cherish those
connections. (Neutral)

6

Education. Find teachers wherever you go. It’s the best way for your own skills to grow. (Any)

d6

Bond

1

My family passed these recipes down to me; I only hope I can share them with someone important one day.

2

I can’t wait to be out from under the heel of the chef I work for.

3

One thing I can always look forward to is sitting down and sharing a good meal with new faces.

4

Someday, I’m going to catch the kid stealing cookies from the windowsill and bake them into my next cake… or
make them work off their debt.

5

My sibling always seems to drop by around the time of their birthday, looking for a special meal, and I always
oblige.

6

Many of my best memories with others are over food prepared with care and love.

d6

Flaw

1

When others distract me from my work, I often chase them out of the kitchen with my temper.

2

Cooking is a passion but also fuels my vice. I can’t help but sneak a few “morsels” before each meal.

3

I will sometimes throw out food if the flavor is even slightly less than satisfactory.

4

I’m scared to alter established recipes and that indecision bleeds into my adventuring life.

5

I argued with too much with my chef instructor, so they kicked me out until I could prove that I’m more
disciplined and dedicated to my work.

6

Sometimes too much bacon IS too much bacon.

ENTERTAINER
See PHB page 130.

FARMER
You were what most common folk are–a farmer. You worked on a lord's estate, their land, or you worked for a
company and you produced resources from the land in return for food, shelter, clothing, protection, and other
benefits. Farmers focus on raising living things and harvesting various useful goods–mostly food–from the land.
Farmers make up the vast majority of the peasantry, alongside other raw resource producers, such as miners and
fishermen. Farmers are a hearty, enduring folk, they work long hours under the sun often doing dirty and exhausting
or even disgusting work. How did you become a farmer, and for how long were you one? What did you do on your
farm? Were you the landlord of the farm, or were you just a farmhand? And what caused you to leave that life
behind? Was your home destroyed by war? Were you cast out for some crime? Did you flee taxes you could not pay?
Were you called to join the Lord's army? Was your home stolen by an unscrupulous rival? How did you learn your
current profession?
Skill Proficiencies: Animal handling and Nature
Tool Proficiencies: Land Vehicles and Farm Implements
Languages: You only speak Common
Equipment: A farm implement (such as a pitchfork or shovel), a set of work clothes or common clothes, a wide
brimmed hat, a sack containing 5 gp worth of trade goods, and a belt pouch containing 5 gp or 1d4+2 gp.
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FARM
Not every farm is alike; there are a vast range of goods produced by farmers of different sorts, and nearly all farms
focus on just one product or a limited group of products.
d6

Farm

1

Rancher. You raised animals for slaughter most likely for food, but also for leather, furs, and other useful
materials.

2

Grazier. You harvested goods produced by animals such as milk, eggs, feathers, or wool.

3

Stockman. You bred animals to sell for work or as pets such as guard dogs, racing horses, and griffons.

4

Peasant. You harvested edible or useful plants such as wheat, corn crops, or apples at an orchard.

5

Forester. You grew trees for ornament or construction such as trees grown for bow staves, boat masts, or
buildings.

6

Silk. You raised silk worms or another exotic animal, and harvested their silk.

CHOICE OF FEATURE:
FEATURE: OF THE LAND
You lack the formal education of the higher classes, but for how little you may know there is a great deal that you
understand. You have a practical, working knowledge of astrology and meteorology, and can easily track the time
and date as well as predict the weather within a few hours, or days if you're lucky. You understand the "secrets of
life"; the needs of life (water, light, air, salt, etc.), the patterns of physical inheritance, and the connections between
different plants and animals.
ALTERNATE FEATURE: OF THE PEOPLE
For better or for worse, you are just very normal. Among commoners and on the road, most people just don't notice
you, and security checks at city gates or on the road are often brisk and half-hearted. People tend to trust that you're
just another face in the crowd. However, whenever you are some place commoners should not be, or normally are not
seen, you stand out like a sore thumb and draw a good deal of attention, one way or another. You are unlikely to be
preceded by your reputation, if you even have one, and if you do, nobody expects you to be them.
FEATURE: FIELDHAND
From working away endlessly in the fields all day, you’ve become a pretty sturdy individual who can endure quite a
lot. Those that face you know they’re in for a long and grueling fight.
FEATURE: WORK UNTIL YOU DROP
Now when most think about a Farmer, they don’t exactly think of some complete badass going out to slay dragons,
rescue consistently imperiled nobility, and save the day. More often than not they’re simply seen as peasant;
background individuals that aren't much of a threat. However, they can be a lot tougher than expected.
As a Farmer, you aren’t made to deal massive amount of damage right away. However, what you excel at is
delivering constant damage and wearing an opponent out over time. You’re used to playing the waiting game, and
fighting creatures is no different for you. Every encounter with you is an endurance match that others don’t often
succeed in, as you are made to withstand quite a good deal of damage and frequently hinder your enemies.
Whether or not you’re some Joe Schmo that got roped into traveling with a band of adventurers one way or another,
or a commoner who got fed up with the troubles you and your fellow peasants face and decided to solve them
yourself: you are a formidable foe and constant nuisance to enemies you face, while being a humble teammate to
work alongside of.
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SUGGESTED CHARACTERISTICS
When creating a Farmer, it is important to remember that is it not a class typically seen as the brave heroes out to save
the world. You are usually the typical peasant or commoner that stays to the background while more flamboyant
members of society move about the world and make an impact in it.
As such, some important questions to ask would be: Why is your Farmer adventuring? Did they accidentally get
roped into traveling with other adventurers and it’s too hard to get out of it now? Did you want a life outside of
working in the field all day? Or were you fed up with the everyday troubles your fellow peasants faced and decided
to go out on your own to solve them?
You can further expand on this depending on the campaign’s background: Are there many troubles that you
commoners face? Is the ruling body of where you live corrupt? Did you start out as a commoner? Or did you escape
some other life and decide to settle down, only to somehow be pulled into drama once more?
d8

Personality Trait

1

I'm always early to bed and early to rise.

2

I keep my gear and supplies in careful check.

3

I speak with a distinctive drawl or accent common to my class.

4

I always save up as much as I can, spending and consuming only what I must.

5

When work needs doing, I do the work.

6

I keep constant track of the sun, moon, stars, seasons, and weather.

7

I like to sleep in the sun when I can.

8

I'm always chewing on a sprig of grass, a toothpick, tobacco, seeds, or preserved meat.

d6

Ideal

1

Fill the Need. There are a lot of hungry mouths in the world, with enough hands the world can feed them all.
(Good)

2

It's a Living. I do what I'm good at because what I'm good at is good for me. (Neutral)

3

Brutal Practicality. Bury a fish or bury a man, just get the job done. (Evil)

4

Hard Work. A labor of love is a purpose and meaning. (Lawful)

5

A Simple Way of Life. If it ain't broke, don't fix it! (Neutral)

6

Amusement. Playing a hand in the growth and development of things delights me. (Chaotic)

d6

Bond

1

I want to find that special someone and raise a home full of children.

2

I'll never forget the family farm I grew up on.

3

Some day, I'll be the lord of my own land.

4

I want to grow or raise the biggest or best example of my profession to prove I am the best!

5

My son was sent to war and never returned. I must find him!

6

I am out to start a homestead of my own in an unexplored fringe territory.

d6

Flaw

1

I can be lazy and sleepy, sneaking off to take naps when work can wait.

2

I am absurdly isolated, innocent, or pious.
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3

I believe in and obey my nation's nobility blindly.

4

I abandoned my home to avoid taxation, conscription, or court and cannot return.

5

I am not used to being wealthy and tend to overindulge.

6

I show off to attractive people too much.

INNKEEP/TAVERNKEEP
You own a small inn or tavern. You are known in your local community for the reputation your establishment carries.
Such establishments, like people end up with their own personalities. A table is provided to base this on, though
anything you and your GM can agree on is fine. You might be a pillar of your community, or the seedy bar which is
keeping the neighborhood down.
Questions to answer:
Have you scraped together your life savings to buy or build one, inherited it, or built it by hand with or without the
help of others? Where is the inn located? What is its condition? What is its name? What kind of an area is it in? Who
frequents it?
Skill Proficiencies: Persuasion, and one of Animal Handling, Insight, Intimidation, Perception, Performance, or
Sleight of Hand, (see table below to select one).
Tool Proficiencies: Brewer's Supplies or Cook's Utensils
Languages: One of your choice, but there should be a believable reason you picked up the language through this
background.
Equipment: The deed to your establishment, Brewer's Supplies or Cook's Utensils, a set of common clothes, a pouch
with 25g
INN TYPE
Roll or choose one of these inn types that matches your vision of your inn.
d6

Inn Type

1

Country Inn. Your inn is either in a small town or country crossroads. Your inn commonly sees travelers with horses or
livestock which need tending, you should pick Animal Handling.

2

Criminal Den. Your inn or tavern is used by local criminals to conduct business, whether with your blessing or not. You've
picked up a trick or two to protect your earnings. You should pick up Slight of Hand.

3

Rough and Tumble. Your inn or tavern is filled with a rough crowd. It is rare that a night goes by without at least a
shouting match. You've learned to control of situations through tough talk. Take Intimidation.

4

High Class Clientele. You are used to catering to the discerning tastes of the upper crust, to get the most coin you know
how to make people feel important and diffuse tense situations. Choose Performance.

5

Adventurers' Watering Hole. Adventurers frequent your establishment, and some fakes. You hear lots of stories, some
true, some outright fabrications. You've developed a talent for reading people to ensure you aren't swindled. Take Insight

6

Busy City Hangout. Your establishment tends to get rushes of clients due to it's strategic location. After work everyone
stops in for a pint. Great business — difficult to ensure tabs are paid. You've learned to keep a sharp eye on things. Take
Perception

FEATURE: MASTER OF THE ALEHOUSE
You have an interest in an inn or tavern. This includes as many employees as are needed to run the place. These are
paid out of the profits of your establishment. You have left a trusted caretaker in charge of running the establishment
while you are gone. Every month of game-time you roll 1d10 and subtract two from the result, then multiply that by
10 to determine how much gold your establishment makes or costs you. (1d10 – 2) × 10 ɢᴘ. The gold doesn't magically
teleport into your pouch. You can only retrieve it by physically going to the establishment to get it.
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SUGGESTED CHARACTERISTICS
An innkeeper or tavern keeper is generally of the merchant class, though some might be common folk. Innkeeper's
motivations and personalities vary widely, as does the clientele they serve.
d8

Personality Trait

1

I have definite opinions on beer and/or wine. I know best what to drink, when, and what their quality is. I’m a bit of a snob
on this topic.

2

I got where I am by watching where I spend every copper farthing. I will negotiate the best prices possible.

3

My inn is popular, but it could always stand to be more renown. I will ensure anyone who hasn’t heard of it before hears
about it from me, people will come from far and wide.

4

I like to tell anecdotes about amusing or unruly patrons who have come through my establishment.

5

Hard work is the only way to get ahead. I work hard, and expect others to do so as well.

6

Don’t tell me how you feel, tell me what you want to drink or get out. You don’t have much use for emotions and aren’t
moved much by them. Gruff.

7

You like to get people to talk about themselves. Not only is it a good way to get in their good graces, theres a lot to be
learned that people will give away for free to an interested audience.

8

I don’t need to speak much for people to see my qualities. They can taste my beer, stay in my establishment, and observe
the skills I bring to the table, I’d rather show, not tell.

d6

Ideal

1

Hospitality. I aim to be a good host whether I’m behind a bar or out on my own. Friendliness and kindness are their own
reward. (Good)

2

Peace. My establishment provides a place of unity in our community. It is my desire to take that spirit with me wherever I
go. (Lawful)

3

Libertarian. Live and let live. Do as you please, it’s not my problem until you affect me in some way. Then it’s my
problem…and you now have a problem. (Chaotic)

4

Number One. I look out for me, after all, no one else will. I’ll cut others a break exactly as many times as I have been. None.
(Evil)

5

Relationships. I make up my mind about folks based on how I feel about them. If I like you, I’ll do what I can. Otherwise,
not so much. (Neutral)

6

Achievement. I work hard to build my business, I’m always on the lookout for new business relationships. (Any)

d6

Bond

1

I care deeply about my employees and patrons, I will do what I can to ensure their safety.

2

My family, back in town, needs to be cared for, they are the most important thing in the world to me.

3

I heard a story of adventure in my establishment, I need to find my own story. I need to take my measure against the great
deeds I have heard of.

4

I was terribly wronged by someone with power (whether noble or criminal). I was unable to stop them at that time, but
now I’m coming for them. They’ll never expect it.

5

Prior to this stage of my life I was a member of a powerful organization. They have come to me recently, they need me
back for one last thing.

6

I am committed to having the an amazing establishment, I must procure new and unique products to ensure this is so.

d6

Flaw

1

The love of money is the root of all evil; you'd do almost anything to separate people from theirs.
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2

I don't -really- care about others, but I can fake it pretty well...usually

3

I care a little too much about others, I do what I can to help anyone with a sob story

4

Uncomfortable interpersonal skills, your quirk tends to irritate people. Pick a quirk. Close talker, Uncomfortable question
asker, Bad joke teller, Long story teller, etc.

5

Your experiences have made you generally suspicious of people, you believe they all have some kind of angle.

6

When people cross me, they regret it. "No ale for you!"

MINER
You are a miner, you plumb the depths of the earth for metals gems or fuel. You might come from a mighty Dwarven
clan that reveres your trade, or perhaps you are an Orcish slave. Either way, you are accustomed to backbreaking
labor and finding the balance between the brute strength required to cleave stone with your ax and careful
consideration to prevent cave-ins.
Skill Proficiencies: Athletics, Perception
Equipment: A pick-ax, a set of traveler’s clothes, 5 days rations, a canary in a cage, and a chunk of ore or a small gem
worth 25gp
FEATURE: MINER'S SENSE
Accustomed to life underground, you have superior vision in dark and dim conditions. You have Darkvision: You
can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You can’t
discern color in darkness, only shades of gray.
You have become adept at navigating underground caverns. You have advantage on any Survival checks made to
navigate while underground.
SUGGESTED CHARACTERISTICS
Miners are among the most ordinary people in the world — until they set down their tools and take up an
adventuring career. They understand the value of hard work and the importance of community, but they’re
vulnerable to Vices of greed and covetousness.
d8

Personality Trait

1

I believe that anything worth doing is worth doing right. I can’t help it — I’m a perfectionist.

2

I don't trust anyone without a bit of dirt behind their ears.

3

I always want to know how things work and what makes people tick.

4

I’m full of witty aphorisms and have a proverb for every occasion.

5

I’m rude to people who lack my commitment to hard work and fair play.

6

I like to talk at length about my profession.

7

I don’t part with my money easily and will haggle tirelessly to get the best deal possible.

8

I'm used to obscurity, I get suspicious when strangers call me by name.

d6

Ideal

1

Community. It is the duty of all civilized people to strengthen the bonds of community and the security of
civilization. (Lawful)

2

Generosity. My talents were given to me so that I could use them to benefit the world. (Good)

3

Freedom. Everyone should be free to pursue his or her own livelihood. (Chaotic)

4

Greed. I’m only in it for the money. (Evil)
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5

People. I’m committed to the people I care about, not to ideals. (Neutral)

6

Aspiration. I work hard so one day I might be the big boss (Any)

d6

Bond

1

The village mine is the most important place in the world to me.

2

I got caught stealing from the mine, well witnessed anyway. They still haven't caught me.

3

My mine collapsed, I was the only one to make it out alive. I'm just trying to find meaning again.

4

I pursue wealth to secure someone’s love.

5

I have cousins who know the location of a rich platinum mine. Just haven't heard from them in a while.

6

We delved too greedily and too deep. I must warn others of what we awoke in the darkness.

d6

Flaw

1

I’ll do anything to get my hands on something rare or priceless.

2

I’m quick to assume that someone is trying to cheat me.

3

I hid a dark secret deep in my heart and the last mine I worked.

4

I’m never satisfied with what I have — I always want more.

5

I would kill to acquire a noble title.

6

I’m never at ease in the bright sunlight or wide open spaces.

SAILOR
See PHB page 139

SCHOLAR
You have spent the early and developmental years of your life studying and learning the basics of every aspect of
your world and specializing in one of the aspects listed in the specialty list.
Skill Proficiencies: Choose two skills that reflect your specialty.
Tool Proficiencies: One tool of your choice related to your specialty.
Languages: One language of your choice, whether learned from study or from living with other races.
Equipment: Bottle of black ink, a quill, a notebook, a set of fine clothes, and a purse containing 20 gp.
SPECIALTY
To determine the nature of your scholarly studying, roll a d8 or choose from the options in the table below.
d8

Specialty

1

History

2

Magic

3

Politics/Geography

4

Technology

5

Nature

6

Astronomy/Planes

7

Alchemy
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8

Artisanry

FEATURE: RESEARCHER
You can easily recall basic, widely known knowledge of your world and slightly advanced knowledge related to your
specialty (up to the DM's discretion what knowledge is considered widely known and advanced). When you attempt
to learn or recall something related to your specialty, you almost always know the best place or person to find it from.
Usually, this information comes from a library, scriptorium, university, or a sage or other learned person or creature.
Your DM might rule that the knowledge you seek is secreted away in an almost inaccessible place, or that it simply
cannot be found. Unearthing the deepest secrets of the multiverse can require an adventure or even a whole
campaign.
SUGGESTED CHARACTERISTICS
Scholars have gone through extensive studies, and their characteristics reflect this life of study. Devoted to scholarly
pursuits, you value knowledge highly—sometimes in its own right, sometimes as a means toward other ideals. Use
the suggested characteristics of the Sage background.
d8

Personality Trait

1

I use polysyllabic words that convey the impression of great erudition.

2

I’ve read every book in the world’s greatest libraries—or I like to boast that I have.

3

I’m used to helping out those who aren’t as smart as I am, and I patiently explain anything and everything to
others.

4

There’s nothing I like more than a good mystery.

5

I’m willing to listen to every side of an argument before I make my own judgment.

6

I … speak … slowly … when talking … to idiots, … which … almost … everyone … is … compared … to me.

7

I am horribly, horribly awkward in social situations.

8

I’m convinced that people are always trying to steal my secrets.

d6

Ideal

1

Knowledge. The path to power and self-improvement is through knowledge. (Neutral)

2

Beauty. What is beautiful points us beyond itself toward what is true. (Good)

3

Logic. Emotions must not cloud our logical thinking. (Lawful)

4

No Limits. Nothing should fetter the infinite possibility inherent in all existence. (Chaotic)

5

Power. Knowledge is the path to power and domination. (Evil)

6

Self-Improvement. The goal of a life of study is the betterment of oneself. (Any)

d6

Bond

1

It is my duty to protect my students.

2

I have an ancient text that holds terrible secrets that must not fall into the wrong hands.

3

I work to preserve a library, university, scriptorium, or monastery.

4

My life’s work is a series of tomes related to a specific field of lore.

5

I’ve been searching my whole life for the answer to a certain question.

6

I sold my soul for knowledge. I hope to do great deeds and win it back.
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d6

Flaw

1

I am easily distracted by the promise of information.

2

Most people scream and run when they see a demon. I stop and take notes on its anatomy.

3

Unlocking an ancient mystery is worth the price of a civilization.

4

I overlook obvious solutions in favor of complicated ones.

5

I speak without really thinking through my words, invariably insulting others.

6

I can’t keep a secret to save my life, or anyone else’s.

TRAVELING MERCHANT
Traveling Merchants can be found roaming every corner of the world. From the crowded marketplaces of massive
cities, to caravans wending through thick forests or across difficult wastes, to isolated settlements, villages, and
trading posts scattered in the deepest wilderness. Traveling Merchants study the traditions, needs, and exports of
cultures from across the land giving them a broad view of the world. You have worked on a merchant caravan.
Perhaps you were the head merchant, making deals, setting prices, and claiming the profits. You may have been
brought along as entertainment to help ease the suffering of many long nights spent miles from home. Or, you were
security, ensuring the safety of the merchant and their wares. Alternatively, you may have been a cut-purse
specializing in acquiring rare items for the caravan whose owners were not willing to part with them for a reasonable
price.
Whatever role you assumed in the Merchant Caravan, you learned the ins and outs of commerce in a way few people
understand. This knowledge can prove invaluable for those who pursue the adventuring life.
Skill Proficiencies: History, Insight
Tool Proficiencies: One type of artisan’s tools or musical instrument of your choice. One type of vehicle proficiency.
Languages: Two of your choice
Equipment: A set of artisan’s tools of your choice or a musical instrument of your choice, a magnifying glass, a set of
traveler’s clothes, and a pouch containing 15 gp
CARAVAN ROLE
Most of the time, roles in a Merchant's caravan are rigidly defined, with the Merchant in charge (or the Guild they
represent) hiring help to fulfill the various jobs required to keep a caravan functioning. Sometimes, in small or
privately-run caravans, these roles may bleed together with one or more caravan members performing multiple roles
or trading off.
You may choose one of these primary roles to represent what your character did for the caravan, or determine it
randomly by rolling on the table below.
d6

Caravan Role

1

Merchant

2

Security

3

Wagonsmith

4

Animal handler

5

Arcanist

6

Clandestine acquisitions specialist.

FEATURE: MERCHANT'S GRACE
Your experience undertaking business transactions with various members of disparate cultures has given you enough
knowledge of etiquette to avoid the most offensive of faux pas in business dealings as well as polite conversation. So
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long as a social interaction is not actively hostile, you can count on never offending any other party with your words
or behaviors unless you intend to. You may also extend a limited version of this insulation from embarrassment to
your colleagues if you intervene the moment a faux pas takes place ("Please forgive him. His culture is unfamiliar
with such elegant environs."). This benefit ceases to function if the character (or player) is being willfully offensive. This is
meant to reflect characters who are able to be courteous in diverse settings. It is not a license to be a crude or obtuse jerk.
SUGGESTED CHARACTERISTICS
Traveling Merchants are cultured, well-traveled, and knowledgeable. This generally leads them to be kind and
personable, however some are embittered and broken by their travels. Also, seeing the treasures of the world
sometimes opens the door to intense greed in those who practice the trade of trade.
d8

Personality Trait

1

I love a good bargain and have a hard time turning one down, even for things I do not need.

2

I’m a snob who looks down on those who can’t appreciate fine art.

3

I always want to know how things work and what makes people tick.

4

I’m full of witty aphorisms and have a proverb for every occasion.

5

I like to talk about the places I've visited. At length. Whether anyone around me wants to hear it or not.

6

I am extremely and openly judgmental about the quality of items people use and carry. I cannot abide poor
quality.

7

I don’t part with my money easily and will haggle tirelessly to get the best deal possible.

8

I’m convinced that the extent of my expertise about the value of items is superior to everyone else's.

d6

Ideal

1

Community. It is the duty of all civilized people to strengthen the bonds of community and the security of
civilization, regardless of nation or race. (Lawful)

2

Generosity. Sometimes I give more than my share to those in need, but despite the loss of coin, charity is my
greatest profit. (Good)

3

Freedom. Everyone should be free to pursue his or her own livelihood. (Chaotic)

4

Greed. I’m only in it for the money. (Evil)

5

People. I’m committed to the people I care about, not to ideals. (Neutral)

6

Aspiration. I work hard to be the best there is at my craft. (Any)

d6

Bond

1

Those I traveled with in my first caravan are the most important people in the world to me. I would do anything
for them.

2

Customer satisfaction is my motto, and I’ll move heaven and earth to ensure it.

3

I owe my mentor a great debt for forging me into the person I am today.

4

I pursue wealth to secure someone’s love.

5

One day I will return to my homeland, and will be the richest of them all.

6

I will get revenge on the evil forces that destroyed my caravan and ruined my livelihood.

d6

Flaw

1

I’ll do anything to get my hands on something rare or priceless.

2

I’m quick to assume that someone is trying to cheat me.
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3

No one must ever learn that I once stole money from the caravan coffers.

4

I’m never satisfied with what I have — I always want more.

5

I would kill to acquire a noble title.

6

I’m horribly jealous of anyone who has acquired more wealth or prestige than I. Everywhere I go, I’m surrounded
by rivals.

WISEWOMAN
You were apprenticed to the local village wisewoman and learned the arts and crafts of healing using traditional
practices, herbal remedies and even the power of suggestion. A wisewoman is a highly trained woman who pursues
their specialties, learning by study, observation and imitation. In some places a healer is said to be a person who has
inherited the "gift" of healing from her parent. The ability to set bones or the power to stop bleeding are thought of as
hereditary powers – white magic practitioners.
Clerics are rare and often costly, and their healing is said to carry a cost of devotion. Wisewomen do not have such a
limitation – though they also do not have the sterling reputations of Clerics, who will often say terrible things about
them, and when a failure happens, it leaves a lasting legacy.
Skill Proficiencies: Insight, Perception, Medicine (passive and active)
Tool Proficiencies: Herbalism Kit
Languages: Two of your choice
Equipment: a healer's kit, a trinket given to you by a patient, and a pouch containing 10 gp
PERCEPTION
How did your village perceive you -- treat you? Discuss with your DM what their reputation was in your village.
2d6

Perception

2

Highly thought of, an important member of the community.

3-4

Deeply Trusted

5-6

Slightly Trusted

7-8

Very Neutral

9-11

Slightly Mistrusted

12

Deeply Mistrusted

FEATURE: DRAUGHTS & PHILTERS
Your talents make you highly sought after, particularly in regions or communities with little access to medicine. Those who
recognize you as a wisewoman may request your services and may offer you a reward in return should you choose to provide
them. You might be able to receive free or discounted food and lodging or gain access to normally off-limits locations by
leveraging your position as a wisewoman if your services are needed.
You are especially famous for your balms, unguents, and draughts – among the young, the love potions, and among the old,
painkillers.

You can create a concoction that will give an advantage on persuasion to someone if their target drinks it for one
hour. This takes a full 8 hours to create, and requires a whole poppy flower, seeds from a rare cactus, and a difficult to
find mushroom as well as leaves from a hemp bush and a tobacco bush. This is usually mixed with a weak beer.
You can also create a draught that will give a temporary, two-hour boost of one hit point to someone who drinks it.
This takes four hours to create, and requires leaves and bark from a willow tree, feverfew flowers, lavender,
chamomile, and clove.

SUGGESTED CHARACTERISTICS
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Wisewomen are defined by their ability to give succor to the pained and strength to the wounded. All wisewomen are
united by their desire to cure the ailing, although some view this ability to as a means to an end instead of a gift in
and of itself.
d8

Personality Trait

1

I am sympathetic to anyone in pain.

2

I have a tendency to become focuses on my work to the exclusion of everyone else.

3

I like to explain my theories of medicine to anyone who will listen.

4

I have seen too much horror to be affected by scenes of suffering.

5

I am skeptical of magic, and instead I trust in the sciences.

6

When someone is injured, I will drop all other responsibilities to tend to them.

7

I am constantly taking note of potential signs and symptoms in the people I meet.

8

I take every opportunity I can get to wash my hands.

d6

Ideal

1

Empathy. All I care about is the relief my skills bring to others. (Good)

2

Change. Those who seek to cure must be as adaptable as those who seek to harm. (Chaotic)

3

Respect. The sick and dying deserve to be treated with dignity. (Good)

4

Greed. Those in need of my services will pay through the nose to get them. (Evil)

5

Efficiency. I must not lot my emotions cloud my ability to do my job. (Lawful)

6

Preservation. Life must be preserved by any means. (Any)

d6

Bond

1

I'll always remember the place where I learned my skills.

2

Nothing is more important than my patients.

3

I am working on a cure for the plague that decimated my home.

4

Someone I loved died of an illness. I want to spare others from the same fate.

5

I am compiling my medical discoveries in a series of tomes, which I hope will educate future generations.

6

I have a terminal disease and I am trying to find a cure before it's too late.

d6

Flaw

1

I am haunted by the memories of every patient I could not save.

2

I use hard drink to numb myself to stress.

3

I am disgusted by the body's potential for filth and disease.

4

I make more mistakes than I should, a fact that I hide even from myself.

5

I have a propensity to see my patients as opportunities instead of people.

6

I am hesitant to injure others, even in self-defense.

ABANDONED
You were abandoned when you were 4 years old. You've always been alone and have done things your way. You
don't care to find why they left you, but you cling to the medallion they have left you with.
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You had to figure out survival tactics on the first day. You have been in the forest for so long, you have come to
respect nature and protect it. When you see someone harming nature, you interrupt them and try to convince them
not to, be it by word or sword. You have become known to the surrounding villages and they have come to know you
as "The Lost Boy".
You don't care to know other people and try to leave a conversation as soon as possible for it being too uncomfortable
for you. Animals tend to like you and help you when you’re being attacked or by warning you of danger. You've
noticed when discovered by a large dangerous creature that they leave you alone unless provoked.
Skill Proficiencies: Choose two skills: Survival, Arcana, or Nature
Tool Proficiencies: One type of artisan's tool, simple weapons
Languages: You speak only common
Equipment: A set of artisan's tools (one of your choice), a simple weapon, longbow, 2 daggers, trophy (creature of
your choice), explorers pack.

FEATURE: ANIMAL INSTINCT
Since you have been living in nature for most of your life, you become adapt to any terrain with uphill climbs, trees,
water, snow, fog, or rain.

SUGGESTED CHARACTERISTICS
People look at you as an outcast and are cautious of you. You find it difficult to converse with people.
d6

Personality Trait

1

I tend to rest a lot and enjoy my surroundings.

2

I do not like being in populated places very much and avoid them as much as possible.

3

I try to befriend animals that cross my path.

4

I love to play out in nature, preferably sitting on a tree branch.

5

I am content with being alone and prefer it.

6

I prefer to resolve matters as calmly as possible.

d6

Ideal

1

I will become known as the guardian of the forest before I die.

2

It is my mission to find the tree I once encountered along with the fairy.

3

I will find my parents and I will get answers for why I was abandoned.

4

I will raise children of my own in this forest and pass down my knowledge.

5

I will become one with nature and use its resources for good.

6

I will follow Gaea in hopes to one day meet him.

d6

Bond

1

I protect nature and nature protects me.

2

My medallion is what drives me to find my parents.

3

The tree is why I remain in the forest, I search for the secrets it hides.

4

A pack of wolves protected me from a bear attack while I was resting.

5

I hear voices of children telling me to follow Pan.
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6

The only people I knew left me for reasons unknown to me.

d6

Flaw

1

I tend to get lost in the beauty of nature and to pay attention to my surroundings.

2

I scare anyone I meet and I cannot figure out why.

3

I get overly aggressive if someone harms nature.

4

I trust in animals to easily when I should not.

5

From being alone for so long I talk to myself; people usually avoid me for this.

6

When talking to people I usually accidentally offend them; I do not have a filter.

ACOLYTE
See PHB page 127.

AMNESIAC
You woke to find yourself laying in the undergrowth with no recollection of who you are or how you came to be
there, and you have been wandering ever since. Your only clues were the contents of your pockets and the clothes on
your back.
Skill Proficiencies: Insight and Survival.
Languages: Any one exotic language (English, Japanese, Abyssal, Celestial, Deep Speech, Draconic, Infernal,
Primordial, Sylvan, or Undercommon)
Equipment: A coded note written in an exotic language you Know, a gemstone (worth 50gp) and a set of fine exotic
Clothes.

FEATURE: FLASHBACK
I've been here before! The DM will tell you details regarding this location as if you had often visited and were familiar
with it. You may do this only once and the location can be on any plane that you are currently in.

SUGGESTED CHARACTERISTICS
A mysterious character with a mysterious background.
D8

PERSONALITY TRAIT

1

I don’t like spending time on my own and always try to have company.

2

Due to my lack of historical prejudices I treat all races equally.

3

I am constantly surprised and excited be the simplest of things as if i am seeing them for the first time

4

Having no memories of the past has left me feeling free and happy.

5

I am eager to learn and devour any knowledge I can.

6

I am insightful and can often see things from other peoples point of view.

7

I love food and am always on the lookout for new things to try.

8

I am at home sleeping under the stars and even prefer it to sleeping inside.

D6

IDEAL

1

Truth. To search for the truth I must live a true and honest life. (Lawful)
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2

Forgiveness. To forgive is to forget. Anyone can be redeemed. (Good)

3

Freedom. With no past to tie me down I do was I will. (Chaotic)

4

Knowledge. The search for knowledge is paramount. (Neutral)

5

Conscience. I've forgotten before, I can forget again. I don't let my conscience get in the way of my actions. (Lawful)

6

Memory. Finding out my history drives every action I do. (Any)

D6

BOND

1

I would die to find the truth of my past.

2

I have become bonded to the first person with which I spoke with after i woke.

3

This note is the key, no task is too large and no price is too high to get it deciphered.

4

I have a family, somewhere.

5

My meager possessions are all I have no one shall touch them.

6

I love the language I get from my background and use it whenever I can.

D6

FLAW

1

I don't understand common social customs.

2

I trust others too easily.

3

I tend to forget the names of my companions or places we have been.

4

I am obsessed with my search and let it interfere with the matter at hand.

5

I am suspicious of strangers and expect the worst of them.

6

I fastidiously record events and I am annoyed when other forget things.

ANTHROPOLOGIST
You have always been fascinated by other cultures, from the most ancient and primeval lost lands to the most modern
civilizations. By studying other cultures’ customs, philosophies, laws, rituals, religious beliefs, languages, and art, you
have learned how tribes, empires, and all forms of society in between craft their own destinies and doom. This
knowledge came to you not only through books and scrolls, but also through first-hand observation—by visiting farflung settlements and exploring local histories and customs.
Skill Proficiencies: Insight, Religion
Languages: Two of your choice
Equipment: A leather-bound diary, a bottle of ink, an ink pen, a set of traveler’s clothes, one trinket of special
significance, and a pouch containing 10 gp
CULTURAL CHAMELEON
Before becoming an adventurer, you spent much of your adult life away from your homeland, living among people
different from your kin. You came to understand these foreign cultures and the ways of their people, who eventually
treated you as one of their own. One culture had more of an influence on you than any other, shaping your beliefs
and customs. Choose a race whose culture you’ve adopted or roll on the Adopted Culture table.

D12

Cultural Chameleon

D12

Cultural Chameleon

D12

Cultural Chameleon

1

Acadia

5

Eldorado

9

Matsuki

2

Aztlan

6

Islandia

10

Qivira

3

Cahokia

7

Lemuria

11

Sibola
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4

Durango

8

Liones

12

Roll again

FEATURE: ADEPT LINGUIST
You can communicate with humanoids who don’t speak any language you know. You must observe the humanoids
interacting with one another for at least 1 day, after which you learn a handful of important words, expressions, and
gestures—enough to communicate on a rudimentary level.
SUGGESTED CHARACTERISTICS
Anthropologists leave behind the societies into which they were born to discover what life is like in other parts of the
world. They seek to see how other races and civilizations survive — or why they did not. Some anthropologists are
driven by intellectual curiosity, while others want the fame and recognition that comes with being the first to discover
a new people, a lost tribe, or the truth about an ancient empire’s downfall.
d6

Personality Trait

1

I prefer the company of those who aren’t like me, including people of other races.

2

I’m a stickler when it comes to observing proper etiquette and local customs.

3

I would rather observe than meddle.

4

By living among violent people, I have become desensitized to violence.

5

I would risk life and limb to discover a new culture or unravel the secrets of a dead one.

6

When I arrive at a new settlement for the first time, I must learn all its customs.

d6

Ideal

1

Discovery. I want to be the first person to discover a lost culture. (Any)

2

Distance. One must not interfere with the affairs of another culture—even one in need of aid. (Lawful)

3

Knowledge. By understanding other races and cultures, we learn to understand ourselfs. (Any)

4

Power. Common people crave strong leadership, and I do my utmost to provide it. (Lawful)

5

Protection. I must do everything possible to save a society facing extinction. (Good)

6

Indifferent. Life is cruel. What’s the point in saving people if they’re going to die anyway? (Chaotic)

d6

Bond

1

My mentor gave me a journal filled with lore and wisdom. Losing it would devastate me.

2

Having lived among the people of a primeval tribe or clan, I long to return and see how they are faring.

3

Years ago, tragedy struck the members of an isolated society I befriended, and I will honor them.

4

I want to learn more about a particular humanoid culture that fascinates me.

5

I seek to avenge a clan, tribe, kingdom, or empire that was wiped out.

6

I have a trinket that I believe is the key to finding a long-lost society.

d6

Flaw

1

Boats make me seasick.

2

I talk to myself, and I don’t make friends easily.

3

I believe that I’m intellectually superior to people from other cultures and have much to teach them.

4

I’ve picked up some unpleasant habits living among goblins, lizardfolk, or orcs.
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5

I complain about everything.

6

I wear a tribal mask and never take it off.

ARCHAEOLOGIST
An archaeologist learns about the long-lost and fallen cultures of the past by studying their remains — their bones,
their ruins, their surviving masterworks, and their tombs. Those who practice archaeology travel to the far corners of
the world to root through crumbled cities and lost dungeons, digging in search of artifacts that might tell the stories
of monarchs and high priests, wars and cataclysms.
Skill Proficiencies: History, Survival
Tool Proficiencies: Cartographer’s tools or navigator’s tools
Languages: One of your choice
Equipment: A wooden case containing a map to a ruin or dungeon, a bullseye lantern, a miner’s pick, a set of
traveler’s clothes, a shovel, a two-person tent, a trinket recovered from a dig site, and a pouch containing 25 gp
DUST DIGGER
Prior to becoming an adventurer, you spent most of your young life crawling around in the dust, pilfering relics of
questionable value from crypts and ruins. Though you managed to sell a few of your discoveries and earn enough
coin to buy proper adventuring gear, you have held onto an item that has great emotional value to you. Roll on the
Signature Item table to see what you have, or choose an item from the table.
d8

Dust Digger

1

10-foot pole

2

Crowbar

3

Hat

4

Hooded lantern

5

Medallion

6

Shovel

7

Sledgehammer

8

Whip

FEATURE: HISTORICAL KNOWLEDGE
When you enter a ruin or dungeon, you can correctly ascertain its original purpose and determine its builders,
whether those were dwarfs, elfs, humans, yuan-ti, or some other known race. In addition, you can determine the
monetary value of art objects more than a century old.
SUGGESTED CHARACTERISTICS
Few archaeologists can resist the lure of an unexplored ruin or dungeon, particularly if such a site is the source of
legends or is rumored to contain the treasures and relics of wizards, warlords, or royalty. Some archaeologists
plunder for wealth or fame, while others consider it their calling to illuminate the past or keep the world’s greatest
treasures from falling into the wrong hands. Whatever their motivations, archaeologists combine the qualities of a
scrappy historian with the self-made heroism of a treasure-hunting scoundrel.
d8

Personality Trait

1

I love a good puzzle or mystery.

2

I’m a pack rat who never throws anything away.

3

Fame is more important to me than money.
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4

I have no qualms about stealing from the dead.

5

I’m happier in a dusty old tomb than I am in the centers of civilization.

6

Traps don’t make me nervous. Idiots who trigger traps make me nervous.

7

I might fail, but I will never give up.

8

You might think I’m a scholar, but I love a good brawl. These fists were made for punching.

d6

Ideal

1

Preservation. That artifact belongs in a museum. (Good)

2

Greed. I won’t risk my life for nothing. I expect some kind of payment. (Any)

3

Death Wish. Nothing is more exhilarating than a narrow escape from the jaws of death. (Chaotic)

4

Dignity. The dead and their belongings deserve to be treated with respect. (Lawful)

5

Immortality. All my exploring is part of a plan to find the secret of everlasting life. (Any)

6

Danger. With every great discovery comes grave danger. The two walk hand in hand. (Any)

d6

Bond

1

Ever since I was a child, I’ve heard stories about a lost city. I aim to find it, learn its secrets, and earn my place in the
history books.

2

I want to find my mentor, who disappeared on an expedition some time ago.

3

I have a friendly rival. Only one of us can be the best, and I aim to prove it’s me.

4

I won’t sell an art object or other treasure that has historical significance or is one of a kind.

5

I’m secretly in love with the wealthy patron who sponsors my archaeological exploits.

6

I hope to bring prestige to a library, a museum, or a university.

d6

Flaw

1

I have a secret fear of some common wild animal—and in my work, I see them everywhere.

2

I can’t leave a room without searching it for secret doors.

3

When I’m not exploring dungeons or ruins, I get jittery and impatient.

4

I have no time for friends or family. I spend every waking moment thinking about and preparing for my next
expedition.

5

When given the choice of going left or right, I always go left.

6

I can’t sleep except in total darkness.

ARTIST
You have a talent for producing works of art in a particular medium. You see yourself not as an entertainer or
performer, but as a creator. You pursue your art with lofty ideals, motivated by abstract notions such as beauty and
truth. Your art is likely inspired by deep philosophical questions, and as such, you tend to have a unique insight into
people and society. You may be a playwright or poet, a sculptor or painter, or a musical composer.
Skill Proficiencies: Insight, and choose one of History, Religion or Nature.
Tool Proficiencies: One of Calligrapher's tools, Painter's tools, Mason's Tools or Musical Instrument.
Languages: One of your choice.
Equipment: Common clothes, a pouch with 15gp, and a set of tools associated with your craft.
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ARTISTIC MEDIUM
Art is a basic human instinct, but artists generally thrive in prosperous societies that provide the luxury of pursuing
abstract ideals. Choose an art form for your character to pursue, or roll on the table below. Keep in mind that some
cultures may value other forms of art than the ones below, such as tapestry weaving or stained glass art. Consult with
your DM to explore other options.
d4

Artistic Medium

1

Painting

2

Sculpting

3

Writing (playwright/poet)

4

Musical Composition

FEATURE: WEALTHY PATRON
Most artists rely on the patronage of a wealthy person, someone who is eager to support their unique artistic vision.
You are fortunate enough to have such a patron. You produce works of art for them and in return they provide you
with a modest stipend and accommodation when you require. A patron will pay for the costs of production and
display your art, and through them you may gain fame or renown. This relationship will come to an end if you as an
artist do not produce art for your patron, or displease them with your efforts. In that case, you are free to seek out a
new one. It will damage your reputation, however, if you continue to abuse the goodwill of your patrons.

SUGGESTED CHARACTERISTICS
Successful artists are inspired or animated by a creative spirit, and are passionate about what they do. Regardless of
their overall philosophy, they tend to be very opinionated about the ideals represented and embodied in their art, and
often see themselves as romantic or tragic figures.
d8

Personality Trait

1

I am an aloof observer, always imagining those around me as subjects in my next project.

2

My head is usually in the clouds, and my disheveled appearance attests to that.

3

I am full of profound insights and am always ready to share. However, there are always those around me who don't
appreciate my genius.

4

My thought process can be erratic and often I will blurt out allusions or loose associations, which often seem to have very
little to do with the matter at hand.

5

I see into the hearts of men and women and I despair. A gloom hangs over me.

6

I often speak in figurative language and am always in search of just the right word or metaphor.

7

I question everything and everyone and seek to examine life up close.

8

The world is a stage and life is a canvas. I find intense joy and inspiration in almost every experience.

d6

Ideal

1

Beauty - Form, structure, and harmony bring light, order, and joy into the world. (Good)

2

Truth - A great artist shows the truth in all things, even if it is difficult. (Neutral)

3

Subversion - Great art is that which employs satire and wit to subtly lay bare the failings and foibles of the powerful.
(Chaotic)

4

Devotion - Art is sacred and should be used to honor the gods, ancestors and tradition. (Lawful)

5

Nihilism - The only truth is that there is no truth. Nothing is sacred. Dissonance and grotesquery are beautiful in their own
way. (Evil)

6

Creativity - The creative spirit is divine, and artistic expression is the highest calling. (Any)
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d6

Bond

1

I am destined to create the world's greatest masterpiece.

2

I am willing to die for my ideals.

3

I have a duty to protect works of art, thus protecting the essence of civilization.

4

My work was plagiarized. I must set the record straight and get the credit I deserve.

5

I idolize one of the great masters.

6

I am devoted to perfecting an uncompleted work.

d7

Flaw

1

Alcohol allows my creative spirit to flow and as such I am rarely sober.

2

I talk to myself, or the voices in my head. I'm not crazy, but people think I am.

3

I speak freely - perhaps too freely. I really don't care who I offend.

4

I am my own greatest critic, a perfectionist and full of doubts. As such, I rarely see any project through to the end.

5

I sometimes let bad things happen just so I can see the how the drama will unfold.

6

I am far too eager to worship at the feet of beautiful or heroic people.

7

I have a bitter rival. Both of us will stop at nothing to see the other humiliated.

8

BARMAID
Have you ever wanted to spend your days babysitting belligerent drunkards while trying desperately to earn a
living? Well too bad, someone has to do it. As a Barmaid you spent your life using both charisma and brute strength
to "persuade" drunkards to follow the rules like everybody else.
Skill Proficiencies: Persuasion and Intimidation
Tool Proficiencies: An Instrument or game set, and a choice of one of the following: Brewer's Supplies, Calligrapher's
Supplies or Cook's Utensils.
Languages: Common
Equipment: A Barmaid outfit, a weighted club, a flask filled with mead/hard cider, an instrument or game set, and a
pouch with 15 gold.

PLACE OF EMPLOYMENT
The type of establishment you were employed at can have a big impact on your life, as well as your future adventures
D6

Place of Employment

Talent Developed

1

Speakeasy in Durango

where you found that a knock for deception was a necessary job skill

2

Saloon

where you found that a knock for insight was a necessary job skill

3

Tavern

you met many travelers, and probably picked up another language and
performed many songs.

4

Tavern

you met many travelers, and probably picked up another language and performed
many songs.

5

Village Pub

some of the locals taught you how to use the tools of their trade

6

Inn

where you had to learn how to handle animals
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FEATURE: PLASTERED PERSUASION
After spending years tending to the regular drunkards and new faces in the establishment you work in, you have
become an expert at getting what you want from the drunk, the tipsy and the plastered.

FEATURE: HARD CIDER SALE
You understand that the more people drink, the more you get paid. Because of this you have finely tuned your art of
negotiating a sale. This feature is most effective on the inebriated.

SUGGESTED CHARACTERISTICS

d8

Personality Trait

1

I understand that sometimes a little bit of flirting goes a long way.

2

Regulars always get the cheapest drinks. Newcomers are almost always trouble.

3

Drinking on the job is never a problem.

4

My quick temper can end as many problems as it starts. At least, that's what I tell myself.

5

Sleazebag pervert is one bad comment away from a slap.

6

A jolly smile and cheerful laugh is the best way to start the day.

7

I hate my job and everyone I have to serve.

8

My loyalty to my employer is unmatched.

d6

Ideal

1

Kindness. Service with a smile is everyone's right. (Good)

2

Strictly Business. You get what you pay for and I can't help that. (Lawful)

3

Loose Change. The drunk make easy money for stealing. (Evil)

4

Work Ethic. Hard days work for a hard days pay. (Neutral)

5

Fickle. My time is worth whoever is paying me. (Chaotic)

6

Self-Betterment. I'm working to be the best I can be. (Any)

d6

Bond

1

My employer saved me from a horrible fate. I want to repay him properly

2

The regulars keep money in my pocket and food on my table, they're like family.

3

A great debt keeps me tied to this tavern.

4

I will never forget the name of the adventurer who saved me from a cruel fate.

5

My family has run this tavern for years.

6

I work at a tavern to support my family.

d6

Flaw

1

My bar was raided, which has led to a natural distrust of authority figures.

2

I am a perfect example for why you shouldn't sample your own product.

3

I can never turn down a chance to gamble.
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4

I'm willing to try anything to have a good time.

5

A little coin and I will do anything you want.

6

Never leave money out around me.

BASTARD
You have spent your life as a half-child, receiving the love of one parent but the resentment of another. You seek
belonging, but that sense of loneliness has created a drive and discipline that is rare among others your age. Although
less likely to form friendships, those few bonds that you do have are strong and uneasily broken. You have also
learned to blend in (as much as is possible), to stay out of the eye of those who might mock you. You're also adept at
entertaining yourself and spending long periods in solitude.
Skill Proficiencies: Deception or Intimidation, Insight or Stealth. As a bastard, you have had to learn to either lie or
force your will upon others in order to avoid frequent beatings and harassment. You are adept at bending the truth to
your purposes, or frightening those who might stand against you. You have also become adept at either reading
people–in order to understand who might wish you ill–or hiding, and avoiding insult or injury. Keeping to yourself
has made you an observer of people, whether that be to garner people's real motivations or to simply avoid them
altogether.
Tool Proficiencies: Forgery kit or Disguise Kit
Languages: One of your choice
Equipment: A worn leather satchel stuffed with notes and musings (possibly artistic) from your hours of solitude, a
memento from your natural parent, a set of common clothes, a forgery kit, and 9 gp

FEATURE: UNKNOWN HERITAGE
You carry in your body and heart the blood of an unknown parent, with abilities, beliefs, and passions with which
you are unfamiliar. At least one aspect of this unknown parent will likely affect your life in an unexpected way, either
in an important moment or through constant small interactions with the world around you. You might have an
ability, a latent talent, a predisposition to a certain skill, or even a power that is atypical for your profession or class.
This remnant of your unknown parent may manifest when you least expect it, in surprising ways.
Work with your DM to determine the details of your heritage, how that heritage might manifest itself in known as
well as unexpected ways, and its impact on the campaign.

SUGGESTED CHARACTERISTICS
Some bastards spend their lives trying to fit in and win the approval of their adopted parent or family. Others live
lives marked by bitterness as they hate those who do not accept them. Still others live lives of honor and respect,
spending their waking moments trying to prove their worth to those who would write them off as the refuse of
society.
d8

Personality Trait

1

I’ve been isolated for so long that I rarely speak, preferring gestures and the occasional grunt.

2

I am utterly emotionless, even in the face of disaster.

3

The leader of my religious sect had something wise to say on every topic, and I am eager to share that wisdom.

4

I feel tremendous empathy for all who suffer.

5

I’m oblivious to etiquette and social expectations.

6

I connect everything that happens to me to a grand, cosmic plan.

7

I often get lost in my own thoughts and contemplation, becoming oblivious to my surroundings.

8

I am sullen and difficult to draw into conversation unless inebriated or otherwise pulled out of my normal senses.
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d6

Ideal

1

Greater Good. My birth, although ignoble, was meant to serve some greater cause. (Good)

2

Logic. Emotions must not cloud our sense of what is right and true, and there is a reason for everything. (Lawful)

3

Chaotic Causality. Things are random, and life is only what you make of it. (Chaotic)

4

Revenge. Wrongs must be set right, at any cost. (Evil)

5

Live and Let Live. Meddling in the affairs of others only causes trouble. (Neutral)

6

Self-Knowledge. If you know yourself, there’s nothing left to know. (Any)

d6

Bond

1

Nothing is more important than the other members of my religious sect, order, or association.

2

I entered seclusion to hide from the horrors of my past and an unknown parent. I must someday find and
confront that parent.

3

I’m still seeking the enlightenment I pursued in my seclusion, and it still eludes me.

4

I loved someone that I was forbidden to enter into a relationship with because of my illegitimate birth.

5

Should the discovery of my true heritage come to light, it could bring great pain and chaos to the world.

6

My social isolation and self-inspection gave me great insight into a great wrong that only I can right.

d6

Flaw

1

I am prone to drink or other substances that allow me to forget my birth status.

2

I harbor dark, bloodthirsty thoughts of revenge or bitterness that my isolation and meditation failed to quell.

3

I am dogmatic in my thoughts and philosophy.

4

I let my need to win arguments overshadow friendships and harmony.

5

I’d risk too much to uncover a lost bit of knowledge.

6

I like keeping secrets and won’t share them with anyone.

BUREAUCRAT
Great cities and empires are run behind the scenes by a class of literate people who manage the important details of
daily affairs. These are the administrators, the treasurers, record keepers, tax collectors, scribes, judges, advocates,
engineers, diplomats and advisors. As a member of one of these professions, you are a politician without
the privileges of noble birth and you probably have not led what would be called an exciting or dangerous life. Ink
stains, not blood stains, have been your greatest worry. There is very little glory in being a bureaucrat. You are
civilized and unlikely to be a Barbarian, Druid or Ranger. You may be honest, diligent, and hardworking, or perhaps
devious, manipulative and self-serving. Either way, you possess a practical intelligence and have a keen insight into
the inner workings and logistics of large organizations, and you may have had access to sensitive information. For
whatever reason you have taken up a new life as an adventurer: perhaps were chosen to perform a secret diplomatic
mission; perhaps you were dismissed from your position for misusing your power; or perhaps you simply grew
bored of your job as a functionary and are pursuing a higher calling. Regardless, you carry with you the extensive
knowledge, varied skills and mental discipline learned from your time as a bureaucrat.
Skill Proficiencies: History, and one of either Investigation, Deception, Perception, Insight or Persuasion.
Tool Proficiencies: Choose one from Calligrapher's Supplies, Cartographer's Supplies or Forgery Kit.
Languages: One of your choice.
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Equipment: A diplomat's pack and a pouch with 15gp.

AREA OF EXPERTISE
Large kingdoms and empires depend on an extensive bureaucracy to manage their affairs. Some bureaucrats are
more specialized than others, but you likely worked in one of a few important fields. Choose the field that you
worked in as a bureaucrat, or roll on the table below.
d6

Area of Expertise

1

Finance/Trade/Taxation

2

Civil/Military Engineering

3

Civil/Criminal Law

4

Census and Archives

5

Diplomacy, International/Maritime Law

6

Military Administration/Logistics

FEATURE: EYE FOR DETAIL.
You are precise, efficient and organized. By habit, you keep careful notes and are able to keep track of many different
pieces of information, and you can recall details that others may have forgotten. In addition, you are a well of
esoteric information, gaining Advantage on Intelligence (History) checks directly related to your field of
expertise. Lastly, you have a skill for numeracy that allows you to accurately estimate numbers, whether it be troops
in an army or gold pieces in a dragon's hoard.

SUGGESTED CHARACTERISTICS
Bureaucrats occupy a realm below the nobility, but above the common folk, and are often not respected by either
group. They are practical, sometimes to a fault, and are often viewed as boring and officious. They are generally
intelligent and tend toward order and lawfulness, though there are always exceptions.
d8

Personality Trait

1

Hygiene is more important than most people realize. I hate getting dirty and don't like dirty people.

2

I hoard information and have more books, scrolls and maps than is strictly necessary.

3

I often correct others' grammar or choice of words when they speak.

4

I don't speak very much, but I am always listening.

5

I can speak at length on certain topics and jump at any chance to do so.

6

It takes a lot of mental energy to be as organized as I am and I resent those who don't appreciate that.

7

I am always eager to solve a puzzle and get bored if I'm not challenged intellectually.

8

I keep a journal in which, among other things, I record slights against me and my negative thoughts about others.

d6

Ideal

1

Order: The world is in harmony when things are put to their proper use and in their proper place. (Lawful)

2

Knowledge: Reliable information and education are the keys to prosperity. (Good)

3

Remembrance: The future is uncertain, but by keeping records of history we can avoid the mistakes of the past. (Neutral)

4

Opportunism: There are always loopholes in any system, no matter how complex, and the challenge is to find them.
(Chaotic)

5

Oppression: Laws are a tool and they must be ruthlessly enforced to keep the herd in check. (Evil)

6

Adventure: There comes a time when you must lay down the pen and pick up a sword. (Any)
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d6

Bond

1

I am an envoy on a special mission for my employer.

2

I am in possession of a potentially damning secret regarding the illegal activities of a powerful person.

3

I care more about my books and other written materials more than any other possession. Preservation of the written
word is my highest priority.

4

I have condemned people to suffering with the stroke of a pen and it eats at my conscience. I realize now that the law
is not the same thing as justice.

5

I seek to help the common folk and the uncivilized by teaching law, literacy, and good management.

6

I may not be of noble birth but with my knowledge of governance I can become a powerful leader.

d6

Flaw

1

I am a creature of habit and get very anxious when my routine is interrupted.

2

I am more disorganized than I like to admit and often lose track of my things.

3

I have an obsessive habit that others find strange, amusing or irritating.

4

I tend to overthink everything and make situations more complex than they need to be.

5

I dislike ambiguity and have trouble making decisions if there are no clear rules to guide me.

6

I adhere to the letter of the law even if it is illogical to do so.

BLIND SINCE BIRTH
You have been blind since birth. As a result, your other senses have become highly refined and sensitive. With this
background, your ability to perceive the world around you through sound, smell, taste, touch, and detecting
vibrations is excellent. You have developed abilities known as Blindsight and Tremorsense.
Skill Proficiencies: (Pick Two) Perception, Insight, Survival, Investigation, or Medicine.
Tool Proficiencies: You are proficient in use of a staff that can be used as a walking stick OR a clicking device that
can be used for echolocation.
Languages: You are fluent in speaking up to three languages of your choice, but you cannot read or write in any
language.
Equipment: You start with a staff/walking stick OR a clicking device for echolocation, a set of common clothes, a
trinket of the players choice, and a pouch containing 10 GP.

FEATURE: BLINDSIGHT, TREMORSENSE, AND PUSHING THE LIMITS
Blindsight allows a creature to perceive their surroundings within a specific radius as well as a sighted creature by
utilizing their other senses.
•

At level 1 your sense of hearing has a radius of 60 ft.

•

At level 1 your sense of smell has a radius of 30 ft.

•

These each increase by 15 ft. at levels 5, 10, 15, and 20.

•

The ranges for sense of touch and taste stay 5 ft., regardless of level.

Tremorsense allows a creature to detect and pinpoint the source of vibrations within a specific radius.
•

The source (target) of the vibrations must be connected to the same ground or surface as the creature for this
skill to work.
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•

This skill does not work on detection of flying or incorporeal targets.

•

At level 1 the radius for Tremorsense is 30 ft. This increases by 15 ft. at levels 5, 10, 15, and 20.

Pushing the Limits: As an action, a creature with Blindsight and Tremorsense can concentrate and Push the Limits,
increasing the radius of each of their senses by 30 ft. for a number of rounds equal to their Wisdom modifier.
•

This ability can be used once every short rest.

•

If the creature loses concentration due to interruption from an outside source, the benefits of the skill end, and
the creature takes a point of Exhaustion.

SUGGESTED CHARACTERISTICS
General:
•

Skill Proficiencies (Pick Two): Perception, Insight, Survival, Investigation, or Medicine.

•

Walking speed in rough terrain is 1/4 normal walking speed. No disadvantage to stealth checks in rough
terrain due to slower walking speed.

•

Unhindered by Darkness and Invisibility.

•

Immune to Blinded Condition.

Checks & Saving Throws:
•

Permanent advantage on perception checks that do not rely on sight, or that rely specifically on hearing,
smell, taste, or touch (within reach of 5 ft. for latter two).

•

Automatically fails checks and saving throws that rely solely on sight.

•

Disadvantage on Investigation checks that rely primarily on sight and minimally on hearing, touch, etc.

•

Permanent -2 penalty to dexterity, stealth, and sleight-of-hand checks and saving throws.

•

Advantage when rolling against visual Intimidation, Deception, etc.

•

Advantage on Insight Checks if target is within 5 ft. of the creature and the target’s heartbeat can be felt
and/or heard. No advantage if target is outside 5 ft. range and/or if target has no detectable heartbeat (i.e.
undead or incorporeal).

•

Proficiency in all Wisdom-based skill checks and saving throws.

Combat:
•

Vulnerable to sound-based attacks (i.e. Thunder Damage) and stunned by Deafened Condition.

•

No penalty to general attack, spell, damage, and defense rolls.

•

Ranged attacks and spells beyond maximum Blindsight and Tremorsense radiuses have disadvantage.

•

Advantage on dodge rolls and dexterity saving throws when attacker is within 5 ft.

CARAVANNER
There are many towns and villages scattered about the land and beyond, all relying on their roads for good trade and
the comforts of the faraway cities. Indeed, there's no place better suited for a practiced caravanner to thrive. Your
skills to read maps, guide animals, and protect your caravan from danger have made you the right-hand man to
merchants, gypsies, and foreign travelers. You may have led your own caravan or perhaps you guided others, but for
whatever reason you are itching to get off the main path and head into the mysterious beyond as an adventurer. Did
you find a place in your travels that you wanted to help? Are you tired of seeing the same places and want a change
of pace? It is up to you to decide which road you'll take next.
Skill Proficiencies: Animal Handling, Perception
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Tool Proficiencies: Land Vehicles & One musical instrument of your choice.
Languages: One of your choice.
Equipment: A whip, an explorer's pack, a regional map, a set of traveling clothes, and a belt pouch containing 10 gp.

YOUR CARAVAN
Was your caravan yours, your friend's, your father's, or a stranger's? Where was it going and why? Work with your
DM to determine the nature of your caravan. You can also select one of the options below, or roll randomly to decide.
d8

Your Caravan

1

Your caravan was owned by traveling performers, and you were adopted as one of them.

2

Your caravan was your own or your family's, with which you offered folks safe travel from town to town.

3

You were a freelancer who loved travel, offering aid to any caravan who needed an extra hand.

4

You were a caravanner for a traveling menagerie and helped take care of the animals during performances.

5

You were the assistant of a traveling merchant.

6

You helped seedy individuals secretly smuggle goods for a share of the profit.

7

You worked for a trade guild delivering goods to their customers.

8

You aided a courier, helping them deliver important information.

FEATURE: WELL-TRAVELED
You've been all over, and you know the location of every inn and stable in any city connected to a main trade route.
In addition, caravans of even a somewhat friendly nature will allow you and your party to travel with them, granting
more protection from the dangers of the roads.

SUGGESTED CHARACTERISTICS
Caravanners are known for their quick wits and agreeable natures, allowing them many friends on the roads.
d8

Personality Trait

1

I'm incredibly decisive and never think twice.

2

I make an effort to collect something from every place I've been. Memories are very important to me.

3

I tend to get lost in thought a lot, especially when I'm driving the wagon.

4

I always wake up at dawn or earlier, no matter how late I get to bed.

5

Meals on the road are my favorite, and I make an excellent roast squirrell.

6

I can't stand staying in the same place for very long.

7

I hold a deep disdain for bandits. I'm always happy to personally ensure that they never steal again.

8

Sometimes I like to camp by the road a while, just to enjoy the scenery.

d6

Ideal

1

Responsibility. On the road, everyone must be willing to pull their own weight. (Lawful)

2

Freedom. No one owns the roads. (Chaotic)

3

Service. Everyone needs to get somewhere, and I know how to get them there. It's only right. (Good)

4

Subtlety. Best part about being a caravanner is being long gone before anyone can suspect you. (Evil)

5

Culture. Everyone has something to offer. (Any)

6

Simplicity. Happiness requires little. (Neutral)
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d6

Bond

1

My caravan and its people mean more to me than anything and I swear to keep them safe.

2

My employer has really made an impression on me, and I'd like to help them further.

3

I will stop at nothing to retrieve my lost horse.

4

I was framed by someone and now I can't return to that town until I clear my name.

5

Wood elfs once saved my life after a terrible attack on the road. I owe their people a great debt.

6

My property and my freedom must be protected at all costs.

d6

Flaw

1

I am incredibly curious, and I often find myself listening in to conversations I'm not supposed to.

2

I have a knack for cheeting in games. It's great until I get caught. (I may have made a few enemies over it)

3

I hate commitments.

4

I don't wait on people for very long. If they want to travel with me, they have to keep up.

5

Being underground or in tight spaces makes me uncomfortable.

6

I expect others to heed my orders and have little respect or sympathy if they don't.

CHARLATAN
See PHB page 128.

CITY WATCH
You have served the community where you grew up, standing as its first line of defense against crime. You aren’t a
soldier, directing your gaze outward at possible enemies. Instead, your service to your hometown was to help police
its populace, protecting the citizenry from lawbreakers and malefactors of every stripe.
You might have been part of the City Watch of Sibola, the baton-wielding police force of the City of Splendors,
protecting the common folk from thieves and rowdy nobility alike.
Even if you’re not city-born or city-bred, this background can describe your early years as a member of law
enforcement. Most settlements of any size have their own constables and police forces, and even smaller communities
have sheriffs and bailiffs who stand ready to protect their community.
Skill Proficiencies: Athletics, Insight
Languages: Two of your choice
Equipment: A uniform in the style of your unit and indicative of your rank, a horn with which to summon help, a set
of manacles, and a pouch containing 10 gp
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FEATURE: WATCHER’S EYE
Your experience in enforcing the law, and dealing with
lawbreakers, gives you a feel for local laws and criminals. You
can easily find the local outpost of the watch or a similar
organization, and just as easily pick out the dens of criminal
activity in a community, although you’re more likely to be
welcome in the former locations rather than the latter.
INVESTIGATOR
Rarer than watch or patrol members are a community’s
investigators, who are responsible for solving crimes after the
fact. Though such folk are seldom found in rural areas, nearly
every settlement of decent size has at least one or two watch
members who have the skill to investigate crime scenes and track
down criminals. If your prior experience is as an investigator,
you have proficiency in Investigation rather than Athletics.
SUGGESTED CHARACTERISTICS
Use the tables for the soldier background in the Player’s Handbook
as the basis for your traits and motivations, modifying the entries
when appropriate to suit your identity as a member of the city
watch.
Your bond is likely associated with your fellow watch members
or the watch organization itself and almost certainly concerns
your community. Your ideal probably involves the fostering of
peace and safety. An investigator is likely to have an ideal connected to achieving justice by successfully solving
crimes.

CONCUBINE
Nobles, politicians, criminals, the common man; hell, maybe even an orc or two. At some point in your life, you have
been with all manner of society's finest and worst through your profession. Your profession, whether through
freedom of choice, or a cruel twist of unfortunate events, is one that utilizes a very specific set of skills: the art of
seduction. Though your circumstances may be unfortunate, you use them to your advantage. Whether it is using your
body to persuade a client to change their mind on an issue, using your unique skill set to distract clients while you
steal from right under their noses, or even playing the part of a cheap assassin. When making a character with this
background ask yourself these questions: What led your character to these circumstances? Was it a twisted and
unfortunate fate? Or was it a vocation of choice? How much do you charge for your services? Are you self-employed,
or do you work under a pimp? Where do you work? Where is your place of work? These are the questions you must
consider and consider wisely, for they will shape your character, in the beginning of their journey at least.
Skill Proficiencies: Persuasion, Sleight of Hand
Tool Proficiencies: Disguise kit
Languages: One standard language of your choice.
Equipment: A set of fine clothes, a purse containing 5 gp, a disguise kit, and a small gilded mirror.
History of Service
d4

History of Service

1

I was under the wing of royalty, always loyal to their whims.
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2

I have broken so many hearts, either for gold or fun.

3

I used to offer my services in a brothel.

4

My services always opened even the best locked doors.

FEATURE: SEDUCER'S WILES
Your experiences with every creature have taught you how to use your tempting looks and inviting attitude to bring
anyone of either gender in your embrace. You can call upon a creature that can see and hear you, and gain its
attention without it suspecting something (other than what you offer).

ALTERNATE FEATURE: JADED
During your work, you've come across some truly twisted stuff, both people's actions and the people themselves.
Some of which you experienced much more closely than you'd probably have preferred. As such, precious little truly
shocks you anymore. You tend to remain relatively calm and rational through events and scenes that leave others sick
to their stomach.

SUGGESTED CHARACTERISTICS
When creating a Concubine, think about how they feel about their situation. Do they enjoy their work? Do they hate
it? Is there a reason they're doing it? This can be useful in deciding how your Concubine will act.
d8

Personality Trait

1

I am highly flamboyant; I like to exaggerate my movements and mannerisms.

2

My speech is like a switch; I speak either very warmly or very coldly to anyone.

3

I am unafraid to get up-close and "personal" with some people or situations.

4

I keep silent about any shortcomings I may be experiencing. I can't stand being pitied.

5

I am extremely flirtatious, even with friends.

6

I prefer to leave things finished, rather then let bygones be bygones.

7

I love being the center of attention, but I don't envy those who take that from me.

8

I am quite hesitant to name my profession when asked about it.

d6

Ideal

1

Everyone uses others, why should I act any different? (Evil.)

2

I sympathize with those who work hard but gain little in their endeavors. (Good.)

3

I secretly love the work I do, despite what any naysayers may call me. (Any.)

4

When I’m doing you a service, I am yours. If I’m not, I want nothing to do with you. (Chaotic.)

5

My favorite clients are the ones who are kind and generous to others. (Lawful.)

6

My body and soul are my own, no matter what anyone else may say about me. (Neutral.)

d6

Bond

1

I am highly skeptical when someone offers me something without asking for anything in return.

2

I don't concern myself with the turmoil spawned from other's problems.

3

There is someone I'm waiting for so we can live together.

4

I know a secret about one of my clients that could cost me my life if revealed.

5

My clients are all I have.
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6

I have a child, and I would do anything for them.

d6

Flaw

1

Despite my own ability to read people, I myself am very easily read by others.

2

If someone has some kind of debt over me, I feel obligated to fulfill said debt no matter what.

3

I sometimes expect or wish for others would take care of my problems.

4

Depending on the pay, I will do anything for a client.

5

I use any means I have at my disposal to complete a goal.

6

I love presents or gifts, and cannot refuse one, even if I know doing so is a bad idea.

COUNSELOR
While some tend to wounds of the body, and others administer alms to the soul, you are a guardian of the well being
of the mind. You have spent your years travelling the land as a listener, an adviser, a bringer of soft comfort and hard
truths. You are driven to unravel the secrets of the mind, the inner workings of thoughts and desires, and use that to
aid others in finding peace and happiness.
Skill Proficiencies: Insight, Persuasion
Tool Proficiencies: A leather-bound diary, a bottle of ink, an ink pen, a set of traveler’s clothes, one trinket of special
significance, and a pouch containing 10 gp

PERSONAL SPECIALTY
While you a skilled in helping those with all kinds of trauma and mental afflictions, you have a personal affinity to
helping those suffering from a particular burden. Choose a personal specialty that calls to you, or roll one on the
Personal Specialty table.
d8

Personal Specialty

1

You are skilled with helping those suffering from the trauma of war.

2

You have honed your skills in assisting those who are going through the bereavement of loved ones.

3

You focus on helping others overcome their vices.

4

Helping people overcome their self-destructive behaviors is your calling.

5

When relationships begin to fall apart, you step in to help repair the bonds.

6

Some people do terrible things, you help them come to terms with what they've done so they can move on with their lives.

7

You advise those in power how to deal with the stress of leadership, so it doesn't turn them down a darker path.

8

Sometimes children are troubled, and their parents turn to you for help. Children open up to you with their worries.

FEATURE: INSIGHTFUL LISTENER
Your very presence encourages those around you to open up; to discuss their fears and worries, their pains and joys.
Those you speak to a naturally more inclined to share their feelings and emotional state with you. Additionally, you
have advantage on insight checks to determine a characters true emotional state, and after an hour speaking with
them you can attempt to discern a potential cause for that emotional state.

SUGGESTED CHARACTERISTICS
You have traveled learning the ways of the mind and wish to put this knowledge to use helping others.
d8

Personality Trait
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1

To help others is truest calling in this world.

2

I like to read and memorize poetry. It gives me insight into the workings of the mind.

3

I spend money freely and live life to the fullest, happiness is more important than wealth.

4

I love a challenge, be it in any form.

5

I never discuss those I have helped, their troubles are a private matter between them and me.

6

I analyse everyone I meet.

7

I refuse to become a victim, and I will not allow others to be victimized.

8

I put no trust in divine beings.

d6

Ideal

1

I offer my help to anyone, regardless of what they can give in return. (Good)

2

I'll explore the world, seeking out the full scope of the mind. (Any)

3

I heal the wounds of the mind, and show others how to do the same. (Good)

4

Some fail to understand my methods, but I won't let them stand in my way. (Chaotic)

5

I study the notes of everyone I've helped so I can better help those in future. (Lawful)

6

I use my particular skills to more easily manipulate people into getting things done. (Evil)

d6

Bond

1

I keep my research notes and discoveries in a journal. My journal is a legacy to my field.

2

I put the well being of others ahead of my own.

3

I put the well being of others ahead of my own.

4

I have made mistakes in the past and didn't get the help I needed. I won't let the same fate befall others.

5

I will one day return home with the knowledge I have accumulated and change everything.

6

A loved one back home suffers from a pain that not even I can heal, yet.

d6

Flaw

1

I analyse everyone I meet, without even realizing it.

2

I tend to manipulate people without even trying because I know how they tick.

3

I sometimes find people predictable and it shows in my behavior.

4

I get too involved in the lives of those I am trying to help.

5

I try to 'fix' everyone, whether they want my help or not.

6

I often transfer my own problems onto others.

COURTIER/COURTESAN
In your earlier days, you were a personage of some significance in a noble court or a bureaucratic organization. You
might or might not come from an upper-class family; your talents, rather than the circumstances of your birth, could
have secured you this position.
You might have been one of the many functionaries, attendants, and other hangers-on in the Court, or perhaps you
traveled in baroque and sometimes cutthroat conglomeration of guilds, nobles, adventurers, and secret societies. You
might have been one of the behind-the-scenes law-keepers or functionaries in some place, or you might have grown
up in and around the castle.
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Even if you are no longer a full-fledged member of the group that gave you your start in life, your relationships with
your former fellows can be an advantage for you and your adventuring comrades. You might undertake missions
with your new companions that further the interest of the organization that gave you your start in life. In any event,
the abilities that you honed while serving as a courtier will stand you in good stead as an adventurer.
Skill Proficiencies: Insight, Persuasion
Languages: Two of your choice
Equipment: A set of fine clothes and a pouch containing 5 gp

FEATURE: COURT FUNCTIONARY
Your knowledge of how bureaucracies function lets you gain access to the records and inner workings of any noble
court or government you encounter. You know who the movers and shakers are, whom to go to for the favors you
seek, and what the current intrigues of interest in the group are.
SUGGESTED CHARACTERISTICS
Use the tables for the guild artisan background in the Player’s Handbook as the basis for your traits and motivations,
modifying the entries when appropriate to suit your identity as a courtier.
The noble court or bureaucratic organization where you got your start is directly or indirectly associated with your
bond (which could pertain to certain individuals in the group, such as your sponsor or mentor). Your ideal might be
concerned with the prevailing philosophy of your court or organization.

CRIMINAL
You are an experienced criminal with a history of breaking the law. You have spent a lot of time among other
criminals and still have contacts within the criminal underworld. You’re far closer than most people to the world of
murder, theft, and violence that pervades the underbelly of civilization, and you have survived up to this point by
flouting the rules and regulations of society.
Skill Proficiencies: Deception, Stealth
Tool Proficiencies: One type of gaming set, thieves’ tools
Equipment: A crowbar, a set of dark common clothes including a hood, and a pouch containing 15 gp

CRIMINAL SPECIALTY
There are many kinds of criminals, and within a thieves’ guild or similar criminal organization, individual members
have particular specialties. Even criminals who operate outside of such organizations have strong preferences for
certain kinds of crimes over others. Choose the role you played in your criminal life, or roll on the table below.
d8

Criminal Specialty

1)
2)
3)
4)
5)
6)
7)
8)

Blackmailer
Burglar
Enforcer
Fence
Highway robber
Hired killer
Pickpocket
Smuggler
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FEATURE: CRIMINAL CONTACT
You have a reliable and trustworthy contact who acts as your liaison to a network of other criminals. You know how
to get messages to and from your contact, even over great distances; specifically, you know the local messengers,
corrupt caravan masters, and seedy sailors who can deliver messages for you.

SUGGESTED CHARACTERISTICS
Criminals might seem like villains on the surface, and many of them are villainous to the core. But some have an
abundance of endearing, if not redeeming, characteristics. There might be honor among thieves, but criminals rarely
show any respect for law or authority.
D8

PERSONALITY TRAIT
1) I always have a plan for what to do when things go wrong.
2) I am always calm, no matter what the situation. I never raise my voice or let my emotions control me.
3) The first thing I do in a new place is note the locations of everything valuable—or where such things could be
hidden.
4) I would rather make a new friend than a new enemy.
5) I am incredibly slow to trust. Those who seem the fairest often have the most to hide.
6) I don’t pay attention to the risks in a situation. Never tell me the odds.
7) The best way to get me to do something is to tell me I can’t do it.
8) I blow up at the slightest insult.

D6

IDEAL
1)
2)
3)
4)
5)

Honor. I don’t steal from others in the trade. (Lawful)
Freedom. Chains are meant to be broken, as are those who would forge them. (Chaotic)
Charity. I steal from the wealthy so that I can help people in need. (Good)
Greed. I will do whatever it takes to become wealthy. (Evil)
People. I’m loyal to my friends, not to any ideals, and everyone else can take a trip down the Styx for all I
care. (Neutral)
6) Redemption. There’s a spark of good in everyone. (Good)

D6

BOND
1)
2)
3)
4)
5)
6)

D6

I’m trying to pay off an old debt I owe to a generous benefactor.
My ill-gotten gains go to support my family.
Something important was taken from me, and I aim to steal it back.
I will become the greatest thief that ever lived.
I’m guilty of a terrible crime. I hope I can redeem myself for it.
Someone I loved died because of a mistake I made. That will never happen again.
FLAW

1)
2)
3)
4)
5)
6)

When I see something valuable, I can’t think about anything but how to steal it.
When faced with a choice between money and my friends, I usually choose the money.
If there’s a plan, I’ll forget it. If I don’t forget it, I’ll ignore it.
I have a “tell” that reveals when I’m lying.
I turn tail and run when things look bad.
An innocent person is in prison for a crime that I committed. I’m okay with that.

VARIANT CRIMINAL / SPY: SPY
Although your capabilities are not much different from those of a burglar or smuggler, you learned and practiced
them in a very different context: as an espionage agent. You might have been an officially sanctioned agent of the
crown, or perhaps you sold the secrets you uncovered to the highest bidder.
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DETECTIVE
For a significant portion of your life you've been searching for answers. Mysteries have always fascinated you, and
solving them has made you become far better at searching for clues and reading people. What answers were you
searching for? Did you always find satisfying answers to your questions, or was there one answer that you wish you
could forget? Have your inquiries made enemies or friends? In any case, it's landed you a job as a detective, perhaps
as a paying job for a specific city, perhaps as a wanderer with a mystery-solving hobby.
Skill Proficiencies: Insight, Investigation
Tool Proficiencies: Thieves’ Tools or a Gaming Set
Languages: One of your choice
Equipment: An detective’s badge, a memento taken from a criminal I put away (a smoking pipe, a flask or tankard, or
a pair of tinted glasses), a magnifying glass, a small pocketbook, an ink pen, thieves’ tools or a gaming set, a set of
common clothes, and a pouch containing 10 gp

FEATURE: ELEMENTARY KNOWLEDGE
You know where to find people who know things, or people who know people who know things. When you enter a
city, you know where to search for information about the happenings in the city. You also never forget the face of
people you meet, as you may need them in other cases.

SUGGESTED CHARACTERISTICS
Detectives are very knowledgeable about many different subjects, and are good at learning information from
anything available. However, this does make them somewhat nosy or manipulative, and sometimes pushes people
away from them. To detectives, no mystery is too difficult, no challenge too dangerous to stop them from finding the
truth, though what they do with the truth is up to them.
d8

Personality Trait

1

I'm always craving a mystery to solve or a crime to bust.

2

I always write down bits of information I think is useful, even if I have to write on my hands and arms when I'm out of
parchment.

3

I talk incredibly quickly or incredibly quietly when i am excited, making myself difficult to understand.

4

I try to help people less intelligent than me to understand what I am saying by t-a-l-k-i-n-g s-l-o-w-l-y.

5

I dislike it when people are quick to make judgements, and am not convinced about anything unless hard evidence is
shown first.

6

I have a habit of doing something (biting nails, tapping fingers, twirling hair) when I am thinking.

7

I rarely talk, but I'm always watching.

8

I make a game of speculating what people around me do for a living, and what secrets they are hiding.

d6

Ideal

1

Hardworking. I'll solve any case, no matter the difficulty, as long as it's helping someone (Good)

2

Law. It's my job to uphold the law, and I take that seriously. (Lawful)

3

Justice. Nuts to the rules. Uphold justice no matter what. (Chaotic)

4

Power. Knowledge is power, and if people want to keep their secrets, that's my decision, not theirs. (Evil)

5

Money. If the gold is right, I'm on the case. (Neutral)

6

Knowledge. Information is all I desire. (Any)
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d6

Bond

1

I've put countless people in prison. I'm sure most of them would kill me if they could.

2

I had a sidekick who helped me with my investigations.

3

I have my own mystery I have to find the answer to at all costs.

4

I work closely with the guards, criminals, or urchins in a certain area. They help me in my investigation as long as I help
them as well.

5

There is someone that I once loved. Someone I left behind...

6

I have one clue from the mystery I never solved, a small trinket.

d6

Flaw

1

I prefer to work alone.

2

I am suspicious of everyone, seeing people in the worst light when given the chance.

3

I think I am the smartest person that ever lived. No, I know it.

4

I have a serious addiction.

5

In my pursuit of the truth, I sometimes go too far and endanger others.

6

I am a neat freak and have panic attacks when things aren't absolutely perfect.

EXILE
You have, for whatever reason, been exiled from your homeland. Whether it was because of a crime you committed,
or a crime you were accused of committing, or a gross violation of honour, or a political maneuver by an enemy, or
maybe a guild rival, or perhaps you were framed for a crime; the result is the same: you are no longer welcome in the
society where you grew up or had made a life for yourself. Now you are wandering the world, trying to find where
you fit in it, and how to make the most of the circumstances you've been thrust into.
Skill Proficiencies: Survival, plus your choice of one from among Animal Handling, Persuasion, and Sleight of Hand.
Tool Proficiencies: One type of artisan tools, or a forgery kit
Languages: One of your choice, possibly of the culture that you fled to after your exile
Equipment: An heirloom or other memento of your homeland, the mark of an exile (a tattoo or branding of the flesh,
or similar permanent mark), a set of artisan’s tools with which you are proficient, or a forgery kit; clothes,
traveler's; fishing tackle, and a pouch containing 5gp

CRIME AND PUNISHMENT
Why were you exiled? Are you guilty or innocent? Who was responsible for your exile? You can work with your DM
to determine the story behind your expulsion, or you can choose to roll on the table below to determine why you
were exiled.
d8

Crime and Punishment

1

I discovered a secret that would dishonour my people that I felt must be told.

2

I wronged a powerful and influential figure who committed a crime and framed me for it.

3

I killed someone but my family name or connections meant exile over death.

4

I do not know who, how or why, but I vow to find out, and get vengeance or justice.

5

I didn't mean to drop and shatter the sacred relic of my people... while I was trying to steal it...

6

I was inches away from true power only to have it snatched away from me by my political rivals.

7

I loved the wrong person and either they betrayed me, or their family accused me of a crime to get rid of me.
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8

Summoning Orcus is REALLY hard, and it's even harder to evade capture after trying.

FEATURE: ADAPTABLE SURVIVOR
Having been suddenly cut-off from everything you knew and all support structures, you have had to learn to adapt
quickly lest you perish. As long as you are able and free to do so, you can always find just enough of anything to
maintain your well-being, whether it be food, shelter, clothing, warmth, medicine or water; if there is a means, you
will find a way. While you cannot support anyone else other than yourself with your skills, unless you willingly forgo
the benefits to support one other creature, you always manage to scrounge whatever bare necessity is required to
continue your own existence.

SUGGESTED CHARACTERISTICS
Few people excel in their life after their exile, however you've managed to pick up the pieces of your shattered self
and make do. While you may be bitter, or twisted with a desire for vengeance, equally you could have come to terms
with your situation and decided to make the most of your newfound freedom.
d8

Personality Trait

1

I found this weird leather ball and I call it "Ferdinand". He's my friend.

2

I mean, rats are OK, but really, the gold is in those crunchy, juicy cockroaches...

3

This is mine. Not yours. Mine. M.I.N.E. MINE!

4

Pain is but a memory, and it can be forgotten.

5

I WILL HAVE MY VENGEANCE!

6

I'm fine, really. No really, I'm OK. I've just gotten something in my eyes is all...

7

I like the simple things: food, water, shelter.

8

Humour hides my pain; and deflection, my bitterness.

d6

Ideal

1

I forgive those who trespass me because hate only begets hate.

2

There must be a reckoning, for everything, and everyone.

3

Nothing and no-one can stop me from doing the right thing.

4

I will amass an army and extinguish those who have trespassed against me, mark my words.

5

There's really nothing better than a warm bed, and a cozy body to share it with.

6

My real family consists of those whom I can trust and call friend.

d6

Bond

1

My friends are everything to me.

2

The sacred seal of my family is all that I have left of them, and my home.

3

I bear my mark of exile with pride for it signifies my defiance of all that is unjust.

4

I miss my family and friends but one day I will see them again.

5

I care for nothing and no-one: I am an empty shell and the only thing that can fill me, is rage.

6

The food of my homeland gives me comfort so I make and share it whenever I can.

d6

Flaw

1

I constantly refer to how much better things are back in my homeland.
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2

Food tastes like ash, it's always too hot, too cold, not enough of this, too much of that.

3

And this one time, in my homeland...

4

I love everything about my new home and people! EVERYTHING IS AWESOME!

5

I constantly tell everyone about how hard it was for me to survive after my exile.

6

I keep repeating the same mistake that got me exiled.

FACTION AGENT
Many organizations active in and across the face of Wyrlde aren’t
bound by strictures of geography. These factions pursue their
agendas without regard for political boundaries, and their
members operate anywhere the organization deems necessary.
These groups employ listeners, rumormongers, smugglers,
sellswords, cache-holders (people who guard caches of wealth or
magic for use by the faction’s operatives), haven keepers, and
message drop minders, to name a few. At the core of every faction
are those who don’t merely fulfill a small function for that
organization, but who serve as its hands, head, and heart.
As a prelude to your adventuring career (and in preparation for
it), you served as an agent of a particular faction in Wyrlde. You
might have operated openly or secretly, depending on the faction
and its goals, as well as how those goals mesh with your own.
Becoming an adventurer doesn’t necessarily require you to
relinquish membership in your faction (though you can choose to
do so), and it might enhance your status in the faction.
Skill Proficiencies: Insight and one Intelligence, Wisdom, or
Charisma skill of your choice, as appropriate to your faction
Languages: Two of your choice
Equipment: Badge or emblem of your faction, a copy of a seminal faction text (or a code-book for a covert faction), a
set of common clothes, and a pouch containing 15 gp

FEATURE: SAFE HAVEN
As a faction agent, you have access to a secret network of supporters and operatives who can provide assistance on
your adventures. You know a set of secret signs and passwords you can use to identify such operatives, who can
provide you with access to a hidden safe house, free room and board, or assistance in finding information. These
agents never risk their lives for you or risk revealing their true identities.
SUGGESTED CHARACTERISTICS
Use the tables for the acolyte background in the Player’s Handbook as the basis for your traits and motivations,
modifying the entries when appropriate to suit your identity as a faction agent. (For instance, consider the words
“faith” and “faction” to be interchangeable.)
Your bond might be associated with other members of your faction, or a location or an object that is important to your
faction. The ideal you strive for is probably in keeping with the tenets and principles of your faction, but might be
more personal in nature.
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FAR TRAVELER
Almost all of the common people and other folk that one might encounter have one thing in
common: they live out their lives without ever traveling more than a few miles from where they
were born.
You aren’t one of those folk.

d6

Reason

1

Emissary

2

Exile

3

Fugitive

4

Pilgrim

5

Sightseer

You are from a distant place, one so remote that few of the common folk realize that it exists, and
6
Wanderer
chances are good that even if some people you meet have heard of your homeland, they know
merely the name and perhaps a few outrageous stories. You have come to this part of Wyrlde for your own reasons,
which you might or might not choose to share.
Although you will undoubtedly find some of this land’s ways to be strange and discomfiting, you can also be sure
that some things its people take for granted will be to you new wonders that you’ve never laid eyes on before. By the
same token, you’re a person of interest, for good or ill, to those around you almost anywhere you go.
SKILL PROFICIENCIES: Insight, Perception
TOOL PROFICIENCIES: Any one musical instrument or gaming set of your choice, likely something native to your
homeland
LANGUAGES: Any one of your choice
EQUIPMENT: One set of traveler’s clothes, any one musical instrument or gaming set you are proficient with, poorly
wrought maps from your homeland that depict where you are in Wyrlde, a small piece of jewelry worth 10 gp in the
style of your homeland’s craftsmanship, and a pouch containing 5 gp
WHY ARE YOU HERE?
A far traveler might have set out on a journey for one of a number of reasons, and the departure from his or her
homeland could have been voluntary or involuntary. To determine why you are so far from home, roll on the table
below or choose from the options provided. The following section, discussing possible homelands, includes some
suggested reasons that are appropriate for each location.
WHERE ARE YOU FROM?
The most important decision in creating a far traveler background is determining your homeland.
ANCIENT LANDS: You come from a tiny collection of people who never made the journey South and East after the
destruction. You turned your backs on the gods and the people who left, and your people have been struggling to
survive around the edges of the Bleak Land, developing a culture that is unique and unlike anything in these socalled “bright lands”. You made the perilous crossing and found yourself in Liones, Durango, or Eldorado.
ISLANDIA: You come from a remote part of Islandia, where your people subsist mostly on fish and what they can grow.
You went out one day to fish, got caught too far offshore in your small boat, and were tossed in the sea of storms until
you came upon land. You ended up in Liones, Durango, or Sibola.
GILEAD: You were born to a slave, raised in a creche with others by slaves told they could benefit and prosper as long
as they made you think you were not going to be food, and you were certain you would die as either a dinner treat,
like your siblings, or a slave yourself. You escaped by unimaginable chance and through a daring and terrifying
experience with a dozen others, only to find yourself in the Wylde, alone, without a clue what to do from there
beyond climb the mountains you say ahead of you. You ended up in Eldorado.
HELLANIA: You are a half-orc. You were born in violence, child of a slave slain for having you, and you were certain
you would die as a slave yourself. You escaped by unimaginable chance and through a daring and terrifying
experience you found yourself in the Wylde, alone, without a clue what to do from there beyond climb the mountains
you say ahead of you. Odds are good you ended up around Sibola or Acadia.
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HYBOREA: You are a Therian (only). You come from one of the many tribes of Halfings there.

FEATURE: ALL EYES ON YOU
Your accent, mannerisms, figures of speech, and perhaps even your appearance all mark you as foreign. Curious
glances are directed your way wherever you go, which can be a nuisance, but you also gain the friendly interest of
scholars and others intrigued by far-off lands, to say nothing of everyday folk who are eager to hear stories of your
homeland.
You can parley this attention into access to people and places you might not otherwise have, for you and your
traveling companions. Noble lords, scholars, and merchant princes, to name a few, might be interested in hearing
about your distant homeland and people.
SUGGESTED CHARACTERISTICS
d6

Personality Trait

1

I have different assumptions from those around me concerning personal space, blithely invading others’ space in
innocence, or reacting to ignorant invasion of my own.

2

I have my own ideas about what is and is not food, and I find the eating habits of those around me fascinating, confusing,
or revolting.

3

I have a strong code of honor or sense of propriety that others don’t comprehend.

4

I express affection or contempt in ways that are unfamiliar to others.

5

I honor my deities through practices that are foreign to this land.

6

I begin or end my day with small traditional rituals that are unfamiliar to those around me.

d6

Ideal

1

Open. I have much to learn from the kindly folk I meet along my way. (Good)

2

Reserved. As someone new to these strange lands, I am cautious and respectful in my dealings. (Lawful)

3

Adventure. I’m far from home, and everything is strange and wonderful! (Chaotic)

4

Cunning. Though I may not know their ways, neither do they know mine, which can be to my advantage. (Evil)

5

Inquisitive. Everything is new, but I have a thirst to learn. (Neutral)

6

Suspicious. I must be careful, for I have no way of telling friend from foe here. (Any)

d6

Bond

1

So long as I have this token from my homeland, I can face any adversity in this strange land.

2

The gods of my people are a comfort to me so far from home.

3

I hold no greater cause than my service to my people.
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4

My freedom is my most precious possession. I’ll never let anyone take it from me again.

5

I’m fascinated by the beauty and wonder of this new land.

6

Though I had no choice, I lament having to leave my loved one(s) behind. I hope to see them again one day.

d6

Flaw

1

I am secretly (or not so secretly) convinced of the superiority of my own culture over that of this foreign land.

2

I pretend not to understand the local language in order to avoid interactions I would rather not have.

3

I have a weakness for the new intoxicants and other pleasures of this land.

4

I don’t take kindly to some of the actions and motivations of the people of this land, because these folk are different from
me.

5

I consider the adherents of other gods to be deluded innocents at best, or ignorant fools at worst.

6

I have a weakness for the exotic beauty of the people of these lands.

FOLK HERO
See PHB page 131

FORMER SLAVE
You have spent most of your recent life as a slave, imprisoned and forced to obey the whims of slavers and scum.
Maybe you were born into it, a child of enslaved parents, or perhaps you were taken by raiders. Either way, your life
was suffering and squalor and violence. Beaten and abused, you were kept down by the boot heel of your 'masters'.
But the day came when you were freed; it may have been when your master took you to a different realm, or they
died and freed you. Either way you now have your freedom, but the effects of what you endured still linger.
This time shaped you, changed you, and you're different from most other people. You might react more aggressively
to conflict situation, an instinct born out of necessity. Or perhaps you're much more deferent to authority figures, a
habit that's hard to shake from when your masters would beat you for the slightest failing, real or imagined.
Skill Proficiencies: Insight, Survival
Tool Proficiencies: One of your choice, representing your duties as a slave
Languages: One of your choice, likely the language of your masters, and undercommon
Equipment: A pair of rusted manacles (a morbid keepsake from your previous life), a shiv (counts as an improvised
weapon) and a small and simple memento of a friend or ally with whom you bunked, such as a crudely carved piece
of wood or stone.

FEATURE: EXPERT ANIMOSITY
Your time serving as a slave granted you a uniquely intimate insight into the goings on of the culture of your masters.
You saw them at their most base, most unabashed and self-indulgent. Working with your DM, choose a race, culture,
society or social group who would have been your slavers. You have advantage
on Insight, History and Religion checks pertaining to your former masters.
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SUGGESTED CHARACTERISTICS
Former slavers are driven by their desire for freedom, not just themselves but for others. They hate to see those
around them endure anything like the injustice and subjugation they experienced. Free to explore the world, they
rarely stay in one place and instead wander the land, breaking the bonds of oppression wherever they can.
d8

Personality Trait

1

I still prefer to sleep on the floor, even when a soft bed is available.

2

I hoard everything I'm ever given, I'm not used to having possessions.

3

I am incredibly obedient (or disobedient) of authority figures, a legacy from when failure to comply would
be met with the whip, or worse.

4

I still wince at the light and struggle going around outside, after so long being locked up underground.

5

I have poor social skills from not being allowed to talk for so long.

6

I am enamored with material wealth; I've gone so long without it, I need to make up for lost time.

7

I still wear the broken shackles from my time as a slave. I feel strange without them.

8

I love being outside, under the open sky. I've been in enclosed spaces too long.

d6

Ideal

1

Freedom. My desire is to break the chains oppression in any form and destroy it. (Good)

2

Retribution. I will seek out and slay those that would enslave others. (Chaotic)

3

Righteousness. Slavery is an affront to the laws of gods and people, and I will crush it in all its forms.
(Lawful)

4

Exploration. I have missed so much of the world and I want to make up for time lost. (Any)

5

Friendship. I have a friend I was enslaved with who I want to find, if they're still alive. (Good)

6

Disruption. I have seen the tyranny of laws and want to shake things up. (Chaotic)

d6

Bond

1

I will die for those who would fight alongside me and risk their lives for mine.

2

There is a town out there that I (or my parents) once called home and I will do whatever I can to find it.

3

There are still people out there in shackles that need breaking.

4

I've lost my real family, but my friends are my new family.

5

I've finally found a home and I will fight to my last breath to keep it.

6

My freedom is worth more to me than any coin.

d6

Flaw

1

I'm distrustful of any kind of authority figure, it was authority that kept me in chains.

2

Settling arguments through violence is the only way I know how.

3

Sharing doesn't come naturally to me, you take what you can to survive.

4

I do not trust anyone who likes like they might have some connection to my slavers, no matter how distant
or tangential.

5

Allies and friends are fleeting, especially when the chips are down. I can only count on myself.

6

I don't trust anyone who I think has had an easy life.
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FUGITIVE
You are a fugitive from justice - or injustice. Whether you are a runaway slave or an escaped convict, your pursuers
are determined to find you and take you back to captivity.
Skill Proficiencies: Insight, Stealth
Tool Proficiencies: One type of artisan's tools, one type of gaming set or musical instrument
Equipment: A lucky trinket, a set of common clothes, a book or diary, a memento of your life as a prisoner or slave
(lock of hair, stolen silk handkerchief, mark on your skin, or trinket), and a belt pouch containing 5 gp.

NATURE OF CAPTIVITY
Every fugitive has a story of a horrific experience, and a reason for not wanting to return to it. Choose the nature of
your experience in captivity or roll on the table below.
d10

Nature of Captivity

1

Enslaved in the fields of an agricultural plantation

2

Imprisoned in solitary confinement for a crime you didn't commit

3

Enslaved as a domestic servant in an aristocrat's house

4

Imprisoned for slighting or refusing to pay tribute to a local lord

5

Enslaved as a fighter in a gladiatorial arena

6

Imprisoned for stealing a petty bauble or food

7

Enslaved as a fool to entertain a powerful noble

8

Imprisoned in an isolated cell with only an unusual stranger or animal for company

9

Enslaved in a mine where prisoners died daily

10

Imprisoned and held in a mass cell where only the toughest or cleverest could survive

FEATURE: UNDERGROUND NETWORK
You are pursued by an individual or party who wishes to return you to your enslavement or imprisonment. You
know a handful of secret signs you can use to locate safehouses where you can expect food, shelter, and care for a
short time while you hide from your pursuers and those who would report you to them. Safehouse owners are
usually commonfolk sympathetic to your plight and might point you in the direction of other safehouses in the
network, as well as give you news of your pursuers, but if their safehouse is already full of other fugitives they might
be unable to accommodate you and your companions.

SUGGESTED CHARACTERISTICS
Fugitives are largely defined by their experiences in captivity, whether recent or in the distant past. Though their
personality traits might be similar to those of a criminal or urchin, a fugitive's ideals might range from a desperate
self-interest to a noble belief in the cause of freedom. Their bonds commonly involve their life before or during
captivity, such as a friend or family member who they wish to rescue, or a homeland they dream of returning to. An
escaped slave's flaw might be a deep-seated mistrust, anger, or other attitude formed by their life of oppression, and
an escaped convict's flaw might be an indulgence in illicit activities or a disrespectful mannerism that got them
imprisoned in the first place.
d8

Personality Trait

1

I have big plans for my new life and share them with anyone who'll listen.

2

I have frequent nightmares about my life in captivity.

3

I love to use unintelligible slang phrases from my homeland.
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4

I hoard the strangest things. You never know when you'll need 15 mousetraps.

5

I never learned to write, and I have to say the words out loud when I read.

6

I have a violent aversion to a certain object, sound, or word.

7

I can tell fantastic stories about my ancestry or native land, and I believe every single one.

8

I keep out of the center of rooms and don't speak until I'm spoken to first.

d6

Ideal

1

Freedom. Enslavement and imprisonment are wrong, period. (Good)

2

Revolution. Modern civilizations have wrought too many evils to justify their triumphs. (Chaotic)

3

Justice. Anyone who does what my captors did will get what they deserve, no more, no less. (Lawful)

4

Fairness. No one should have to go through what I went through. (Neutral)

5

Vengeance. I won't stop until everyone who has wronged me has died a painful death, and neither should anyone
else. (Evil)

6

Self-Preservation. The world is a tough place, but I'm going to survive in it. (Any)

d6

Bond

1

I left behind someone important to me when I escaped captivity, and I swore to one day return and rescue them.

2

My journal tells my story; it is everything I am, and the only thing that kept me sane during my imprisonment.

3

I would never have escaped captivity if a mysterious stranger hadn't helped me at a crucial moment. I never got
the chance to thank them.

4

I drew the anger of a powerful person during my captivity or escape. That person will stop at nothing to see me
re-captured, or worse.

5

I'm slow to trust new people, but once I gain a friend, I will never abandon them.

6

I just want to go home.

d6

Flaw

1

I'm quick to anger.

2

I spit in the face of authority, even if it's not a good idea.

3

I'm afraid of voicing my own opinions (or I voice them too often).

4

I was imprisoned because I didn't do what I was told. I'm not about to let anyone push me around now, whether
they mean the best for me or not.

5

I fear the consequences of breaking even the slightest of rules.

6

I've got a weakness for strong drink.

HERMIT
See PHB page 134.

INHERITOR
You are the heir to something of great value—not mere coin or wealth, but an object that has been entrusted to you
and you alone. Your inheritance might have come directly to you from a member of your family, by right of birth, or
it could have been left to you by a friend, a mentor, a teacher, or someone else important in your life. The revelation of
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your inheritance changed your life, and might have set you on the path to adventure, but it could also come with
many dangers, including those who covet your gift and want to take it from you—by force, if need be.
Skill Proficiencies: Survival, plus one from among Arcana, History, and Religion
Tool Proficiencies: Your choice of a gaming set or a musical instrument
Languages: Any one of your choice
Equipment: Your inheritance, a set of traveler’s clothes, the tool you choose for this
background's tool proficiency, and a pouch containing 15 gp

FEATURE: INHERITANCE
Choose or randomly determine your inheritance from among the possibilities in
the table below. Work with your Dungeon Master to come up with details: Why is
your inheritance so important, and what is its full story? You might prefer for the
DM to invent these details as part of the game, allowing you to learn more about
your inheritance as your character does.
The Dungeon Master is free to use your inheritance as a story hook, sending you
on quests to learn more about its history or true nature, or confronting you with
foes who want to claim it for themselves or prevent you from learning what you
seek. The DM also determines the properties of your inheritance and how they
figure into the item’s history and importance. For instance, the object might be a
minor magic item, or one that begins with a modest ability and increases in
potency with the passage of time. Or, the true nature of your inheritance might not
be apparent at first and is revealed only when certain conditions are met.
When you begin your adventuring career, you can decide whether to tell your
companions about your inheritance right away. Rather than attracting attention to
yourself, you might want to keep your inheritance a secret until you learn more
about what it means to you and what it can do for you.

INHERITANCE
d8

Object or Item

1

A document such as a map, a letter, or a journal

2–3

A trinket (see “Trinkets” in chapter 5 of the Player’s Handbook)

4

An article of clothing

5

A piece of jewelry

6

An arcane book or formulary

7

A written story, song, poem, or secret

8

A tattoo or other body marking

SUGGESTED CHARACTERISTICS
Use the tables for the folk hero background in the Player’s Handbook as the basis for your traits and motivations,
modifying the entries when appropriate to suit your identity as an inheritor.
Your bond might be directly related to your inheritance, or to the person from whom you received it. Your ideal
might be influenced by what you know about your inheritance, or by what you intend to do with your gift once you
realize what it is capable of.
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KNIGHT ERRANT
You have grown up as a squire and have learned the arts of knighthood. Chivalry, honour, discipline, virtue, and war
are your currency. Though normally a knighthood is accompanied by lands and income, for some reason you became
impoverished and unlanded. Whatever the reason behind your loss of income it has led you to wander the world, in
search of honour, glory or riches, either to prove your worth, reclaim your lands or merely to pursue the purest ideals
of knighthood. Your personal quest now takes you far from the responsibilities, and privileges, of your title.
Skill Proficiencies: Animal Handling, plus your choice of one from among Athletics, Religion, and Persuasion.
Tool Proficiencies: Dragonchess Set
Languages: Choose one standard language (Dwarvish, Elvish, Giant, Gnomish, Goblin, Halfling, or Orc)
Equipment: A tattered flag and surcoat bearing your coat of arms, a scroll of pedigree, a bit and bridle; a set
of clothes, fine; a riding horse; a saddle, riding; and a signet ring.

IMPOVERISHED NOBILITY
What led you to losing your lands and incomes? Was it gambling debts? Inability to pay taxes? Perhaps political
machinations that took you out of favour with your liege? Did you commit a crime? Neglect your duties? Dishonour
your family name? Or was it something entirely out of your control? Maybe you simply wished for a simpler life and
grew tired of the games of court nobles? Or perhaps you had no taste for the wars of the elite and their petty
squabbles? Whatever the case may be, you now have a new mission, and a new purpose.
d8

Impoverished Nobility

1

No one can stop me! I'm on a mission from [insert god here]!

2

Wine, courtship and song are now my only pleasure and burden.

3

I failed my people but I will not fail in my quest!

4

Courtly intrigue is for fops and dandies. True nobility lies in chivalry and honour, tested in battle.

5

There are those who betrayed me and had me cast down for their own benefit; I will see them hang.

6

Challenging quests will prove the worth of my mettle.

7

I will duel anyone, anywhere, anytime; no-one can best me!

8

I may have squandered my fortune but riches await me in the caverns and dungeons of dark abode.

FEATURE: KNIGHTLY PURSUITS
Your proud bearing and noble demeanour are unmistakable. If you are involved in a quest that is successfully
completed then you tend to get the credit, even if you were only somewhat responsible. If there is any glory or riches
to be had, then these tend to be apportioned to you by those responsible for giving them out. Due to this, however,
you also tend to get slightly greater rewards than if you were to not accept all the honours bestowed upon you. How
this benefit manifests is up to your DM.

SUGGESTED CHARACTERISTICS
Use the tables below for the knight errant background to determine your traits and help you find the true meaning of
nobility.
d6

Personality Trait

1

I have my honour but little else.

2

I feel it is my duty to show my lessers a shining example of civility: myself.

3

I cannot abide a challenge to my honour or skill and must meet every slight with a gauntleted hand.

4

There is such honour, integrity and kindness in people of low-birth that it humbles me.
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5

I can't stand to see the innocent suffer, especially at the hands of the nobility.

6

I love wine, companionship, gold, and power! Sometimes even in that order!

d6

Ideal

1

There is nothing more noble than sacrificing oneself for the greater good.

2

I obey the laws that are just, to the letter.

3

I seek only to enjoy my freedom from responsibility and commitments.

4

Only the strongest survive, and I will survive, no matter what!

5

I have no faith in the codes of chivalry and seek my own path, wherever that may take me.

6

I always keep my promises and honour my code.

d6

Bond

1

The bonds created by those who fight by your side are unbreakable, and forever.

2

I journey to find something or someone worth fighting for.

3

The code of chivalry means everything to me.

4

My sword, my steed, and my charge; these are the things I will lay my life down for.

5

I quest to prove my worth to my love, of whom I left behind.

6

I have a sacred duty to protect and serve those weaker than myself.

d6

Flaw

1

I have an overly romantic view of chivalry and the nobility.

2

Are you insulting my honour?!

3

I cannot stand filth or labour and constantly pine for hot baths, servants and scented candles.

4

I will pursue my quest until its completion, even to the abandonment of all reason.

5

I think that people who disobey the law and their betters should be flogged.

6

I secretly love violence and struggle to contain my lust for blood.

KNIGHT OF THE ORDER
You belong to an order of knights who have sworn oaths to achieve a certain goal. The nature of this goal depends on
the order you serve, but in your eyes it is without question a vital and honorable endeavor. Wyrlde has a wide variety
of knightly orders, all of which have a similar outlook concerning their actions and responsibilities.
Though the term “knight” conjures ideas of mounted, heavily armored warriors of noble blood, most knightly orders
in Wyrlde don’t restrict their membership to such individuals. The goals and philosophies of the order are more
important than the gear and fighting style of its members, and so most of these orders aren’t limited to fighting types,
but are open to all sorts of folk who are willing to battle and die for the order’s cause.
The Factions section details several of the orders that are active at present and is designed to help inform your
decision about which group you owe allegiance to.
Skill Proficiencies: Persuasion, plus one from among Arcana, History, Nature, and Religion, as appropriate for your
order
Tool Proficiencies: One type of gaming set or musical instrument
Languages: One of your choice
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Equipment: One set of traveler’s clothes, a signet, banner or seal representing
your place or rank in the order, and a pouch containing 10 gp

FEATURE: KNIGHTLY REGARD
You receive shelter and succor from members of your knightly order and those
who are sympathetic to its aims. If your order is a religious one, you can gain aid
from temples and other religious communities of your deity. Knights of civic
orders can get help from the community—whether a lone settlement or a great
nation—that they serve, and knights of philosophical orders can find help from
those they have aided in pursuit of their ideals, and those who share those ideals.
This help comes in the form of shelter and meals, and healing when appropriate,
as well as occasionally risky assistance, such as a band of local citizens rallying to
aid a sorely pressed knight in a fight, or those who support the order helping to
smuggle a knight out of town when he or she is being hunted unjustly.
SUGGESTED CHARACTERISTICS
Use the tables for the soldier background in the Player’s Handbook as the basis for your traits and motivations,
modifying the entries when appropriate to suit your identity as a knight of your order.
Your bond almost always involves the order to which you belong (or at least key members of it), and it is highly
unusual for a knight’s ideal not to reflect the agenda, sentiment, or philosophy of one’s order.

LAST OF YOUR KIND
Once there were many of your kind, once, now all have gone, save you. Through either death or exile, you are the last
of your kind.
Where did your people go? Where they slaughtered in pograms? Were they exiled to another plane of existence? Did
they ascend to a higher state of being? Did they migrate to safer lands?
Why were you left behind? Are you a lone survivor of a terrible large-scale tragedy? Are you the one hold-out of a
people who have voluntarily left? Were you left as a tragic example for other races to never again defy the gods?
Skill Proficiencies: Being the last of your kind has been a curse, but a minor blessing arising from that curse has been
greatly improved Insight and Perception.
Tool Proficiencies: Any one musical instrument, or gaming set of your choice, something of cultural significance to
your lost people.
Languages: You know the dead language of your lost kin and any one other of your choice.
Equipment: One set of traveler’s clothes, any one musical instrument or gaming set you are proficient with, a small
piece of jewelry worth 10 gp in the forgotten style of your people’s craftsmanship, and a pouch containing 5 gp

WHY ARE YOU HERE?
Your people may be no more for a number of reasons, and their disappearance could have been voluntary or
involuntary, and your remaining could be by choice, or not. To determine where your people went, and why you
stayed, roll on the table below or choose from the options provided.
d8

Why Are You Here?

1

My people were wiped from all existence by a spell gone wrong, but I was under the protection of a powerful
enchantment that has left me alone in a world that has no recollection of my race or culture.

2

Once a powerful race, my people angered our gods for our lack of respect for the natural order. The gods slew my
people to make an example of them, leaving only I to roam the world as a living reminder of the gods' wrath.
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3

My people, an advanced and powerful race, hailed from another world. When my parents divined the eminent
destruction of that world they sent me, alone, though a one-way dimensional gate to these lands as the only
survivor.

4

To avert certain doom for all my people I volunteered to take part in a dangerous experiment on the very nature
of time itself. I have been displaced to this time and place, unsure about the fate of my people, and with no power
to return.

5

I set out from my homeland with adventure in my heart, journeying far into the world, but when I returned to my
home I found my people slaughtered and our cities razed. I have returned to these lands as I have no where else
to go.

6

I was locked away in a time trap long ago when my people were the dominate race, ruling all of these lands. I
recently awoke to find my people gone, and strangers ruling in their place. I must know what became of us.

7

My people were mutated into terrible, feral creatures, yet I escaped due to the help of a powerful being. I seek to
restore my people, or if that is impossible, to destroy them utterly as they are now abominations.

8

My entire people set out to travel onward to a higher plane of existence. I was meant to join them, but was
delayed. The spell of ascension could not be postponed and I was left behind. I desperately want to join them, but
lack the power.

FEATURE: ALL EYES ON YOU
As the last representative of your kind, people cannot help but stare your way. Curious glances are directed your way
wherever you go, which can be a nuisance, but you also gain the friendly interest of scholars and others intrigued by
your presence, to say nothing of everyday folk who are eager to hear stories of the people they thought were
completely gone.
You can parley this attention into access to people and places you might not otherwise have, for you and your
traveling companions. Noble lords, scholars, and merchant princes, to name a few, might be interested in hearing
about your people.

SUGGESTED CHARACTERISTICS
These are the suggested characteristics for the Last of Your Kind.
d6

Personality Trait

1

I have different assumptions from those around me concerning personal space, blithely invading others’ space in
innocence, or reacting to ignorant invasion of my own.

2

I have my own ideas about what is and is not food, and I find the eating habits of those around me fascinating,
confusing, or revolting.

3

I have a strong code of honor or sense of propriety that others don’t comprehend.

4

I express affection or contempt in ways that are unfamiliar to others.

5

I begin or end my day with small traditional rituals that are unfamiliar to those around me.

6

I love to speak of my lost people, and try to impart my people's wisdom on those I hold dear.

d6

Ideal

1

Open. I have much to learn from the kindly folk I meet along my way. (Good)

2

Reserved. As someone new to these strange lands, I am cautious and respectful in my dealings. (Lawful)

3

Adventure. I’m far from home, and everything is strange and wonderful! (Chaotic)

4

Cunning. Though I may not know their ways, neither do they know mine, which can be to my advantage. (Evil)

5

Inquisitive. Everything is new, but I have a thirst to learn. (Neutral)

6

Suspicious. I must be careful, for I have no way of telling friend from foe here. (Any)
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d6

Bond

1

So long as I have this token of my people, I can face any adversity in this strange land.

2

The gods of my people are a comfort to me so far from home.

3

I must avenge my people for the events that caused their destruction.

4

My freedom is my most precious possession. I’ll never let anyone take it from me again.

5

I’m fascinated by the beauty and wonder of this new land.

6

Though I had no choice, I lament having to leave my loved one(s) behind. I hope to see them again one day.

d6

Flaw

1

I am secretly (or not so secretly) convinced of the superiority of my lost culture over that of this foreign land.

2

I pretend not to understand the local language in order to avoid interactions I would rather not have.

3

I have a weakness for the new intoxicants and other pleasures of this land.

4

I don’t take kindly to some of the actions and motivations of the people of this land, because these folk are
different from me.

5

I consider the adherents of other gods to be deluded innocents at best, or ignorant fools at worst.

6

I sometimes grow despondent and cannot cope with the loss of my kind.

MERCENARY VETERAN
As a sell-sword who fought battles for coin, you’re well acquainted with risking life and limb for a chance at a share
of treasure. Now, you look forward to fighting foes and reaping even greater rewards as an adventurer. Your
experience makes you familiar with the ins and outs of mercenary life, and you likely have harrowing stories of
events on the battlefield. You might have served with a large outfit or a smaller band of sell-swords, maybe even
more than one.
Now you’re looking for something else, perhaps greater reward for the risks you take, or the freedom to choose your
own activities. For whatever reason, you’re leaving behind the life of a soldier for hire, but your skills are undeniably
suited for battle, so now you fight on in a different way.
Skill Proficiencies: Athletics, Persuasion
Tool Proficiencies: One type of gaming set, vehicles (land)
Equipment: A uniform of your company (traveler’s clothes in quality), an insignia of your rank, a gaming set of your
choice, and a pouch containing the remainder of your last wages (10 gp)

FEATURE: MERCENARY LIFE
You know the mercenary life as only someone who has experienced it can. You are able to identify mercenary
companies by their emblems, and you know a little about any such company, including the names and reputations of
its commanders and leaders, and who has hired them recently. You can find the taverns and festhalls where
mercenaries abide in any area, as long as you speak the language. You can find mercenary work between adventures
sufficient to maintain a comfortable lifestyle (see “Practicing a Profession” under “Downtime Activities” in chapter 8
of the Player’s Handbook).

266

SUGGESTED CHARACTERISTICS
Use the tables for the soldier background in the Player’s Handbook as the basis for your traits and motivations,
modifying the entries when appropriate to suit your identity as a mercenary.
Your bond could be associated with the company you traveled with previously, or with some of the comrades you
served with. The ideal you embrace largely depends on your worldview and your motivation for fighting.

NOBLE
See PHB page 135.

OUTLANDER
See PHB page 136.

OUTWORLDER
You grew up on Earth, now or in the past, an average nobody with a nothing life, a product of your time, only to have
all that was familiar to you and comfortable to you snatched away and dumped into who you are now – you woke up
one morning at the age of 3 (8 or 9 years old earth equivalent) with all your memories of your life on earth still with
you, some sort of cosmic joke.
As a result, you have never quite fit in with anyone here, always have strange ideas and speaking in tongues and
while now you have learned that there are others like you, you still make your way through this world with a sense
of not quite belonging.
You have a note that you cannot read, in some sort of strange language that seems vaguely familiar and is tied to the
last moments you can remember on Earth.
Skill Proficiencies: add +2 to one skill proficiency of your choice.
Languages: one Earth language of your choice.

SUGGESTED CHARACTERISTICS
D8

PERSONALITY TRAIT

D6

BOND

1

I don’t like spending time on my own and always try
to have company.

1

I would die to find the truth of my past.

2

Due to my lack of historical prejudices I treat all races
equally.

2

I have become bonded to the first person with which I
spoke with after I woke.

3

I am constantly surprised and excited be the simplest
of things as if I am seeing them for the first time

3

This note is the key, no task is too large, and no price
is too high to get it deciphered.

4

I am eager to learn and devour any knowledge I can.

4

I have a family, somewhere.

6

I am insightful and can often see things from other
people’s point of view.

5

My meager possessions are all I have no one
shall touch them.

7

I love food and am always on the lookout for new
things to try.

6

I love the language I get from my background and use
it whenever I can.

D6

IDEAL

1

Truth. To search for the truth, I must live a true and
honest life. (Lawful)

D6

FLAW

1

I don't understand common social customs.

2

Forgiveness. To forgive is to forget. Anyone can be
redeemed. (Good)

2

I trust others too easily.

3

I tend to forget the names of my companions or places
we have been.
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3

Freedom. I can live a new life here and so I do what I
will. (Chaotic)

4

I am obsessed with a search for why I am here and let
it interfere with the matter at hand.

4

Knowledge. The search for knowledge is paramount.
(Neutral)

5

I am suspicious of strangers and expect the worst of
them.

5

Conscience. I've forgotten before, I can forget again. I
don't let my conscience get in the way of my actions.
(Lawful)

6

I fastidiously record events and I am annoyed when
other forget things.

6

Memory. Finding out why I am here drives every
action I do. (Any)

OUTWORLDER VARIANT
The person you were on earth is *you*, the player. You went to do one of the following things, and you blacked out
and awoke here, this morning – but you have these memories that crowd your head from yourself as a young person
here – but also on Earth.
1)
2)
3)
4)

You went to play a video game
You went to watch a new movie
You went to play in a Dungeons & Dragons game
You were late for work and…

SAGE
See PHB page 137.

SERVANT
For most of your life, you've been in the employ of someone from the upper economic classes – the Wealthy, the
Aristocratic, the Nobility . Whether said person or family was kind, cruel, or simply there, it's had an effect on you.
Now, for one reason or another, you're no longer in this noble's employ and you find yourself in the position to
adventure.
Skill Proficiencies: Insight, Perception
Languages: Two of your choice
Equipment: A small knife, a lantern (hooded), a mess kit, a set of common clothes, and a pouch containing 10 gp
Employment
How did your employer treat you? Discuss with your DM what sort of nobility they were, their reputation, and
where they fit into the world. Keep in mind how your employer's treatment of you will color your perceptions of
others, particularly nobles.
d8

Employment

1

I was treated well. I was a trusted friend and confidante to my employer.

2

My employer and I had a very secret, sordid love affair that did not end particularly well.

3

I was never particularly close personally with my employer, but it was honest work and I didn't suffer.

4

I was too low-ranked to ever meet my employer. My fellow servants spoke well of them, though-- you know, for a
noble.

5

My employer wasn't particularly kind. They never paid any mind to me, specifically, but everyone on the staff
was afraid of them.

6

I was underpaid and overworked, as were all the servants, and my employer didn't even seem to care.

7

My employer was cruel. I was frequently punished for minor slip-ups.
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8

I never could get to know any of my employers personally because whoever I worked for kept changing-- not my
business to know why, of course.

FEATURE: SERVANTS' CREED
The little people stick together, yeah? This feature allows you to blend in with other servants and slaves from all over
the land. They'll automatically be more hospitable to you and perhaps grant you insider gossip that another
adventurer may not get. They will not follow you into battle or risk their lives for you, but they may slip you little
things such as money or small items that may aid you in your journey, or even notes with useful information. In
addition, if you make a good impression, they'll shelter you from anyone who may be searching for you for a time.

SUGGESTED CHARACTERISTICS
Servants weren't always servants. Although much of how they view the world comes from their experience in their
job, they also form bonds with others that impact what sort of person they are.
d8

Personality Trait

1

I keep my head down and hope no one notices me.

2

I've always dreamed of a better life, working for no one but myself.

3

I'm wary around nobles. I don't trust them on principle.

4

Work is hard, but it made me stronger.

5

I never pictured myself the adventuring type.

6

I appreciate my job here, but sometimes I wish I'd pursued my childhood dream instead.

7

I have trouble speaking to others as if we're on the same level. I think of myself as below them.

8

I hunger for money so I'll never have to work another day in my life.

d6

Ideal

1

Tradition. There are people meant to rule, and people meant to serve. (Lawful)

2

Camaraderie. I try to help out my fellow servants whenever I can. We only have each other. (Good)

3

Equality. It's time that we destroy the social pyramid and all live as equals. (Chaotic)

4

Stability. I just want to live in peace and comfort. (Neutral)

5

Obedience. The people who make the laws know best, and it's not my place to question them. (Lawful)

6

Aspiration. What I work towards is one day becoming the master rather than the servant. (Any)

d6

Bond

1

I owe my life to my master, as they saved my life when I was young.

2

My fellow servants were my dear friends. Everything I do, I do it to help them.

3

I hope to one day be able to support my family without servitude.

4

All nobles deserve to die. I trust none of them after what my employer put me through.

5

I've just recently begun to see that I can be meant for more than slopping pigs, contrary to what I've always been
told.

6

I want to rid the world of all tyrranical nobles.

d6

Flaw

1

It's nearly impossible for me to speak to others as equals.
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2

I was never meant for adventure. My first encounter with a monster had me cowering and unable to sleep for
weeks.

3

My anger towards nobles runs so deeply, I fear that's all there is to me.

4

My own hunger for money overshadows that others need money, too.

5

I have a habit of stealing that I just can't seem to curb.

6

I fear that I'll never be meant for anything but servitude.

SHAMAN
(Available only to those who take the Shaman or Witch Doctor subclasses and the Wylde Ethnicity)
You were raised by the community's previous shaman. Through prayers and sometimes painful training, you've
learned to become a strong beacon for your community's ancestors.
Skill Proficiencies: Medicine, Religion
Tool Proficiencies: A musical instrument of your choice
Languages: One of your choice
Equipment: A totem from your community or a bag filled with shamanic trinkets, a winter blanket, a set of common
clothes, an instrument of your choice, and 5 gp

VOICE OF THE ANCESTORS
Every shaman has a way to contact the souls connected to its community. You can work with your DM to determine
the exact nature of that communication, or you can choose or roll on the table below to determine the way your
ancestors can speak to you.
d8

Voice of the Ancestors

1

I can hear their voices echoe through the wind.

2

I can talk to them through flames.

3

I can read their words in bones.

4

I can feel their presence in wild beasts.

5

I retreat in deep meditation, knowing that they live within me.

6

I see them whenever I look up at the stars.

7

I keep old trinkets from when they were alive, which still contain part of their essence.

8

I can feel them when I'm covered by the blood of my enemies.

FEATURE: GUIDANCE OF THE ANCESTORS
The spiritual training that you've endured over the year has strengthened the link between you and your ancestors,
allowing you to communicate with them. Although you cannot have complete and coherent conversation with them,
you've learned to analyze and understand the subtle hints in the elements, as your ancestors try to give you
knowledge of past or future events.
Work with your DM to determine the details of your communication and how much information you're able to get.

SUGGESTED CHARACTERISTICS
Some shaman take their role seriously, spending most of their time communicating with spirits and guiding their
fellow community members, while other have strayed away from their shamanic duties. Whether they still talk to the
spirits of their ancestors at every dawn and dusk, they are marked by the rough training they had to endure and the
spiritual connection with the dead.
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d8

Personality Trait

1

I never lead, instead I find a leader and I whisper in its ears.

2

I have the utmost respect for the dead and their resting place.

3

The leader of my community had something wise to say on every topic, and I am eager to share that wisdom.

4

I feel more empathy towards beasts than towards people.

5

I’m oblivious to etiquette and social expectations.

6

I connect everything that happens to me to a grand, cosmic plan.

7

I often get lost in my own thoughts and contemplation, becoming oblivious to my surroundings.

8

I am working on a grand philosophical theory and love sharing my ideas.

d6

Ideal

1

Greater Good. My gifts are meant to be shared with all, not used for my own benefit. (Good)

2

Logic. Emotions must not cloud our sense of what is right and true, or our logical thinking. (Lawful)

3

Free Thinking. Inquiry and curiosity are the pillars of progress. (Chaotic)

4

Power. Solitude and contemplation are paths toward mystical or magical power. (Evil)

5

Live and Let Live. Meddling in the affairs of others only causes trouble. (Neutral)

6

Self-Knowledge. If you know yourself, there’s nothing left to know. (Any)

d6

Bond

1

Nothing is more important than the other members of my community, tribe, or village.

2

My community was assaulted by dangerous enemies, it is my duty to eliminate the threat.

3

I can't reach the spirit of my grandfather, who hold a powerful secret necessary for my community.

4

My shamanic duties have prevented me from pursuing my one true love.

5

My mentor has made a huge mistake that might endanger our whole community.

6

My ancestors gave me great insight into a great evil that only I can destroy.

d6

Flaw

1

I cannot take any major decision without first asking my ancestors for guidance.

2

The dead are more useful to me than the living, thus I never take prisoners and I kill as often as I can.

3

Away from my community, I put my own needs in front of everyone else.

4

I know that I am always right and I refuse to listen to contradicting opinions.

5

I’d risk too much to uncover a lost bit of knowledge.

6

I like keeping secrets and won’t share them with anyone.

SLAVE
For some significant portion of your life, you have been someone else's property. This part of your life happened
either by abduction, as punishment for a crime, sworn to a debt of life, or you were born into it. How did you become
a slave? Are you a slave or a freeman? Who was your master and where are they? What were the conditions of your
slavery? What did you do as a slave? Were you treated well, or were you abused? How much privilege or freedom
did you experience, and was this granted to you, or taken by you? How would you treat your master after your
servitude? Can you ever really leave your background behind you? Do you really even need to escape, or will you
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remain a slave for the rest of your journey? Do you have the willpower to create slavery-free actions, or has your
background tainted your history and the actions that you can take later in your career? What would you do with your
slaves?
Skill Proficiencies: Performance or Survival
Tool Proficiencies: You have proficiency with one tool entry with no value greater than 15 gp
Equipment: One tool you are proficient with, a set of clothes appropriate to your master's status and your slave
purpose, and a small pouch containing 1gp.

PURPOSE
A slave is set to a task by their master for a reason– their purpose for even being alive.

d8

Purpose

1

I existed to do hard labor, such as mining or construction.

2

I existed for someone else's amusement, entertainment, or recreation.

3

I existed to serve some dedicated menial task, such as cooking or cleaning.

4

I existed as the personal servant of a given person, family, or group.

5

I existed to fulfill the tasks of some professional assistant, such as a furnace operator for a smithy.

6

I existed to serve the function of an inanimate object, such as a signpost or furniture, or to operate such
things, like opening and closing a specific door all day long.

7

I existed to fight and die in the place of someone else, as a soldier or bodyguard.

8

I existed to serve all, as an untouchable– a slave to even other slaves.

FEATURE: THE HARD ROAD
Slaves face great difficulty everywhere they go. Escaped slaves are often on the run if not from their former owners,
then certainly from the law. Few are educated or have any practical experience to make a way for themselves. Most
have limited social skills which give away their social status. Slavers may notice freemen as "unclaimed property" and
try to "claim" them as slaves.
People sense a sort of "inferiority" about slaves and freemen, and they will likely either ignore you or boss you
around. Many freemen turn to crime to make ends meet and so anyone who doesn't assume you a slave immediately,
will likely assume that you are a criminal. If you can ever really leave the slavery mindset knowing what it's like to be
a slave, then you can pose as a slave with little difficulty and without raising much suspicion. People seem to do
things in front of you that they would normally only do when they are alone.

SUGGESTED CHARACTERISTICS
Slaves belong to their masters and cannot openly make the decisions that they want to, their destiny is defined by the
wills of their masters. You may be a "star" slave and make a statement to your master, or your life may be nothing
more than serving a pointless end. If you are an unlucky slave, then your life will be for nothing more than fighting a
lost campaign or treating a person with no power as an exemplar. If you are a lucky slave then maybe you can see
escape without slaughter, or even talk to your clients and perform some subterfuge.
Escaped slaves exist in an awkward situation where they are lost/stolen property which they are guilty of
stealing/kidnapping themselves. Life as an escaped slave is extremely difficult and hiding your past may require
intuitively practicing skills you would normally never have learned as a slave.
d8
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Personality Trait

1

No matter how bad things get, I never complain– I've seen worse.

2

I do not say anything unless someone says something to me.

3

I call everyone "Master" and "Lord" without thinking about it.

4

I try to hide as much of my body as possible.

5

I tend to disappear in a crowded room, becoming part of the backdrop with ease.

6

I am terrified of ropes, chains, and whips.

7

I do all kinds of basic chores and errands for those around me out of habit.

8

I am haunted by confusing memories and dreams about my life before slavery.

d6

Ideal

1

Equality. We all bleed red, we all suffer together. (Good)

2

Apathy. I only think about what is within my power. Anything else is just circumstance. (Neutral)

3

Spite. Those who would own others shall belong to me. (Evil)

4

Status Quo. Status is defined by clear rules which are the foundation of civilization. (Lawful)

5

Indifference. People are just people– who they are matters more than what they are. (Neutral)

6

Freedom Fighter. All slaves must be freed- by law, by coin, by shadow, or by blade. (Chaotic)

d6

Bond

1

I dream of returning to my homeland or family.

2

All I have left of my former life is this trinket.

3

My identity as a slave is marked on my body permanently as scars or tattoos.

4

I am in love with someone who is not a slave, possibly in my master's house.

5

I know many secrets thanks to my innocuous presence in intimate social environments.

6

I heard a story about some grand place, and deeply want to go there.

d8

Flaw

1

I secretly liked being a slave.

2

My former master, or the law, will stop at nothing to have me executed.

3

I do not share my things with friends, and I will fight to keep personal belongings within my full control.

4

As a defense mechanism, I lie and misdirect everyone around me, and steal and hide anything I can.

5

I always say the truth when asked, even by an enemy.

6

When I am told to do something by an enemy, I might do it.

7

I cannot stop myself from reveling in material pleasures.

8

I am a coward.

SOLDIER
See PHB page 140.
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TAVERNBORN
Taverns and Inns proliferate both within the towns and cities that dot the landscape, as well as in waystations
between them, becoming the centers of what might become new towns. They are often the hearts of communities, as
well as the best place to pick up on news and gossip from far and wide. Whole families are born, love, and die
without ever leaving the general confines of their home. Others, however, are so inspired by the tales they hear that
they take up the banner of adventure and set out to see the world.
Work with your DM to come up with details of the tavern or inn you hail from. Your family either runs or works at
this establishment, or else those who live there took the place of a family you never had. You could also come up with
ideas for encounters you had and important personages that you might have met. Almost anyone might stop at such
an establishment, and you could as easily have rubbed elbows with a great king or a great villain.
Skill Proficiencies: Insight, Persuasion
Tool Proficiencies: Either a brewing kit, cooking tools, or a gaming set of your choice.
Languages: One of your choice.
Equipment: One set of tools or a gaming set that you’re proficient in, a favorite mug you helped make yourself, a full
wineskin of the house specialty, a set of common clothes, and a pouch containing 15 gp

FEATURE: TAVERN TALES
You grew up in an environment where news, gossip, stories, and songs made their way through your field of
consciousness with no particular rhyme or reason. Over the course of a Short Rest, you can ask the DM if there’s
anything you’ve heard that would pertain to the current adventure. At the DM’s discretion, you may remember lore
that will give a hint as to what you’re facing.

SUGGESTED CHARACTERISTICS
Tavernborn are often shaped by the people around them, a strong sense (or lack thereof) of family and home, and
what they learn during their time there. They tend to be driven by wanderlust or a desire to protect those who raised
them.

d8

Personality Trait

1

I ask anyone I meet to share their news.

2

I am a great lover of bardic songs.

3

I compare all food, ale, or beds to those back at home…usually unfavorably.

4

I tend to be overly friendly towards strangers.

5

I tend to hold back and try to blend in, rather than speak my mind.

6

I can’t resist a good wager.

7

I have a taste for strong drink…the stronger the better.

8

I hate being dragged into doing chores that remind me of back home.

d6

Ideal

1

Equality. All those high and low still have to break bread together. (Lawful)

2

Freedom. Everyone should be free to be who they are. (Chaotic)

3

Generosity. There’s always a little to spare for those less fortunate. (Good)

4

Greed. If people can’t pay, they don’t deserve to be served. (Evil)
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5

Equanimity. Everyone should just mind their own business. (Neutral)

6

Exploration. Every road leads to somewhere new to be discovered. (Any)

d6

Bond

1

The tavern I grew up in is home, and the people who run it are my family.

2

I will never forgive the harsh master who raised me, so I can’t abide a bully.

3

I will carry news to those who are stuck where they are.

4

Someday there will be tales of my deeds told in my home tavern.

5

I will prove to my childhood sweetheart that I am worthy of love.

6

Someday, I’ll open a tavern of my own and make it a place worthy of legend.

d6

Flaw

1

Deep down, I despise my humble beginnings and lie to cover for them.

2

I don’t trust people I don’t know, and I expect them to try and take advantage.

3

My master said I was stubborn as a mule.

4

I’ll do anything to win the fame I think I deserve.

5

My tavern burned down, and I think I was my fault. I can never go home.

6

I have a gambling problem I’ve never been able to shake.

URBAN BOUNTY HUNTER
Before you became an adventurer, your life was already full of conflict and excitement, because you made a living
tracking down people for pay. Unlike some people who collect bounties, though, you aren’t a savage who follows
quarry into or through the wilderness. You’re involved in a lucrative trade, in the place where you live, that routinely
tests your skills and survival instincts. What’s more, you aren’t alone, as a bounty hunter in the wild would be: you
routinely interact with both the criminal subculture and other bounty hunters, maintaining contacts in both areas to
help you succeed.
You might be a cunning thief-catcher, prowling the rooftops to catch one of the myriad burglars of the city. Perhaps
you are someone who has your ear to the street, aware of the doings of thieves’ guilds and street gangs. You might be
a “velvet mask” bounty hunter, one who blends in with high society and noble circles in order to catch the criminals
that prey on the rich, whether pickpockets or con artists. The community where you plied your trade might have been
one of Wyrlde’s great metropolises, such as Acadia or Sibola, or a less populous location, perhaps Luskan or Yartar—
any place that’s large enough to have a steady supply of potential quarries.
As a member of an adventuring party, you might find it more difficult to pursue a personal agenda that doesn’t fit
with the group’s objectives—but on the other hand, you can take down much more formidable targets with the help
of your companions.
Skill Proficiencies: Choose two from among Deception, Insight, Persuasion, and Stealth
Tool Proficiencies: Choose two from among one type of gaming set, one musical instrument, and thieves’ tools
Equipment: A set of clothes appropriate to your duties and a pouch containing 20 gp

FEATURE: EAR TO THE GROUND
You are in frequent contact with people in the segment of society that your chosen quarries move through. These
people might be associated with the criminal underworld, the rough-and-tumble folk of the streets, or members of

275

high society. This connection comes in the form of a contact in any city you visit, a person who provides information
about the people and places of the local area.
SUGGESTED CHARACTERISTICS
Use the tables for the criminal background in the Player’s Handbook as the basis for your bounty hunter’s traits and
motivations, modifying the entries when appropriate to suit your identity as a bounty hunter.
For instance, your bond might involve other bounty hunters or the organizations or individuals that employ you.
Your ideal could be associated with your determination always to catch your quarry or your desire to maintain your
reputation for being dependable.

URCHIN
See PHB page 141.
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PERSONALITY
The PHB has a section on developing out your character starting on page 121. The XGE has a section on developing
out your character starting on page 61. Excepting notes about appearance, these sections are made strong use of.

TRAITS
The PHB has a section on developing out your character starting on page 123.

IDEALS
The PHB has a section on developing out your character starting on page 124.

BONDS
The PHB has a section on developing out your character starting on page 124.

CODE
Every person has a code that they believe in. This code has Positive aspects and Negative aspects. Every character
should have between Three and Nine Virtues and Vices, always represented by a single word.
•
•

Positive aspects are things you aspire to be and do and live by. They are virtues.
Negative aspects are things you avoid, you regret, you don’t want to be like or do. They are Vices.

FLAWS
The PHB has a section on developing out your character starting on page 124.

MOTTOS (OPTIONAL)
Mottos are short, pithy sayings that represent an ideal of the character or something they value. A good motto isn’t
more than 120 characters. Mottos are optional.

LANGUAGE CHOICES
The list of Languages available in Wyrlde is as follows:
Common (Sibolan)

Trade

Dorada

Lionese

Durangan

Parian

Goblin

Gremlin

Azlian (Lemurian)

Islander

Elfin Cant

Dwarfin Creole

Hyborean

Abyssal

Celestial

Primordial

Sylvan

Shadow Cant

LITERACY
You can also choose to be literate, and any of the following languages:
Sibolan

Trade

Parian

Lionic

Dorthic

Azlian (Lemurian)(Islandian)

Duran

Ancient

277

Goblin

Gremlin

Primordial

Sylvan

Abyssal

Celestial

SYLLABARY
All the languages of Wyrlde use the same core phonic syllabary, but have very different methods for writing it, and
the languages have differing rules for how they are used. Below are the common ways to write things out in US
English.
Letter

Sound

Letter

Sound

Letter

Sound

Letter

Sound

A

Lad

F

Phluff

Ŋ (nj)

Danger

Ђ (th)

Then
Coyotl

Ai

Late

G

Gag

O

Load

Tl

Ar

Art, Bar

H

Haha

Oi

Loin

Ts

Tsar

Air

Lair, Care

I

Lid

Ou

Loud

U

Lug, Up
Hurt, Lure

Au

Lawn, Yawn

Ia

Light

P

Pop

Ur

B

Bubble

J

Jump

Q

Quick

Uu

Loon, Loot

C

Church

K

Cackle

R

Rawr

V

Vulva
Well, wait

D

Dad

L

Level

S

Sister

W

E

Led

M

Mom

Sh

Shush

X (ks)

Box, Axe

Ei

Lead, Teach

N

Nanny

T

Tattoo

Z

Zip, zoom

Leer

Ng

Ring

Th

Thin

Zh

Liesure

Y

Yes, hiya

Er

ORIGINS
The XGE has a section on developing out your character starting on page 61.

FAMILY & FRIENDS
The XGE has a section on developing out your character starting on page 61.

PERSONAL DECISIONS
The XGE has a section on developing out your character starting on page 61.

LIFE EVENTS
The XGE has a section on developing out your character starting on page 61.
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STARTING WEALTH & SOCIAL CLASSES
There are two types of wealth that determines a character’s starting wealth. The first kind is Family Wealth. The
second kind is Regional Wealth. This will also determine your character’s social class and economic class.

FAMILY WEALTH
Family Wealth is determined by 5d6 minus 1d10 and consulting the table below. It represents the wealth you left
home with and have held on to -- often a year’s worth of saving for your family. It also shows what you came from, in
terms of your economic class. For nomad Realms, the Wealth is in Silver Pieces, for Bright Realms it is in Electrum
pieces, unless otherwise stated.
Result

Social Class

Economic Class

Wealth

Common Backgrounds

1 or less

Enslaved

Enslaved

0

Slave

2-3

Beggar

Wretched

5sp

4-5

Serf

Squalid

1

Exile, Bastard, Criminal, Fugitive, Far Traveler

6-8

Low

Poor

2

Barmaid, Cook, Cloistered Scholar,

9 - 12

Artisan, Guildsman

Modest

3

Clan Crafter, Artisan. Detective, Faction Agent,

13 - 17

Craftsman, Tradesman

Comfortable

5

Apothecary, Anthropologist, Archaeologist, Blacksmith

18 - 22

Merchant, Patron

Wealthy

10

Knight Errant, Knight of the Order, Inheritor

23 - 29

Aristocrat

Aristocratic

20

Courtier

30+

Nobility, Royalty

Nobility

50

Courtier

TRINKETS
Trinkets are simple items, lightly touched by a mystery that is very specific to the character. They sometime can
become a Focus, or a potent symbol of the character, as well. Trinkets are often carried people in case one of the Gods
spots it and places a blessing of some kind on it.

TYPICAL TRINKETS
The PHB has a table for trinkets on Page 160.
When rolling for a trinket, also use this table, which is designed for a game of this type.
TRINKETS 2
d100

Trinket

01–02

A picture you drew as a child of your imaginary friend

03–04

A lock that opens when blood is dripped in its keyhole

05–06

Clothes stolen from a scarecrow

07–08

A spinning top carved with four faces: happy, sad, wrathful, and dead

09–10

The necklace of a sibling who died on the day you were born

11–12

A wig from someone executed by beheading

13–14

The unopened letter to you from your dying father

15–16

A pocket watch that runs backward for an hour every midnight

17–18

A winter coat stolen from a dying soldier

19–20

A bottle of invisible ink that can only be read at sunset

21–22

A wineskin that refills when interred with a dead person for a night
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23–24

A set of silverware used by a king for his last meal

25–26

A spyglass that always shows the world suffering a terrible storm

27–28

A cameo with the profile’s face scratched away

29–30

A lantern with a black candle that never runs out and that burns with green flame

31–32

A teacup from a child’s tea set, stained with blood

33–34

A little black book that records your dreams, and yours alone, when you sleep

35–36

A necklace formed of the interlinked holy symbols of a dozen deities

37–38

A hangman’s noose that feels heavier than it should

39–40

A birdcage into which small birds fly but once inside never eat or leave

41–42

A lepidopterist’s box filled dead moths with skull-like patterns on their wings

43–44

A jar of pickled ghouls’ tongues

45–46

The wooden hand of a notorious pirate

47–48

A urn with the ashes of a dead relative

49–50

A hand mirror backed with a bronze depiction of a medusa

51–52

Pallid leather gloves crafted with ivory fingernails

53–54

Dice made from the knuckles of a notorious charlatan

55–56

A ring of keys for forgotten locks

57–58

Nails from the coffin of a murderer

59–60

A key to the family crypt

61–62

A bouquet of funerary flowers that always looks and smells fresh

63–64

A switch used to discipline you as a child

65–66

A music box that plays by itself whenever someone holding it dances

67–68

A walking cane with an iron ferule that strikes sparks on stone

69–70

A flag from a ship lost at sea

71–72

Porcelain doll’s head that always seems to be looking at you

73–74

A wolf’s head wrought in silver that is also a whistle.

75–76

A small mirror that shows a much older version of the viewer

77–78

Small, worn book of children’s nursery rhymes.

79–80

A mummified raven claw

81–82

A broken pendent of a silver dragon that’s always cold to the touch

83–84

A small locked box that quietly hums a lovely melody at night but you always forget it in the morning

85–86

An inkwell that makes one a little nauseous when staring at it

87–88

An old little doll made from a dark, dense wood and missing a hand and a foot

89–90

A black executioner’s hood

91–92

A pouch made of flesh, with a sinew drawstring

93–94

A tiny spool of black thread that never runs out

95–96

A tiny clockwork figurine of a dancer that’s missing a gear and doesn’t work

97–98

A black wooden pipe that creates puffs of smoke that look like skulls

99–00

A vial of perfume, the scent of which only certain creatures can detect
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REGIONAL WEALTH
Regional Wealth represents the combined earnings of your apprenticeship, your family savings for you (possibly a
dowry or groom price), your own frugality, and comes in addition to the starting equipment you gained. Stating
wealth varies by class and ethnicity. The following table replaces the one found on page 143 of the PHB.
Bar

Brd

Cle

Dru

Mek

Mon

Pal

Ran

Rog

Sor

War

Fig

Wiz

Acadia

2d6+7
gp

Aztlan

2d6+6
*100 cp

Cahokia

1d6+10
sp

1d6+10
sp

Durango

2d6+5
ep

Eldorado

1d6+2
gp

Hyborea

1d6+10
sp

1d6+10
sp

Islandia

1d6+10
sp

1d6+1
gp

Lemuria

1d6+3
gp

Liones

1d6+4
gp

Matsaki
3d6+10
gp

Qivira
Sibola

2d6+10
sp

3d6+10
cp

Wylde

1d6+10
sp

1d6+10
sp

3d6+10
gp

2d6+10
gp

3d6+10
gp

3d6 gp

EQUIPMENT
Wyrlde has a few problems. Among them is that there is a shortage of iron and silver of a quality decent enough to
make anything. Nearly all the steel and silver in weapons and gear found today is patched and reused, or derived
from recycled materials.
The mines continue to dig for it, so the supply is increasing, but the sources are rarer and more difficult to find. Often,
people will dig in ruins and abandoned places for it – scrap iron has high value.

GEAR & EQUIPMENT
ARMOR & SHIELDS
All armor and shields found in the PHB are present., though their cost may be different, and therie are some
additional forms.
Armor

Cost

Armor Class (AC)

Strength

Stealth

Weight

Light Armor
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Padded Armor

1 gp

11 + Dex Modifier

Disadvantage

8 lbs

Leather Armor

5 gp

11 + Dex Modifier

10 lbs

Studded Leather

25 gp

12 + Dex Modifier

13lbs

Aztlian Leather

35 gp

12 + Dex Modifier

8 lbs

Medium Armor
Hide Armor

7 gp

12 + Dex Modifier (max 2)

12 lbs

Studded Hide

35 gp

13 + Dex Modifier (max 2)

15 lbs

Chain Shirt

30 gp

13 + Dex Modifier (max 2)

20 lbs

Scale Mail

35 gp

14 + Dex Modifier (max 2)

Breastplate

100 gp

14 + Dex Modifier (max 2)

Half Plate

350 gp

15 + Dex Modifier (max 2)

Disadvantage

45 lbs
20 lbs

Disadvantage

40 lbs

Heavy Armor
Ring Mail

30 gp

14

Str 12

Disadvantage

40 lbs

Bead Mail

250 gp

15

Str 12

Disadvantage

30 lbs

Chain Mail

75 gp

16

Str 13

Disadvantage

55 lbs

Splint Armor

200 gp

17

Str 15

Disadvantage

60 lbs

Plate Armor

500 gp

18

Str 15

Disadvantage

65 lbs

Shield
Arm Shield

15 gp

+1

3 lbs

Shield

10 gp

+2

6 lbs

Sibolan Shield

25 gp

+3

Str 14

Disadvantage

23 lbs

WEAPONS
All weapons found in the PHB and XGE are present. In addition, however, there are three additional weapons.

SIMPLE MELEE WEAPONS
Weapon Name

Cost

Damage

Weight

Properties

Club

1 sp

1d4 bludgeoning

2 lb.

Light

Dagger

2 gp

1d4 piercing

1 lb.

Finesse, light, thrown (range 20/60)

Greatclub

2 sp

1d8 bludgeoning

10 lb.

Two-handed
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Handaxe

5 gp

1d6 slashing

2 lb.

Light, thrown (range 20/60)

Javelin

5 sp

1d6 piercing

2 lb.

Thrown (range 30/120)

Light hammer

2 gp

1d4 bludgeoning

2 lb.

Light, thrown (range 20/60)

Mace

5 gp

1d6 bludgeoning

4 lb.

-

Quarterstaff

2 sp

1d6 bludgeoning

4 lb.

Versatile (1d8)

Sickle

1 gp

1d4 slashing

2 lb.

Light

Spear

1 gp

1d6 piercing

3 lb.

Thrown (range 20/60), versatile (1d8)

Glaive

See Below

SIMPLE RANGED WEAPONS
Weapon Name

Cost

Damage

Weight

Properties

Crossbow, light

25 gp

1d8 piercing

5 lb.

Ammunition (range 80/320), loading, twohanded

Dart

5 cp

1d4 piercing

1/4 lb.

Finesse, thrown (range 20/60)

Shortbow

25 gp

1d6 piercing

2 lb.

Ammunition (range 80/320), two-handed

Sling

1 sp

1d4 bludgeoning

-

Ammunition (range 30/120)

GLAIVES
A glaive, on Wyrlde, is a simple melee weapon; a staff, weighted on one end with a large bulbous weight and bladed top
on the other end with a variety of different configurations, notably sword tip, spear point and axe head. Glaives are as
tall as the shoulder of the person who uses it. They are a two-handed weapon, and the main form of weaponry used
on Wyrlde – even more than swords.
Glaives on Wyrlde have the finesse property. This means that when attacking with one, you add your dexterity
modifier to your Attack Roll and to your damage roll. Glaives have the Reach property, so your reach is extended five
feet. Should an extra action be gained, the base can be used for a second, blunt damage attack. This is especially useful
is you have the Polearm Master Feat. Wyrlde Glaives are not heavy, though – they often have blades made from
vitredur. They are often highly decorated and very personalized weapons.
Variant

Cost

Damage

Weight

Properties

Base

Sword Glaive

15 gp

1d10 slashing

3 lb.

2 hands, reach

1d6 bludgeoning

Spear Glaive

15 gp

1d10 piercing

3 lb.

2 hands, reach

1d6 bludgeoning

Axe Glaive

15 gp

1d10 slashing

3 lb.

2 hands, reach

1d6 bludgeoning

Hammer Glaive

15 gp

1d10 bludgeoning

4 lb.

2 hands, reach

1d6 bludgeoning
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MARTIAL MELEE WEAPONS
Weapon Name

Cost

Damage

Weight

Properties

Battleaxe

10 gp

1d8 slashing

4 lb.

Versatile (1d10)

Flail

10 gp

1d8 bludgeoning

2 lb.

-

Glaive

See Above.

Greataxe

30 gp

1d12 slashing

7 lb.

Heavy, two-handed

Greatsword

50 gp

2d6 slashing

6 lb.

Heavy, two-handed

Halberd

20 gp

1d10 slashing

6 lb.

Heavy, reach, two-handed

Lance

10 gp

1d12 piercing

6 lb.

Reach, special

Longsword

15 gp

1d8 slashing

3 lb.

Versatile (1d10)

Maul

10 gp

2d6 bludgeoning

10 lb.

Heavy, two-handed

Morningstar

15 gp

1d8 piercing

4 lb.

-

Pike

5 gp

1d10 piercing

18 lb.

Heavy, reach, two-handed

Rapier

25 gp

1d8 piercing

2 lb.

Finesse

Scimitar

25 gp

1d6 slashing

3 lb.

Finesse, light

Shortsword

10 gp

1d6 piercing

2 lb.

Finesse, light

Trident

5 gp

1d6 piercing

4 lb.

Thrown (range 20/60), versatile (1d8)

War pick

5 gp

1d8 piercing

2 lb.

-

Warhammer

15 gp

1d8 bludgeoning

2 lb.

Versatile (1d10)

Whip

2 gp

1d4 slashing

3 lb.

Finesse, reach

MARTIAL RANGED WEAPONS
Weapon Name

Cost

Damage

Weight

Properties

Blowgun

10 gp

1 piercing

1 lb.

Ammunition (range 25/100), loading

Crossbow, hand

75 gp

1d6 piercing

3 lb.

Ammunition (range 30/120), light, loading

Crossbow, heavy

50 gp

1d10 piercing

18 lb.

Ammunition (range 100/400), heavy, loading,
two-handed

Longbow

50 gp

1d8 piercing

2 lb.

Ammunition (range 150/600), heavy, twohanded

Net

1 gp

-

3 lb.

Special, thrown (range 5/15)
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EXPLOSIVES
Doradan engineers in the Triskelion Posse also developed Explosives, using the same principles that they used to
create firearms. They have fashioned these into three forms, one of which has two additional variants.
Explosive

Cost

Weight

Range

Radius

Damage

Save Vs

Charge - Basic

300 gp

5 lb.

10’

25’

4d6

Dexterity, DC 12

Charge - Sharp

500 gp

5 lb.

10’

5’/10’ Cone

6d6

Dexterity, DC 15

Grenade

175 gp

.5 lb.

60’

10’

3d6

Dexterity, DC 15

Grenade – Smoke

200 gp

.5 lb.

60’

30’

1d6

Dexterity, DC 18

Grenade -- Fire

200 gp

1 lb.

60’

5’

2d6 + 1d6/trn

Dexterity, DC 15

Ordnance Kit

15 gp

1 lb.

0

3’

1d6

Dexterity, DC 10

CHARGES
Charges come in two types, Basic and Sharp. A Basic Charge can be of any basic shape, is around twelve inches (1
foot) in diameter, and when detonated affects an area in a 25 foot radius, dealing 4d6 damage to any creature who
fails a Dexterity throw. A Sharp Charge is built to push most of the blast in a single direction, though it still has an
effect. Sharp Charges are built for knocking holes in things. Due to their nature, charges can only be thrown about 10
feet.
GRENADES
Grenades are small objects of basic shape that are about 4 inches in diameter that can be thrown up to 60 feet away. A
typical grenade will do damage in a 10 foot radius. A Smoke Grenade releases a thick, colored smoke that fills an area
in a 30 foot radius. A Fire grenade spreads a thick, viscous gel that is ignited and will burn for up to ten minutes. In
each case, a Dexterity save can be made to avoid it, but it is hard. Fire grenades will do an additional 1d6 in damage
for each turn the person is covered in the burning gel. The gel can be washed off, smothered, or otherwise treated like
typical fire.

FIREARMS
Wyrlde Firearms are fairly standardized, but extremely difficult to make. It is said that the Gods interfere. There are
no burst fire weapons, though all are a form of revolver or breech loader. Reloading takes an action.
Ammunition comes in two sorts: Rounds and Shakes. Shakes are assembled through the firearms proficiency to
break up, but they do not scatter widely. Rounds are hard pellets, typically of stone, shaped by the firearms
proficiency with a toolkit. It takes an hour to shape 10 rounds unless one has a feat.
Firearms were developed in Eldorado, building on some ideas originally developed in Durango. They are made and
sold chiefly there. Aside from the snuffer, the secrets to making firearms remain with the Kurgan, head of the
Triskelion Posse.
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HAND CANNON
This is a large bore, two shot weapon, breech loading. Loading takes two hands. It can be dual wielded, but reloading
takes 2 turns per cannon.
Weapon

Cost

Damage

Weight

Range

Shots

Notes

Hand Cannon

250 gp

1d10 piercing

5 lb.

20/60

2

Reload, dual allowed

Rifle

500 gp

1d12 piercing

10 lb.

40/120

5

2 handed, reload

Longtom

750 gp

3d4 piercing

15 lb.

60/180

1

2 handed, reload

Snuffer

250 gp

1d10 piercing

3 lb.

5/15

1

Rogue only, reload

Ammunition - Rounds

15 gp

--

1 lb.

--

10

10 rounds

Ammunition - Shakes

30 gp

+2 piercing

1 lb.

--

10

10 rounds

1d12 piercing

5 lb.

30/90

5

Only Paladins, reload

Pistol, Doradan

-- gp

RIFLE
This is a large bore, revolver cartridge, version of the same, two handed, pop out revolver cartridge. It has a longer
range.
LONGTOM
This is an even longer-range rifle, used for hunting. It is typically loaded with Shakes rounds.
SNUFFER
This is a smaller, lighter version of the Hand Cannon, developed in secret and found only in use among Rogue
Assassins. Possession of a Snuffer is generally considered to be punishable by death. It can also be dual wielded.
DORADAN PISTOL
This is the height of firearms, and they are not made any longer, belonging to a very select group of Doradan
Paladins. The skills to make them were lost in the God’s War, so every single pistol is a Legendary weapon. Someone
who has one that is not of that group is subject to being hunted by someone from the Order of Eld and slain, without
mercy or remorse. They can be dual wielded.

GEAR
As listed in the PHB.

AMMUNITION
Item

Cost

Weight

Arrows (20)

1 gp

1 lb.

Blowgun needles (50)

1 gp

1 lb.

Crossbow bolts (20)

1 gp

1 1/2 lb.
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Sling bullets (20)

4 cp

1 1/2 lb.

Item

Cost

Weight

Crystal

10 gp

1 lb.

Orb

20 gp

3 lb.

Rod

10 gp

2 lb.

Staff

5 gp

4 lb.

Wand

10 gp

1 lb.

Item

Cost

Weight

Sprig of mistletoe

1 gp

-

Totem

1 gp

-

Wooden staff

5 gp

4 lb.

Yew wand

10 gp

1 lb.

Item

Cost

Weight

Amulet

5 gp

1 lb.

Emblem

5 gp

-

Reliquary

5 gp

2 lb.

Item

Cost

Weight

Abacus

2 gp

2 lb.

Acid (vial)

25 gp

1 lb.

Alchemist's fire (flask)

50 gp

1 lb.

Antitoxin (vial)

50 gp

-

ARCANE FOCUS

DRUIDIC FOCUS

HOLY SYMBOL

OTHER ADVENTURING GEAR
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Backpack

2 gp

5 lb.

Ball bearings (bag of 1,000)

1 gp

2 lb.

Barrel

2 gp

70 lb.

Basket

4 sp

2 lb.

Bedroll

1 gp

7 lb.

Bell

1 gp

-

Blanket

5 sp

3 lb.

Block and tackle

1 gp

5 lb.

Book

25 gp

5 lb.

Bottle, glass

2 gp

2 lb.

Bucket

5 cp

2 lb.

Caltrops (bag of 20)

1 gp

2 lb.

Candle

1 cp

-

Case, crossbow bolt

1 gp

1 lb.

Case, map or scroll

1 gp

1 lb.

Chain (10 feet)

5 gp

10 lb.

Chalk (1 piece)

1 cp

-

Chest

5 gp

25 lb.

Climber's kit

25 gp

12 lb.

Clothes, common

5 sp

3 lb.

Clothes, costume

5 gp

4 lb.

Clothes, fine

15 gp

6 lb.

Clothes, traveler's

2 gp

4 lb.

Component pouch

25 gp

2 lb.

Crowbar

2 gp

5 lb.

Fishing tackle

1 gp

4 lb.

Flask or tankard

2 cp

1 lb.
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Grappling hook

2 gp

4 lb.

Hammer

1 gp

3 lb.

Hammer, sledge

2 gp

10 lb.

Healer's kit

5 gp

3 lb.

Holy water (flask)

25 gp

1 lb.

Hourglass

25 gp

1 lb.

Hunting trap

5 gp

25 lb.

Ink (1 ounce bottle)

10 gp

-

Ink pen

2 cp

-

Jug or pitcher

2 cp

4 lb.

Ladder (10 foot)

1 sp

25 lb.

Lamp

5 sp

1 lb.

Lantern, bullseye

10 gp

2 lb.

Lantern, hooded

5 gp

2 lb.

Lock

10 gp

1 lb.

Magnifying glass

100 gp

-

Manacles

2 gp

6 lb.

Mess kit

2 sp

1 lb.

Mirror, steel

5 gp

1/2 lb.

Oil (flask)

1 sp

1 lb.

Paper (one sheet)

2 sp

-

Parchment (one sheet)

1 sp

-

Perfume (vial)

5 gp

-

Pick, miner's

2 gp

10 lb.

Piton

5 cp

1/4 lb.

Poison, basic (vial)

100 gp

-

Pole (10-foot)

5 cp

7 lb.
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Pot, iron

2 gp

10 lb.

Potion of healing

50 gp

1/2 lb.

Pouch

5 sp

1 lb.

Quiver

1 gp

1 lb.

Ram, portable

4 gp

35 lb.

Rations (1 day)

5 sp

2 lb.

Robes

1 gp

4 lb.

Rope, hempen (50 feet)

1 gp

10 lb.

Rope, silk (50 feet)

10 gp

5 lb.

Sack

1 cp

1/2 lb.

Scale, merchant's

5 gp

3 lb.

Sealing wax

5 sp

-

Shovel

2 gp

5 lb.

Signal whistle

5 cp

-

Signet ring

5 gp

-

Soap

2 cp

-

Spellbook

50 gp

3 lb.

Spikes, iron (10)

1 gp

5 lb.

Spyglass

1,000 gp

1 lb.

Tent, two-person

2 gp

20 lb.

Tinderbox

5 sp

1 lb.

Torch

1 cp

1 lb.

Vial

1 gp

-

Waterskin

2 sp

5 lb. (full)

Whetstone

1 cp

1 lb.
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BLACK MARKET GEAR

Item

Cost

Fadeleaf, 3 uses

5 sp

Tobacco, rolled, each

3 cp

Mindnumb, 1 use

5 cp

Heartsalve, 3 uses

3 sp

Item

Cost

Item

Cost

PACKS
As listed in the PHB. The starting equipment you get from your class includes a collection of useful adventuring gear,
put together in a pack. The contents of these packs are listed here. If you are buying your starting equipment, you can
purchase a pack for the price shown, which might be cheaper than buying the items individually.

BURGLAR'S PACK (16 GP)
Includes a backpack, a bag of 1,000 ball bearings, 10 feet of string, a bell, 5 candles, a crowbar, a hammer, 10 pitons, a
hooded lantern, 2 flasks of oil, 5 days rations, a tinderbox, and a waterskin. The pack also has 50 feet of hempen rope
strapped to the side of it.

DIPLOMAT'S PACK (39 GP)
Includes a chest, 2 cases for maps and scrolls, a set of fine clothes, a bottle of ink, an ink pen, a lamp, 2 flasks of oil, 5
sheets of paper, a vial of perfume, sealing wax, and soap.

DUNGEONEER'S PACK (12 GP)
Includes a backpack, a crowbar, a hammer, 10 pitons, 10 torches, a tinderbox, 10 days of rations, and a waterskin. The
pack also has 50 feet of hempen rope strapped to the side of it.

ENTERTAINER'S PACK (40 GP)
Includes a backpack, a bedroll, 2 costumes, 5 candles, 5 days of rations, a waterskin, and a disguise kit.

EXPLORER'S PACK (10 GP)
Includes a backpack, a bedroll, a mess kit, a tinderbox, 10 torches, 10 days of rations, and a waterskin. The pack also
has 50 feet of hempen rope strapped to the side of it.

PRIEST'S PACK (19 GP)
Includes a backpack, a blanket, 10 candles, a tinderbox, an alms box, 2 blocks of incense, a censer, vestments, 2 days of
rations, and a waterskin.

SCHOLAR'S PACK (40 GP)
Includes a backpack, a book of lore, a bottle of ink, an ink pen, 10 sheets of parchment, a little bag of sand, and a small
knife.
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Item

Cost

Weight

Firearms Toolkit

100 gp

15

Explosives Toolkit

160 gp

15

Cost

Weight

Alchemist's supplies

50 gp

8 lb.

Brewer's supplies

20 gp

9 lb.

Calligrapher's supplies

10 gp

5 lb.

Carpenter's tools

8 gp

6 lb.

Cartographer's tools

15 gp

6 lb.

Cobbler's tools

5 gp

5 lb.

Cook's utensils

1 gp

8 lb.

Glassblower's tools

30 gp

5 lb.

Jeweler's tools

25 gp

2 lb.

Leatherworker's tools

5 gp

5 lb.

Mason's tools

10 gp

8 lb.

Painter's supplies

10 gp

5 lb.

Potter's tools

10 gp

3 lb.

Smith's tools

20 gp

8 lb.

Tinker's tools

50 gp

10 lb.

Weaver's tools

1 gp

5 lb.

Woodcarver's tools

1 gp

5 lb.

Disguise kit

25 gp

3 lb.

Forgery kit

15 gp

5 lb.

1 sp

-

TOOLS
As listed in the PHB.
Item

Artisan's Tools

Gaming Sets
Dice set
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Dragonchess set

1 gp

1/2 lb.

Playing card set

5 sp

-

Three-Dragon Ante set

1 gp

-

Herbalism kit

5 gp

3 lb.

Bagpipes

30 gp

6 lb.

Drum

6 gp

3 lb.

Dulcimer

25 gp

10 lb.

Flute

2 gp

1 lb.

Lute

35 gp

2 lb.

Lyre

30 gp

2 lb.

Horn

3 gp

2 lb.

Pan flute

12 gp

2 lb.

Shawm

2 gp

1 lb.

Viol

30 gp

1 lb.

Navigator's tools

25 gp

2 lb.

Poisoner's kit

50 gp

2 lb.

Thieves' tools

25 gp

1 lb.

Vehicles (land or water)

*

*

Musical Instruments

MOUNTS & VEHICLES
As listed in the PHB.

MOUNTS
Item

Cost

Speed

Carrying Capacity

Camel

50 gp

50 ft.

480 lb.

Donkey or mule

8 gp

40 ft.

420 lb.

Draft horse

50 gp

40 ft.

540 lb.

Elephant

200 gp

40 ft.

1,320 lb.

Mastiff

25 gp

40 ft.

195 lb.

Pony

30 gp

40 ft.

225 lb.

Riding horse, common

75 gp

60 ft.

480 lb.
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Riding horse, quality

100 gp

60 ft

500 lb.

Riding Horse, Qiviran

125 gp

65 ft.

475 lb.

Warhorse, Sibolan

400 gp

60 ft.

540 lb.

Item

Cost

Weight

Barding

x4

x2

Bit and bridle

2 gp

1 lb.

Feed (per day)

5 cp

10 lb.

Saddlebags

4 gp

8 lb.

Stabling (per day)

5 sp

-

Item

Cost

Weight

Exotic

60 gp

40 lb.

Military

20 gp

30 lb.

Pack

5 gp

15 lb.

Riding

10 gp

25 lb.

TACK, HARNESS

SADDLES

DRAWN VEHICLES
Item

Cost

Weight

Capacity

Team Size

Sled, snow

20 gp

300 lb.

300 lbs

4 to 10

Sled, sand

25 gp

250 lb.

300 lbs

4 to 10

Cart, Goat or Mule

10 gp

200 lb.

300 lbs

1

Cart, Ox or Horse

15 gp

200 lb.

500 lbs

1

Chariot, light

250 gp

150 lb.

200 lbs

1

Chariot, heavy

350 gp

300 lb.

200 lbs

2

Wagon, open

35 gp

400 lb.

500 lbs

2

Wagon, covered

65 gp

550 lb.

750 lbs

2

Wagon, camping

180 gp

625 lb.

600 lbs

2

Carriage, open

100 gp

600 lb.

800 lbs

2

Carriage, two door

200 gp

800 lb.

800 lbs

4

Carriage, noble

500 gp

1100 lb.

800 lbs

6
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WATERBORNE VEHICLES
Item

Cost

Speed

Galley

30,000 gp

4 mph

Barge

10,000 gp

1 mph

Schooner

60,000 gp

3 mph

Yacht

45,000 gp

2 ½ mph

Fisher

20,000 gp

2 mph

Cutter

15,000 gp

2 mph

Frigate

25,000 gp

2 ½ mph

Destroyer

50,000 gp

2 ½ mph

Battleship

75,000 gp

2 ½ mph

Longship

15,000 gp

3 mph

Dinghy

100 gp

1 mph

Rowboat

50 gp

1 ½ mph

Canoe

25 gp

2 mph

Cost
5,000 gp
45,000 gp
67,000 gp
120,000 gp
180,000 gp
250,000 gp

Speed
5 mph
7 mph
9 mph
7 mph
5 mph
3 mph

AIRBORNE VEHICLES
Item
Wingers
Private Airship
Cruise Airship
Merchant Airship
Cargo Airship
War Airship

TRADE GOODS
Trade goods have different exchange rates on Wyrlde.
Cost

Goods

Cost

Goods

1 cp

1 lb. of wheat

500 gp

1 lb. of platinum

2 cp

1 lb. of flour or one chicken

50 gp

1 lb. of gold, 1 lb. of Iron

5 cp

1 lb. of salt

5 gp

1 lb. of silver

1 sp

1 lb. of tin

5 sp

1 lb. of copper

1 gp

1 lb. of ginger or one goat

2 gp

One Sheep or one Pig

2 gp

1 lb. of cloves or pepper

5 gp

One Cow or one Ox

10 gp

1 lb. of cinnamon

1 gp

1 sq. yd. woolen cloth

15 gp

1 lb. of saffron

3 gp

1 sq. yd. of linen or denim

10 gp

1 sq. yd. of silk

5 gp

1 sq. yd. of cotton cloth

7 gp

1 sq. yd. fine cotton cloth

4 gp

1 sq. yd. of canvas
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LIFESTYLE EXPENSES
As listed in the PHB.
Lifestyle

Price/Day

Wretched

1 sp

Squalid

2 sp

Poor

5 sp

Modest

1 gp

Comfortable

2 gp

Wealthy

4 gp

Aristocratic

10 gp minimum

LODGING
As listed in the PHB.
Note that these are not Inn or Tavern guild prices, which are fixed.
FOOD AND DRINK
Item

Cost

Ale (gallon)

2 sp

Ale (mug)

4 cp

Banquet (per person)

10 gp

Bread, loaf

2 cp

Cheese, hunk

1 sp

Meat, chunk

3 sp

Wine, common (pitcher)

2 sp

Wine, fine (bottle)

10 gp

Item

Cost

MEALS AND LODGING (PER DAY)
Item

Meals Cost

Lodging Cost

Wretched

1 cp

2 cp plus work

Squalid

3 cp

7 cp

Poor

6 cp

1 sp

Modest

3 sp

5 sp

Comfortable

5 sp

8 sp

Wealthy

8 sp

2 gp

Aristocratic

2 gp

4 gp

SERVICES
As listed in the PHB.
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Service

Pay

Coach cab (Between towns)

3 cp per mile plus 1 cp per hour

Coach cab (Within a city)

1 cp

Hireling (Skilled)

2 gp per day

Hireling (Untrained)

2 sp per day

Messenger (Guild)

5 gp per mile

Courier (Non-guild)

2 cp per mile

Road or gate toll

1 cp

Ship's passage, steerage

1 sp per mile

Ship’s passage, shared cabin

3 sp per mile

Ship’s passage, single cabin

5 sp per mile

Airship passage, next city, servant

1 gp per mile

Airship passage, next city, patron

2 gp per mile

Locomotive passage, main car

1 gp per mile

Locomotive passage, shared cabin

3 gp per mile

Locomotive passage, sleeping cabin

5 gp per mile
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FEATS
Wyrlde allows for, encourages, and uses the optional rules for Feats within the game. All feats in the PHB and XGE
are found here, as well as additional ones from other sources with GM approval.
Here are some additional Feats available.

ACROBAT
You become more nimble, gaining the following benefits:
•
•
•

Increase your Dexterity score by 1, to a maximum of 20.
You gain proficiency in the Acrobatics skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
As a bonus action, you can make a DC 15 Dexterity (Acrobatics) check. If you succeed, difficult terrain doesn’t
cost you extra movement until the end of the current turn.

ALCHEMIST
You have studied the secrets of alchemy and are an expert in its practice, gaining the following benefits:
•
•
•
•

Increase your Intelligence score by 1, to a maximum of 20.
You gain proficiency with alchemist’s supplies. If you are already proficient with them, you add double your
proficiency bonus to checks you make with them.
As an action, you can identify one potion within 5 feet of you, as if you had tasted it. You must see the liquid
for this benefit to work.
Over the course of any short rest, you can temporarily improve the potency of one potion of healing of any
rarity. To use this benefit, you must have alchemist’s supplies with you, and the potion must be within reach.
If the potion is drunk no more than 1 hour after the short rest ends, the creature drinking the potion can forgo
the potion’s die roll and regains the maximum number of hit points that the potion can restore

AMMUNITION
This Feat is the making of Ammunition for Firearms.
•

In combat, this feat takes three turns the character is able to make 10 rounds of ammunition for a firearm. You
must have the firearms proficiency for this feat, and a firearms toolkit.

ANIMAL HANDLER
You master the techniques needed to train and handle animals. You gain the following benefits.
•
•
•

Increase your Wisdom score by 1, to a maximum of 20.
You gain proficiency in the Animal Handling skill. If you are already proficient in the skill, you add double
your proficiency bonus to checks you make with it.
You can use a bonus action on your turn to command one friendly beast within 60 feet of you that can hear
you and that isn’t currently following the command of someone else. You decide now what action the beast
will take and where it will move during its next turn, or you issue a general command that lasts for 1 minute,
such as to guard a particular area.

ARCANIST
(Elfs and Therian or Acadia background only) You study the arcane arts, gaining the following benefits:
•
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Increase your Intelligence score by 1, to a maximum of 20.

•
•

You gain proficiency in the Arcana skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
You learn the prestidigitation and detect magic spells. You can cast detect magic once without expending a
spell slot, and you regain the ability to do so when you finish a long rest.

BLADE MASTERY
You master the shortsword, longsword, scimitar, rapier, and greatsword. You gain the following benefits when using
any of them:
•
•

•

You gain a +1 bonus to attack rolls you make with the weapon.
On your turn, you can use your reaction to assume a parrying stance, provided you have the weapon in hand.
Doing so grants you a +1 bonus to your AC until the start of your next turn or until you’re not holding the
weapon.
When you make an opportunity attack with the weapon, you have advantage on the attack roll.

BRAWNY
You become stronger, gaining the following benefits:
•
•
•

Increase your Strength score by 1, to a maximum of 20.
You gain proficiency in the Athletics skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
You count as if you were one size larger for the purpose of determining your carrying capacity.

BURGLAR
You pride yourself on your quickness and your close study of certain clandestine activities. You gain the following
benefits:
•
•

Increase your Dexterity score by 1, to a maximum of 20.
You gain proficiency with thieves’ tools. If you are already proficient with them, you add double your
proficiency bonus to checks you make with them

DIPLOMAT
(Must have the Courtier background only) You master the arts of diplomacy, gaining the following benefits:
•
•
•

Increase your Charisma score by 1, to a maximum of 20.
You gain proficiency in the Persuasion skill. If you are already proficient in this skill, you add double your
proficiency bonus to checks you make with it.
If you spend 1 minute talking to someone who can understand what you say, you can make a Charisma
(Persuasion) check contested by the creature’s Wisdom (Insight) check. If you or your companions are
fighting the creature, your check automatically fails. If your check succeeds, the target is charmed by you as
long as it remains within 60 feet of you and for 1 minute thereafter.

FELL HANDED
You master the handaxe, battleaxe, greataxe, warhammer, and maul. You gain the following benefits when using any
of them:
•
•

You gain a +1 bonus to attack rolls you make with the weapon.
Whenever you have advantage on a melee attack roll you make with the weapon and hit, you can knock the
target prone if the lower of the two d20 rolls would also hit the target.
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•

•

Whenever you have disadvantage on a melee attack roll you make with the weapon, the target takes
bludgeoning damage equal to your Strength modifier (minimum of 0) if the attack misses but the higher of
the two d20 rolls would have hit.
If you use the Help action to aid an ally’s melee attack while you’re wielding the weapon, you knock the
target’s shield aside momentarily. In addition to the ally gaining advantage on the attack roll, the ally gains a
+2 bonus to the roll if the target is using a shield.

FLAIL MASTERY
The flail is a tricky weapon to use, but you have spent countless hours mastering it. You gain the following benefits.
•
•
•

You gain a +1 bonus to attack rolls you make with a flail.
As a bonus action on your turn, you can prepare yourself to extend your flail to sweep over targets’ shields.
Until the end of this turn, your attack rolls with a flail gain a +2 bonus against any target using a shield.
When you hit with an opportunity attack using a flail, the target must succeed on a Strength saving throw
(DC 8 + your proficiency bonus + your Strength modifier) or be knocked prone.

GOURMAND
You have mastered a variety of special recipes, allowing you to prepare exotic dishes with useful effects. You gain the
following benefits:
•
•
•
•

Increase your Constitution score by 1, to a maximum of 20.
You gain proficiency with cook’s utensils. If you are already proficient with them, you add double your
proficiency bonus to checks you make with them.
As an action, you can inspect a drink or plate of food within 5 feet of you and determine whether it is
poisoned, provided that you can see and smell it.
During a long rest, you can prepare and serve a meal that helps you and your allies recover from the rigors of
adventuring, provided you have suitable food, cook’s utensils, and other supplies on hand. The meal serves
up to six people, and each person who eats it regains two additional Hit Dice at the end of the long rest. In
addition, those who partake of the meal have advantage on Constitution saving throws against disease for
the next 24 hours.

EMPATHIC
You possess keen insight into how other people think and feel. You gain the following benefits:
•
•
•

Increase your Wisdom score by 1, to a maximum of 20.
You gain proficiency in the Insight skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
You can use your action to try to get uncanny insight about one humanoid you can see within 30 feet of you.
Make a Wisdom (Insight) check contested by the target’s Charisma (Deception) check. If your check succeeds,
you have advantage on attack rolls and ability checks against the target until the end of your next turn.

HISTORIAN
Your study of history rewards you with the following benefits:
•
•
•
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Increase your Intelligence score by 1, to a maximum of 20.
You gain proficiency in the History skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
When you take the Help action to aid another creature’s ability check, you can make a DC 15 Intelligence
(History) check. On a success, that creature’s check gains a bonus equal to your proficiency bonus, as you
share pertinent advice and historical examples. To receive this bonus, the creature must be able to understand
what you’re saying

INVESTIGATOR
You have an eye for detail and can pick out the smallest clues. You gain the following benefits:
•
•
•

Increase your Intelligence score by 1, to a maximum of 20.
You gain proficiency in the Investigation skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
You can take the Search action as a bonus action.

MASTER OF DISGUISE
You have honed your ability to shape your personality and to read the personalities of others. You gain the following
benefits:
•
•
•

Increase your Charisma score by 1, to a maximum of 20.
You gain proficiency with the disguise kit. If you are already proficient with it, you add double your
proficiency bonus to checks you make with it.
If you spend 1 hour observing a creature, you can then spend 8 hours crafting a disguise you can quickly don
to mimic that creature. Making the disguise requires a disguise kit. You must make checks as normal to
disguise yourself, but you can assume the disguise as an action

MEDIC
You master the physician’s arts, gaining the following benefits:
•
•
•

Increase your Wisdom score by 1, to a maximum of 20.
You gain proficiency in the Medicine skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
During a short rest, you can clean and bind the wounds of up to six willing beasts and humanoids. Make a
DC 15 Wisdom (Medicine) check for each creature. On a success, if a creature spends a Hit Die during this
rest, that creature can forgo the roll and instead regain the maximum number of hit points the die can restore.
A creature can do so only once per rest, regardless of how many Hit Dice it spends.

MENACING
You become fearsome to others, gaining the following benefits:
•
•
•

Increase your Charisma score by 1, to a maximum of 20.
You gain proficiency in the Intimidation skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
When you take the Attack action on your turn, you can replace one attack with an attempt to demoralize one
humanoid you can see within 30 feet of you that can see and hear you. Make a Charisma (Intimidation) check
contested by the target’s Wisdom (Insight) check. If your check succeeds, the target is frightened until the end
of your next turn. If your check fails, the target can’t be frightened by you in this way for 1 hour.

NATURALIST
Your extensive study of nature rewards you with the following benefits:
•
•
•

Increase your Intelligence score by 1, to a maximum of 20.
You gain proficiency in the Nature skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
You learn the druidcraft and detect poison and disease spells. You can cast detect poison and disease once
without expending a spell slot, and you regain the ability to do so when you finish a long rest.
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ORDNANCE
This feat is the making of a Grenade or Charge.
•

You must have the Explosives proficiency and an explosives or firearms toolkit for this feat. For the price of
three turns, you are able to make a single explosive Grenade or Charge.

PERCEPTIVE
You hone your senses until they become razor sharp. You gain the following benefits:
•
•
•

Increase your Wisdom score by 1, to a maximum of 20.
You gain proficiency in the Perception skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
Being in a lightly obscured area doesn’t impose disadvantage on your Wisdom (Perception) checks if you can
both see and hear.

PERFORMER
You master performance so that you can command any stage. You gain the following benefits:
•
•
•

Increase your Charisma score by 1, to a maximum of 20.
You gain proficiency in the Performance skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
While performing, you can try to distract one humanoid you can see who can see and hear you. Make a
Charisma (Performance) check contested by the humanoid’s Wisdom (Insight) check. If your check succeeds,
you grab the humanoid’s attention enough that it makes Wisdom (Perception) and Intelligence
(Investigation) checks with disadvantage until you stop performing.

QUICK-FINGERED
Your nimble fingers and agility let you perform sleight of hand. You gain the following benefits:
•
•
•

Increase your Dexterity score by 1, to a maximum of 20.
You gain proficiency in the Sleight of Hand skill. If you are already proficient in the skill, you add double
your proficiency bonus to checks you make with it.
As a bonus action, you can make a Dexterity (Sleight of Hand) check to plant something on someone else,
conceal an object on a creature, lift a purse, or take something from a pocket.

RACIAL FEATS
This includes the Racial Feats on Page 73 of the XGE, modified as follows:

1. DRAGON FEAR/ DRAGON HIDE
Dragon Fear and Dragon Hide are Racial Feats for Therian, adapted for their particular antecedent.

2. WOOD ELF MAGIC/ELF MAGIC
Wood Elf Magic is only for Wylde Elfs. The others are available to any Elf. These tend to run in elf families, and are
remainders of the power they once had during the God’s War.

3. INFERNAL FLAMES
The Flames of Phlegethos and Infernal Constitution are available to all races, because Demons are not very picky.
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COST OF RACIAL FEATS
There is a cost for a Racial Feat, however, unlike a typical Feat. Racial Feats cost the PC 1d6 HP whenever used,
recovered after a short rest. This is because the use of one takes a lot out of the character.

SILVER-TONGUED
You develop your conversational skill to better deceive others. You gain the following benefits:
•
•
•

Increase your Charisma score by 1, to a maximum of 20.
You gain proficiency in the Deception skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
When you take the Attack action on your turn, you can replace one attack with an attempt to deceive one
humanoid you can see within 30 feet of you that can see and hear you. Make a Charisma (Deception) check
contested by the target’s Wisdom (Insight) check. If your check succeeds, your movement doesn’t provoke
opportunity attacks from the target and your attack rolls against it have advantage; both benefits last until the
end of your next turn or until you use this ability on a different target. If your check fails, the target can’t be
deceived by you in this way for 1 hour.

SPEAR MASTERY
Though the spear is a simple weapon to learn, it rewards you for the time you have taken to master it. You gain the
following benefits.
•
•
•

•

You gain a +1 bonus to attack rolls you make with a spear.
When you use a spear, its damage die changes from a d6 to a d8, and from a d8 to a d10 when wielded with
two hands. (This benefit has no effect if another feature has already improved the weapon’s die.)
You can set your spear to receive a charge. As a bonus action, choose a creature you can see that is at least 20
feet away from you. If that creatures moves within your spear’s reach on its next turn, you can make a melee
attack against it with your spear as a reaction. If the attack hits, the target takes an extra 1d8 piercing damage,
or an extra 1d10 piercing damage if you wield the spear with two hands. You can’t use this ability if the
creature used the Disengage action before moving.
As a bonus action on your turn, you can increase your reach with a spear by 5 feet for the rest of your turn

STEALTHY
You know how best to hide. You gain the following benefits:
•
•
•

Increase your Dexterity score by 1, to a maximum of 20.
You gain proficiency in the Stealth skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
If you are hidden, you can move up to 10 feet in the open without revealing yourself if you end the move in a
position where you’re not clearly visible.

SURVIVALIST
You master wilderness lore, gaining the following benefits:
•
•
•

Increase your Wisdom score by 1, to a maximum of 20.
You gain proficiency in the Survival skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
You learn the alarm spell. You can cast it once without expending a spell slot, and you regain the ability to do
so when you finish a long rest.
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THEOLOGIAN
Your extensive study of religion rewards you with the following benefits:
•
•
•

Increase your Intelligence score by 1, to a maximum of 20.
You gain proficiency in the Religion skill. If you are already proficient in the skill, you add double your
proficiency bonus to checks you make with it.
You learn the thaumaturgy and detect evil and good spells. You can cast detect evil and good once without
expending a spell slot, and you regain the ability to do so when you finish a long rest.

TODAY
Today is the ninth day of the tenth week of the tenth month. Ninetenten of the year two hundred ninety nine. The
New Year’s Festival starts today. It is a typical cold winter’s morning. Snow has piled up outside unless you are in
Aztlan or Lemuria, and the chill is threatening to get into your bones.
Your breath fogs the air as you dress and make ready for the day, your thoughts on what to do now that you have
become an adult and an adventurer.
The future, you remind yourself, is what you make of it.
As that thought finishes in your head, there is knock at your door.
Time to see what you will make of it.

INFLUENCES & INSPIRATION
The first Wyrlde campaign was started in 1982, The last one until now was in 1996. Each of those that came before fed
into this one, and all of it was pretty wild, with different experiments and efforts along the way.
The influences that feed into Wyrlde are many and vast. The Mythopoetic Creatrix of the setting is a sociologist and
psychologist, and she has a broad range of interests and ideas. She draws often from pop culture and meme culture
for some things, but also from History, from the same sources as the original D&D game, from the Sourcebooks, past
adventures in previous incarnations of Wyrlde, and the usual traditional sources.
Development on the Setting and Campaign began in late May and early June of 2019. Every element of the setting
was looked at, because nothing in this world is without a reason – even if that reason may sometimes be “the sheer
damn foolishness of it”.
But for this incarnation of Wyrlde, she chose to not only step outside the realm of typical and comfortable and
familiar, but to rely on newer, younger sources for inspiration and ideas. As a glance through this work will tell you,
she has drawn heavily from Anime imagery, manga and anime works, and not merely in the sense of the Fantasy
ones.
The anime most clearly influential are SWORD ART ONLINE, LOG HORIZON, GATE, A CERTAIN SCIENTIFIC RAILGUN,
PUELLA MAGI MADOKA MAGICA, MAGICAL GIRL RAISING PROJECT, YUKI YUNA IS A HERO, AKAME GA KILL, BLADE &
SOUL, RISING OF THE SHIELD HERO, GRANBLUE FANTASY, GRIMGAR, and YONA OF THE DAWN.
She has spent time on TVTropes, trying to deconstruct and even rebuild some ideas, and she has turned to video
games such as HORIZON ZERO DAWN and DESTINY. She has pulled from a host of authors, including Stephen
Donaldson, Stephen King, Tamora Pierce, Rebecca Roanhorse, Patricia Briggs, Kim Harrison, Kameron Hurley,
Leigh Bardugo, N.K. Jemisin, Brian Vaughn, Fiona Staples, Ao Jyumoni, Glen Cook, Reki Kawahara, Tanya Huff,
and Elizabeth Moon to name only a few.
She hopes you find her hard work worthy of your time, and that it brings you happiness, even if for but a little while.
After all, you want to be a Hero, don’t you?
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