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5™ EDITION ROLE PLAYING
AMAZING ADVENTURE

()

A MULTI-GENRE ROLE PLAYING GAME

INTRODUCTION
SOUTH AMERICA, 1940

“Well this sure is a pickle,” Tennessee O’Malley said.

He paced the walls of the cell, tapped on them every few feet or gave
them a pointless shove or half-hearted kick. “I don’t know how we’re
getting out of this one,” he said.

“I'm working on it,” Bucky said. “Give me some time.”

“Ten,” Mackie said, “Please sit down. You're making me nervous.
Even if Bucky doesn’t have what he needs here, remember, we're not
alone, here. Also, this whole excursion was your idea.”

Tennessee turned on the young woman and leader of his group. Even
in this dank, dirty cell, her blouse stained and torn, her hair matted
with sweat, he had to admit, she was stunning. Her chestnut brown
hair cascaded in waves over her face, and her dark eyes were as deep
as the night. He’d been surprised at the depth of feelings he was
starting to feel for her over the past few months. They'd been great
friends for years, but this...this was different. And a problem, since
Tennessee was well aware of Bucky’s feelings for her, regardless of
whether she returned those feelings.

Gods dammned work relationships, he cursed to himself, mess
everything up.

Still, her voice was soothing, an unique talent she’d used to great
effect to get them out of many a similar problem.

He walked over next to her and sat down.

“You're right,” he said. “It was my idea. But we couldn’t pass up a
chance to investigate another one of those gateways.”

“Or stop the Dragons from getting hold of it,” Bucky reminded.

Mackie held up her hand. “I know, I know. You're right. It's just...” she
trailed off. Both men could see her eyes starting to well up in the dim red
rays of twilight that filtered in through the window high up on the wall.

o

Tennessee put a hand on her shoulder. “Hey, darlin’,” he said, his
Southern drawl softening the edge on his words. “What's the story,
morning glory? You been out of sorts since we started this little
misadventure.”

She managed a half-smile. “This whole thing just feels...off,
somehow,” she said. “It’s different than our other adventures. And
Nat...God, I hope Nat’s okay.”

Tennessee shook his head. “She took one,” he said. “I saw it. I think it was
just in the shoulder, but in the jungle. . .I don’t know. Listen; Maddie was
with her, and so was Steve. They got away. They had to.”

Mackie blinked at him. “How can you be sure?”

Bucky said, “Tennesee’s right. Look, you know I don’t put a lot of stock
in that mumbo jumbo they do. It's not scientific. But I saw them vanish.
Whatever that trick is that Nat does, she was still able to use it.”

A commotion sounded in the hall. “Someone’s coming,” Tennessee
hissed, and tensed, ready to pounce. “This could be our chance.”

The door swung open and Tennessee barely had a chance to get to his
feet before three gquards with Chicago typewriters burst in, one weapon
turned on each of the captives. One of the guards barked, “Down!”

Mackie clutched at Tennessee and pulled him back. “Ten,” She said,
“please. This isn’t the right time.” Then she turned her attention to
the guards, her uncanny ability to defuse situations coming fully to
the fore. “Let’s stay calm,” she said. “Nobody'’s going to do anything
stupid. Your boss wants us alive for a reason. He wouldn’t be happy
if you put one of us down.”

5™ EDITION ADVENTURES 9



A fourth figure entered the room, this one a lithe woman with pale
skin and black hair streaked with gray, pulled away from her face
and tied with a ribbon. She was a striking woman, probably in her
early 50s, but with the panther-like figure of a woman twenty years
her junior, who may have performed in the Olympics. She wore a
close-fitting uniform that was devoid of markings, but was built to
allow for maximum flexibility. Across her back was slung a bow,
and at her hips hung swords.

“Well, well,” she purred, a French accent teasing the edge of her
words. “If it isn’t the famous Brotherhood of William St. John.”

“Lila,” Tennessee grunted. He whispered to Mackie. “You know
what that means.”

Mackie nodded. “Either Schwartzhofer or Doctor Serpent isn't far
away.”

Lila hissed at them, then nodded towards Bucky.
“Him,” she said. “The master wants him.”
“No!” Mackie yelled, but a submachinegun in her face quieted her.

Bucky’s face contorted in fear and he was barely able to comprehend
what was happening before they dragged him out and slammed the
door. The moment they were gone, Tennessee was at the door, trying
to see through the small window to determine where they went. A
few tense moments passed before he slammed his fist on the door and
turned back.

“Dammit,” he said. “I can’t see a thing.”

Mackie looked up at him, her face a twisted mask of fear, sadness,
and grim determination. “We have to get out of here,” she said. “I
don’t care how, but we have to get out of here, and if Doctor Serpent
is here, I want him dead. And I want to see the body.”

INTRODUCTION: A MULTIGENRE
ROLE PLAYING GAME

Welcome to Amazing Adventures, one of the first modern
multigenre RPGs to use the Fifth Edition of the rules for
the most famous Fantasy RPG in history. We're pleased to
offer this book, and we hope it fills a much-needed gap in
the market. This book has been in the works since the Fifth
Edition rules first hit the stands in 2015, and it’s been a labor
of love every step of the way.

Troll Lord Games has done well with our line of Fifth Edition Role
Playing and Fifth Edition Adventures products, and we're thrilled
to offer this complete role playing game that lets you stretch your
5e campaigns to any genre you want, from swashbuckling pirates
in the 17" Century to postmodern tech-noir.

While many elements of this core book focus on the “pulp”
era of the 1920s through 1950s, the rules are there (including
more modern firearms) to play any era of game you like. We
hope to follow this book up with a variety of genre, options
and setting sourcebooks", which will bring a wealth of other
genre-based rules to the table, including weird western,
science fiction, and more.
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UPDATING FIFTH EDITION FOR MODERN
GAMING

Converting the original Amazing Adventures rules has been
an unique challenge —while many of the core assumptions
of that rules set are very similar to those in the Fifth Edition
rules, others are quite different. Herein you will find brand
new character classes as well as a few modified versions of
classic Fifth Edition Fantasy classes updated for modern play.

For those familiar with the existing rules, this system uses a
slightly different approach to Armor Class. While it works the
same from a rules perspective, heroes in a modern game don’t
wear armor, so instead each class gets an AC progression that
increases as they level up. In addition, not every class adds their
Dexterity bonus to AC— this will be explained in Book One.

This is mentioned so that if you wish to use these character
classes alongside those in your Fifth Edition Fantasy game,
you should instead simply assign them fantasy armor
proficiencies, have all classes add Dexterity to AC, and go
with it. Likewise, if you wish to use standard Fifth Edition
Fantasy classes in an Amazing Adventures game, you'll need
to choose an attribute for them to add to AC (usually one of
those in which they have save proficiencies) and assign an
AC progression. If you look carefully, you'll pick out three
progressions herein: a strong, medium and weak.

REeFereNces 1o FiFTH EpiTION FANTASY

Though Amazing Adventures is a self-contained game
which requires no other books to play, you may sometimes
see references to certain books from the Fifth Edition of the
World’s Most Famous RPG. For brevity and copyright’s sake,
these references will use relatively standardized terminology.
They are as follows:

Fifth Edition Fantasy: The World’s Most Famous Role
Playing Game
Fifth Edition Fantasy GM’s Guide: The Game Master’s Guide
for that game.

Fifth Edition Fantasy Player’s Guide (or Player’s Handbook):
The PHB or player’s handbook for that game.

Fifth Edition Fantasy Monster Guide (or Tome): The monster
book for that game.

Generally speaking, such references will be to additional
resources that a player or GM might find helpful to expand
or enhance their game, but are not absolutely necessary for
play. Amazing Adventures is, after all, derived from the SRD
and Open Game License, so compatibility with that game is
not only assumed, it was paramount in our game design. That
means you can drop most elements from one game straight
into the other with little to no alteration or preparatory work.

WHAT IS A ROLE PLAYING GAME?

We will assume that you have at least some idea of what a
role playing game is if you've picked this up; if not, suffice it
to say that role playing is like playing cowboys and Indians,
or cops and robbers when you were a kid, but with rules in



play to avoid things like, “I shot you!” “No, you didn’t! I'm
bullet proof!”, and with the exception that you generally talk
out your stories instead of acting them out. All of this will
become clear as you read further into the book.

In essence, role playing is an exercise in collaborative
storytelling, where you get together with your friends, each
of whom takes on the role of a single character in a larger
story. These characters are guided by one player who acts as
the Game Master, a sort of master of ceremonies who controls
everything in the world that is not one of the other players’
characters.

The Game Master sets the stage and the elements of the story,
from the weather down to the shadowy guy in the long coat
standing at the mouth of that alley in the seedy section of
town, and generally gives the players an obstacle to overcome

or a goal to achieve through their characters. Often you work
together, as a group, rather than in competition, to reach this
goal just like the protagonists in a novel or movie.

WHAT YOU'LL NEED

To play, you'll need a few basic supplies:

1. This Rulebook
2. Paper and pencils

3. At least one set of polyhedral dice: one four-sided, three
or four six-sided, one eight-sided, two ten-sided (of
different colors, or one having “Tens” listed on it, i.e. 10,
20, 30, etc.), one twelve-sided, and one twenty-sided. You
can find these online or at your local gaming store.
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4.  Atleast two friends. The ideal number of players varies by
gaming group, but most consider a game master and 5-7
players as the ideal size. Games have been run, however,
with as few as two or as many as twenty-plus players!

ReADING THE DIcE

How these dice come into play will become clear as you read
through the rules but note that when you see a designation
like “2d6,” that means “roll two, six-sided dice.” When you
see a reference to % dice or “percentile dice”, roll the 2d10
(that’s two, ten-sided dice) and read them as a percentage
score from 1 (01) to 100 (00) rather than adding them together.
If you don’t have a “tens” die, designate one of your tens as
the “tens” die before rolling, and read that one first.

That's the basics. The details will clear themselves up as we go on.

A MULTIGENRE GAME

Amazing Adventures in its original incarnation was designed
to be an RPG for the pulp era of the 1920s through the 1950s. It
quickly became evident, however, that the truth behind “pulp”
is that it's the root of every single genre of gaming we in the RPG
industry enjoy. The pulps included heroic fantasy, high fantasy,
time travel, science fiction, action, adventure, exploration, horror,
noir, detective stories and the roots of all the genre fiction we
enjoy today, as well as the roots of the games we play. As such,
for the fifth edition rules (and indeed, in forthcoming printings
of our house system version) we’re shifting focus away from a
specific 30-year era into a multi-genre approach.

What does that mean, exactly? It means that this game aims
to present a toolkit of rules that allow you to play just about
any sort of game you can imagine. For obvious reasons, we'll
steer clear of the majority of traditional fantasy and swords-
and-sorcery gaming — the original game that forms the source
of these rules has that covered and has since ‘round about
1974. But whether you're looking to run a gritty World War
II game, a game of modern urban fantasy, a traditional noir
detective game, a futuristic science fantasy game, or any other
sort of campaign, these rules will have you covered.

This game makes no pretentions of bringing role playing
into a new level. It’s just about fun. What we're trying to do
here is provide you the tools you need to run a game in any
number of fiction genres. What this means is that not every
rule or even character class in this book will be used in every
game. Before you can begin your game, you have to decide
what tropes you're going to use.

This game is designed as a toolkit to give you exactly the
kind of tools you need to take on your approach to modern
gaming with the 5" edition rules. We have taken the core of
the 5e rules set and expanded and adapted it as needed to
provide a robust but still lightweight and fast-playing system
for any sort of gaming you want. It should, in theory, also be
100% compatible with the core fantasy version of these rules,
allowing you to mix and match what you like.

The key word here is “mix and match.” Just because, for
example, the Arcanist character class is listed herein, that
doesn’t mean that every game will have spell-slinging
wizards. If your GM decides that magic-using characters
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aren’t appropriate for their game, then that’s the final word.
Before diving in, check with your Game Master to see what
kind of characters are appropriate for play.

REGARDING SENSITIVITY: A WORD OF
CAUTION AND A DISCLAIMER

While we are on the subject of appropriate characters, it’s
important to note that we live in a very different world than
the one we lived in even ten years ago. Social mores have
shifted powerfully, most would say for the better, and it’s
very important to be sure that every player in your group is
comfortable with the tropes, style, and characters you portray.
We have made every effort to avoid unpleasant stereotypes
and present a game that is accessible to all.

That being said, there are certain character archetypes,
backgrounds and features in this work which are time-honored
tropes of cinema and literature, but which, in the wrong hands,
could be played in an insensitive or offensive manner. This is in
no way the intent of the author or of Troll Lord Games, and we
feel it's important to urge all players and Game Masters to keep
in mind your group’s proclivities and preferences at all times.
If anything seems questionable for your group, by all means,
put it aside. In the end, simply be sensitive to your table.

An example of this is the classic femme fatale character, a
trope which when placed on a male archetype could take on
a very uncomfortable connotation, especially if portrayed
insensitively by the player or game master. By the same
token, it is indeed a classic character archetype in literature,
TV and film, and we shouldn’t ban it on the off-chance that
an irresponsible player takes a seat at your table and places an
inappropriate spin on it.

Rather, we put it to you, who know your friends and your
group, to police yourselves, and take a moment to think about
how each character, storyline and portrayal will affect the
players at your table in a personal way.

With all of that said, we sincerely hope that you enjoy this
first fully formed excursion into modern and multi-genre role
playing with the Fifth Edition rules set.
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BOOK ONE: BASIC CHARACTER CREATION

THE THIRD YEAR OF THE JALEX-SOLAR WAR

Plasma bolts erupted all around as Capt. Miranda O’Malley bobbed
and weaved her fighter through a gauntlet of Jalex fire. Her hands
danced across the controls of the cha-kiil starcraft. Designed by
the Titan colony in conjunction with their Decti allies for smooth
operation and maneuverability combined with brutal weaponry,
it was the ideal counter to the blunt weapons that served as the
devastating Jalex warships. Still, even for a pilot of her abilities, this
was a hell of an onslaught.

“Someone tell me how we get into these messes,” she muttered.

The musical voice of her wingman, the Decti warrior Clental, came
back over her comms: “You take unnecessary risks,” he said.

“Clental, you know I love you,” she barked back into the comms,
“but who asked you, anyway?” She grunted and dove hard right. A
plasma blast grazed the wing of her starfighter, and the entire ship
rolled out of control for a second until she brought it back. “That
was close.”

“Too close, I believe is the saying you humans use,” Clental clicked
over the comm.

“Quiet, you,” Miranda said. “I'm concentrating. I've got strange
readings in Sector 3, near the Anuket River. This could be what
we’re looking for.”

Another barrage of fire.

“Damn, I can’t shake these things! How did they get this far into
the system, anyway?”

Static, then: “Readings confirmed. Energy of both Jalex and...
unknown configuration. Coming from a volcanic fissure exactly 5.2
kilometers east of the the mouth of the Anuket.”

“If I'm remembering right, isn’t that the site of one of those ancient
ruins they found here?”

“Affirmative. It was a major archaeological dig, but the government
is being secretive about what they have found there.”

This was cause for alarm. What the Hell were the Jalex doing on
Venus, and how did they even get set up there without the Alliance
knowing about it? Miranda took her fighter into a sharp dive. “I'm
going in fast,” she said. “Hopefully I can lose them in the methane
clouds. I'm going to try a barn burner.”

“I would not advise that, Captain,” Clental said. “If you die, the
Knights of William St. John will be leaderless. And I...would most
regret it.”

“Noted. Just watch my six. I'm going in full burn.”

Miranda’s eyes flicked to her scanner and she caught Clental’s ship
execute a roll that would've been impossible for anyone but him or
her, bringing him neatly behind their pursuers. He opened up with
a barrage of his own, and two Jalex ships went up with quick bursts
of flame that just as quickly vanished in the vacuum. Three other
Jalex flipped to drive straight at him, while seven maintained their
pursuit of Miranda.

She ducked, rolled, and pulled out every single trick she’d ever
learned as a fighter jockey to stay one step ahead of them. Clental
was right; she was responsible for the entire Knights squadron (and
the larger society that most people didn’t even know existed) and
she hadn’t groomed an eventual replacement. She really should stop
taking risks like this.

But it was just too much to resist. Risk was who she was. Risk was
in her blood, going back hundreds of years.

So she clenched her jaw, flexed her fists on the controls, and
dove straight for a formation of methane clouds in Venus’ upper
atmosphere. If nothing else, it'd be a hell of a light show for the
colonists and archaeologists below. She hoped the Jalex would follow
her in, and her gambit was rewarded when all seven ships tore
straight after her. They fanned out behind her in a V formation, a
formation that gave them the best chance of detecting her. Something
aboutt he methane clouds in Venus' atmosphere interfered with
scanners. No human or decti scientist had yet figured out why and
Miranda was gratified to see the same apparently went for the jalex.

If this didn’t work, she knew, she could end up a lump of coal.
“Okay,” she muttered. “Here goes nothing.”

Miranda's fincers danced over the controls. She armed a plasma
missile, but simply released it without firing. It dropped away as she
cut her engines and jerked the stick back, hard. Her ship went nose
up, engines down, just meters from the falling missile. Then she
punched her afterburners hard, blasting the missile, which detonated
with a spectacular blossom, taking the entire cloud with it.

The plan was for Miranda to shoot up and out. Unfortunately, three
of the Jalex ships caught her flicker in their scanners just in time to
open up. Just as her engines flared, a barrage of fire caught the nose
of her cha-kiil, sending her into an uncontrolled spin as the cloud
detonated around her. She groaned as she fought the controls to no
avail; there was no bailing out, at least not until she cleared the
fireball. Worse, as she did clear the blaze, she discovered her cockpit
was fused and wouldn’t open. Then, out of the corner of her eye, she
caught another cha-kiil — Clental’s — also plummeting towards the
ground with smoke pouring from its wings.

“This is going to suck,” she muttered. “Clental, my love, you're on
your own, for now.”

The entire cockpit shuddered, then shuddered again. The shuddering
turned into a rapid vibration that grew worse the more gravity took
over. Miranda could feel the heat around her, even as she slowly,
gradually managed to regain some basic semblance of control.

“Gods of Hell, I might just survive this,” she muttered. Then she
said to her ship, “Come on, baby, hang in there for me.”

She pulled back; the fighter dove down. She fought it; it fought
back. She cursed at it, and it groaned in response. But gradually, in
increments of bare centimeters, Miranda O’Malley managed to get
the nose up, just enough to...

The fighter struck the ground like a sledgehammer on concrete.
The impact was brutal, to say the least, an explosive jolt that
Miranda felt all the way up her spine and through her neck, and
a head-splitting BANG! repeated by a series of additional banging
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and thumping noises as the ship bounced along the ground. The
entire world spun around her; no, it was actually the ship spinning
as it bounced like some sort of twisted carnival ride. Bits of metal
shrieked as the ground tore through them, and she saw pieces of her
precious ship fly off into the distance. She felt her chest constrict,
and sharp pains in her breastbone and ribs as she pounded time and
again into her restraints. She was dizzy. She couldn’t think straight.
There was drool...or was that blood?

She had a single moment of clarity: Isn’t my life supposed to flash
before my eyes or something?

Then, without warning...everything stopped, and all was black for
a few minutes. The universe came back into focus, and with it a
pounding headache. Every inch of her, every bone, muscle, and joint
was in agony. The hot Venusian air blew in her face; somewhere
during the crash, she’d lost her canopy, which was what she’d
wanted to do in the first place. She took a deep breath, wincing
against the pain in her chest, just to see if she could.

“Thank gods for terraforming,” she muttered, though Venus had
been terraformed since long before Miranda was born. She tapped
her commlink. “Clental. Clental, you there? You alive?”

The machine hissed and beeped. It had taken a hit in the crash. She
shook her wrist and smacked it. Then, faintly: “I am here. I am alive.
More or less.”

“Do you need me to come to you? Are you in one piece?”

“I believe...I can walk. My fighter is also salvageable. Let us meet at
the archaeological ruin.”

A high-pitched whining sounded from above. Miranda squinted
into the sky and saw several points of light, moving towards her
relative position at a high speed.

“Fighters,” she muttered, then said into her comm, “Sounds like
a plan. We'd better hurry, though; we’re going to have company,
soon. With any luck I'll come across a ruined Jalex fighter between
here and there, and maybe we can get some answers.”

“Or more questions,” cane the response.

“That’s what I love about you,” she shot back. “Always so
optimistic.”

She dug into her fighter, withdrew a survival pack and her sidearm,
which she strapped on, then set off towards the fissure. She was, by
her comm scans, about two miles away, a 45 minute walk, roughly.

She moved for about 15 minutes through the valleys and gulleys
of Venus before, rounding a bend, she came across a smoking
wreckage. To her surprise, however, the vessel wasn’t a Jalex
ship, but of earth make. It had definitely been upgraded with Jalex
technology, but the basic design was of old Earth, the same class
that was used during the Earth-Decti War about 50 years ago,
before the misunderstanding came to light, and the two races
became fast friends.

She drew her sidearm and moved in, on alert. Someone was in the
cockpit, moving, but with a halting, jerking sort of gait. She was
inclined to say they were badly injured, but she’d never encountered
a Jalex in person so she had no idea how they moved. She kept her
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blaster trained on the shape, locked in, just in case, and approached
from a rear angle.

She was about twenty feet from the ship, when she saw something
that turned the blood in her veins to ice, sent a cold fist gripping her
heart and squeezing. She stumbled, dropped to one knee, couldn’t
catch her breath. It was like something out of a nightmare. A ghost
from a distant past she never knew, except in her darkest dreams, tales
of bogeymen her grandfather used to tell her when she was a little girl.

“It can’t be,” she breathed. “It just can’t be.”

The symbol on the wing of the ship was the symbol of Yig, an
ancient serpent deity worshipped by the archenemies of William St.
John, centuries, and possibly millennia ago, a global crime syndicate
known at the time as the Order of the Black Dragon.

Her head snapped up at a hissing sound. The canopy of the fighter had
raised, and the figure within was trying to pull themselves out. By the
basic form, it looked human. The fear and terror gripping her turned
to rage, and Miranda leapt up and strode forward. She grabbed the
pilot by the scruff of his neck and hauled him bodily the rest of the
way out of the cockpit. He screamed in agony. His legs were twisted
at awkward angles, and blood poured from a dozen wounds.

She tore his helmet off and was surprised again. He was so young,
barely old enough to be behind the stick. He was actually crying
from the pain. She estimated he didn’t have long. Minutes, maybe,
before he bled out. She leveled her blaster at him.

“Start talking,” she said, “and I'll make it quick. What's with the
Jalex tech on your ship, and where did you get 50-year-old designs
to begin with? And you’d better have a good answer for this one:
what’s with the symbol of Yig on your wing?”

He managed a wry grin through the blood and tears. She kicked him
in the ribs and he let out a half-human yowl of agony.

“Talk!” she screamed.

The young pilot coughed, a horrid, wet sound accompanied by a
splash of bright, frothy red blood — the sign of a punctured lung.
“You are a St. John. It is time, then. The Black Dragon,” he rasped,
“rises once more.”

“The Order died out centuries ago,” she spat. “You're lying. You
uncovered something, some old book somewhere. You're trying to re-
invent something but you have no idea what you're playing with!”

“Re-invented...nothing. And it’s you who has no idea.” He let out
a qurgle, spasmed twice, then lay still. She watched the focus leave
his eyes, until they were nothing but glassy mirrors, her face the last
thing burned into the retinas.

“Son of a bitch,” she muttered. “This is a goddamn nightmare.”

She cast her eyes around, holstered her blaster, and set back off
towards the ruin.

CREATING YOUR CHARACTER

The first thing you'll have to do, to play this game, is create
your character. Your character is a sort of archetype through
whose eyes you will see, whose ears you will hear, and whose



mouth you will speak in the fictional world of the game.
There are several basic steps to creating a character, with
advanced options presented in chapter two. The steps are as
follows. Don’t worry if it seems complicated; it'll break down
pretty simply once you dive in.

Assign Attribute Scores

Choose Languages

Record Speed

Choose a Character Class

Choose an Alignment (Optional)

Choose a Background and Character Traits

Record Inspiration Points

Equip Your Character
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Choose spells, gadgets, or powers (if an arcanist,
gadgeteer, or mentalist)

This chapter focuses on the basic aspects of character
creation — the first three steps above. It will review the method
for assigning attribute scores, learning languages and choosing
a character class. At its most basic level, Amazing Adventures
is playable with just these three elements. Your alignment,
background, equipment and the like help you to further flesh
out and define who your hero is and what they can do.

Arguably, you will need to know what kinds of weapons you
have, which fall under equipment, and if you're a Mentalist,
Gadgeteer, Hallowed, Occultist, or Arcanist, you'll certainly
need Book 3 for access to the spells and psionic powers. Other
than that, however, the very core of your character— their
capabilities and central approach to adventuring—is found in
this chapter.

ATTRIBUTES

Attributes represent a character’'s physical and mental
traits. All characters have six attributes. Each attribute has a
numeric score ranging from 3 to 18. Each attribute score also
has a corresponding modifier, which is a bonus or penalty
added to or subtracted from certain die rolls during the game
as detailed throughout the rules.

THE Six ATTRIBUTES

e  STRENGTH, measuring physical power

e  DEXTERITY, measuring agility and coordination

e  CONSTITUTION, measuring endurance and toughness

e  INTELLIGENCE, measuring reasoning and memory

e  WISDOM, measuring perception, mental strength and insight

e  CHARISMA, measuring force of personality and magnetism

BASIC CHARACTER CREATION
Is a character muscle-bound and insightful? Brilliant and
charming? Nimble and hardy? Ability scores define these
qualities —a creature’s assets as well as weaknesses.

The three main rolls of the game — the ability check, the saving
throw, and the attack roll —rely on the six ability scores.

THE BAsic SYSTEM

The basic rule behind these rolls, and the core of the game in
general, is very simple: roll a d20, add an ability modifier derived
from one of the six ability scores and the bonus (your proficiency
bonus) from any skill or tool proficiencies you might have, and
compare the total to a target number (called a difficulty class,
or DC) set by the Game Master. In the end, in order to play this
game, that’s 90% of what you need to remember.

The formula breaks down like this:

D20 + ABILITY BONUS + PROFICIENCY BONUS (IF ANY) > DC =
SUCCESS.

ABILITY ScORES AND MODIFIERS

Each of a creature’s abilities has a score, a number that defines the
magnitude of that ability. An ability score is not just a measure
of innate capabilities, but also encompasses a creature’s training
and competence in activities related to that ability.

A score of 10 or 11 is the normal human average, but
adventurers and many monsters are a cut above average
in most abilities. A score of 18 is the highest that a person
usually reaches. Adventurers can have scores as high as 20,
and monsters and divine beings can have scores as high as 30.

Each attribute score has a corresponding modifier that
can alter die rolls in the game. The modifier is a number
added to (or subtracted from) a d20 roll when a character
uses an attribute to take an action, make a saving throw
or use a class ability. These modifiers are derived from
the scores themselves, and range from -5 for a score of 1,
to +10 for a score of 30. Because ability modifiers affect
almost every attack roll, ability check, and saving throw,
ability modifiers come up in play more often than their
associated scores.

For example, a character attempting to bend the bars of a
prison cell would have his or her Strength modifier applied to
the roll. The amount of damage delivered to a foe is likewise
affected by the attribute modifier. A positive modifier is
called a bonus and a negative modifier, a penalty. Higher
attribute scores have higher bonuses, and lower attribute
scores have larger penalties. So, whether fighting a nasty
fishman or hungry cave bear, or avoiding the charms of a
femme fatale, attribute modifiers play a decidedly important
role in the game.

ATTRIBUTE MODIFIERS

1 2-3 4-5 6-7 8-9  10-11
-5 -4 -3 -2 -1 0 +1 +2

12-13 14-15 16-17 18-19 20-21 22-23 24-25 26-27 28-29 30

S +4 HS) +6 7 +8 9 +10
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To determine an ability modifier without consulting the table,
subtract 10 from the ability score and then divide the total by
2 (round down).

GENERATING ABILITY SCORES

Characters are generated via a point-buy attribute system. At
character generation, each attribute starts at 7, and the player
begins with 36 points to spread amongst his or her ability
scores on a 1:1 basis. No single attribute can begin above
18. In the end, each character’s ability scores, when added
together, should equal 78.

OPTIONAL: RANDOM GENERATION METHOD

Some GMs and players like to randomly generate
attributes. In this case, simply roll 4d6, keeping the
highest three scores. Do this six times and arrange the
scores as you see fit.

OPTIONAL: THE STANDARD ARRAY

For a more standardized version of attributes, which gets
you up and running really fast, the GM can simply allow
a set of ability scores that are the same for all characters.
This standard array should be 16 15 14 13 11 9, arranged
to taste, which is buyable with the point spread above.

For a higher powered game, allow an extra 5 points and
delineate your standard array as follows: 17, 15, 13, 12, 10,
10. This will result in characters who are, at worst, average
in a couple of areas, but excel at their best places. Consider
carefully before taking this approach, keeping in mind
that your heroes will improve their ability scores as they
go, which can result in truly superhuman characters.

USING FANTASY RACES

If you wish to incorporate 5e Fantasy races into your
Amazing Adventures game, these races gain only 30
points, and their ability scores should total 72 when
complete. If using the standard array, simply use the
standard array from the core 5e Fantasy Players Guide or
reduce the numbers in the standard array above by 1 each.

CHOOSING A FEAT AND SkiLL PROFICIENCY

If you wish to do so, you may decrease any 4 of your ability
scores by 1 each, and select one Feat for your character, plus
proficiency in one skill of your choice. For more about feats,
see Book Two: Rounding Out the Character.

RaIsING ABILITY SCORES

As your character increases in level (every 4 levels, to be
precise), you will increase one or two ability scores. At these
times, as indicated in your character class, you will choose to
either raise one ability score by +2, or two ability scores by +1
each. Under normal circumstances (that is, without magical
or other artificial involvement) ability scores cannot ever
exceed 20 for a human being, even through the course of play
as you achieve higher levels.
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Magic, psychic powers, drugs and other phenomena may
temporarily raise ability scores higher than 20, but in general
these effects wear off (sometimes with consequences). Only
in cases of super powers (see “Powered Heroes,” under the
Gadgeteer class) and with the GM’s explicit approval, can an
ability score go above 20 on a permanent basis.

ABILITY CHECKS

The core rules system behind Amazing Adventures relies totally
on the idea of the ability check. In general, whenever the outcome
of a task is in question, a player will make a check by rolling a
twenty-sided die (d20), adding the appropriate ability modifier
(and sometimes their proficiency bonus) and checking the result
against a Difficulty Class (or DC) set by the Game Master.

Sometimes this DC is determined by a specific formula
(saving throws against spells and powers, for example, use
a formula of 8 + Proficiency Bonus + Ability Bonus of the
power’s wielder), while others are set using a sliding scale
and the GM’s best judgment as to how difficult the task at
hand may be. In still other cases, the difficulty might be set by
the ability or check of an opponent.

THE PROFICIENCY BONUS

The proficiency bonus is a special bonus that every character
gets, which improves as they go up in level. This bonus sets
abilities in which the character is specifically trained apart from
those the character is simply attempting to do “off the cuff.” For
example, anyone can try to sneak by making a Dexterity check.
Characters who are proficient in the stealth skill, however, will
add an extra bonus to the effort: their proficiency bonus.

Each character’s proficiency bonus begins at +2. It increases at
levels 5 (+3), 9 (+4), 13 (+5), and 16 (+6).

Every character class and background allows the character
proficiency in a few skills, weapons, tools and saving throws.

PAssIVE SCORES

Every hero and NPC also has “passive” scores, which can
be used to speed things up. The most common of these is
the passive Perception score, which is used to determine
whether heroes happen to notice things when they’re not
actively searching.

The passive score serves as both your “assumed” roll on any
check, as well as the DC against which other people must
succeed on given checks. It is always 10 + your ability bonus
+ your proficiency score (if you are proficient in the check or
skill being checked.) Thus, your passive Perception score is 10
+ your Wisdom modifier, plus your proficiency bonus (if you
are proficient in the Perception skill). If you are not proficient,
you do not add your proficiency bonus to your passive score.

Your passive score should always be assumed to be the
minimum on a check in which you are proficient, unless you
roll a natural, unmodified 1. That is, if a hero rolls a Wisdom
(perception) check, and the result is less than their passive
score, the passive perception score should be used, unless the
roll comes up 1, in which case they always fail.



If you are not proficient in a skill or check, you can roll under
your passive score on an active check, and if the GM calls for an
active check, you cannot choose to rely on your passive score.

EXAMPLE OF ABILITY CHECK AND SKILL USE

Natalya the Fox is attempting to sneak up on two guards
in an attempt to infiltrate the secret base of the Order of
the Black Dragon. In this case, her DC to succeed is equal
to the guards’ passive Perception score (more on this
later), which the GM knows to be 10. She is proficient in
the stealth skill, so she rolls d20 + her Dexterity bonus
of +4 and her proficiency bonus of +3 (she is fifth level).
Her d20 comes up a 6 —not too good. However, adding
+7 for her bonuses, she easily beats the guards’ passive
Perception of 10, and slips unnoticed behind them.

LANGUAGES

Every character begins play with native fluency and literacy in
his or her native language - the language that is common to the
region from which they hail. American characters speak English;
German characters speak German, etc. Beyond this, characters
receive bonus languages equal to their Intelligence bonus, which
they can speak, read, and write fluently at the beginning of play.
These languages are in addition to any granted by a character’s
backgrounds or character classes. If a character has an Intelligence
penalty, they still speak and read their native language; they
simply do not gain any bonus languages (other than those
potentially provided by class or background selection).

There is no standard list of languages for Amazing Adventures,
as it takes place (nominally) in the real world (or a close
approximation to it), or in a fantasy, science fiction or horror world
of your design. As such, it's impossible to create an authoritative
list of the literally thousands of languages that exist.

LEARNING LANGUAGES IN PLAY

Learning new languages is not something that can normally
be done overnight. Characters should be encouraged to learn
new languages during the course of play if they desire, but
unless they retire for a year or so to study, they should not be
allowed to read, write and speak the language immediately.
For example, Quinton, who speaks only the Queen’s English,
travels with Erik, a Rom mentalist who speaks the Romani
tongue fluently. The player tells the Game Master that
Quinton is going to study the language while they travel; the
Game Master may allow him to get by with the new language
within a few months, but to not become fluent for several
years of travel. Languages can be an important part of the
game and can offer very challenging roleplaying obstacles
if the Game Master is not overly generous in handing them
out and the player is intrigued enough to unravel ancient
societies’ customs with halting words and hand gestures.

LANGUAGES AS ADVANCEMENTS

Alternately, for a more cinematic or fantastical means of
learning languages a character can choose three languages
when they would normally gain an ability score increase or
feat, instead of the ability increase or feat.

BASIC CHARACTER CREATION

WHY SO MANY LANGUAGES?

Astute readers will note that Amazing Adventures gives
characters more languages than they normally begin
play with in standard 5e fantasy gaming. The rationale
for this is simple: genre emulation. The core idea behind
this game is that of a multinational group of adventurers
who are educated and erudite. In addition, unlike in a
fantasy game, there’s no true “common tongue” on Earth
(English comes the closest, but it's not nearly the same).

As you'll see later, members of the Raider class get
even more languages, making them useful companions
indeed, on international travels! However, for Game
Masters who prefer the traditional method of restricting
languages by class and background, you can simply
ignore this rule. It shouldn’t negatively affect play,
depending on the kind of campaign you wish to run.

SPEED AND MOVEMENT

All characters in Amazing Adventures are assumed to
be human (though future sourcebooks may include alien
and other nonhuman races). As such, all characters, unless
otherwise noted in their character class, have a movement
rate of 30 feet per round.

CHARACTER CLASSES

The next step in creating a character is to choose a class, or
broad archetype of the kind of character you wish to play. In
Amazing Adventures the character classes are:

. ARCANIST, a master or mistress of the mystic arts, who
weaves arcane effects, calling upon the sheer creative
and destructive energies of the multiverse to twist reality
according to their will.

e GADGETEER/POWERED, a character with an arsenal of
super-science devices at their disposal, or who through
fate or design has developed extraordinary and
sometimes unnatural abilities.

e  GUMSHOE, a super sleuth with the ability to track fugitives
across the world, chase down the smallest details of a
story, and case crime scenes for those bits of clues and
evidence others missed, all while taking down organized
and mundane crime the world over.

e  HALLOWED, a character touched by the divine, who
produces miraculous effects by calling upon the powers
of a deific force, or even of nature itself.

e  HOOLIGAN, a criminal or ex-con with the skills of stealth,
of knowledge of the streets, and the more unsavory ways
to “get things done.”

e MENTALIST, a hero with the mysterious powers of the mind,
who can see into the darkest corners of the human heart and
mind, who can convince someone you are not even there,
who can communicate at great distances and see things
across the world, or even move things with their mind.

e  OCCULTIST, a character who has achieved great and
mystical powers through making a pact with otherworldly
forces, often at the cost of their own sanity and humanity.
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e  PUGILIST, the down-and-dirty pit fighter, street martial
artist, or wrestler who gets things done in a personal sense,
the way they should be done—with your bare hands.

e  RAIDER, an archaeologist, anthropologist, field librarian
or other adventurer who seeks the thrill of lost societies,
ancient tombs, mythic artifacts, and the secret knowledge
and treasures they hide.

e  SOCIALITE, the hero who knows someone everywhere they
go, and has the resources to exploit those connections,
all while bolstering their companions and demoralizing
their enemies. From the underworld bartender to the
vicious femme fatale, this is one character that’s always
got the resources you need to get where you need to go,
and acquire what you want.

Each of these classes represents a very broad and general
picture of a classic genre archetype. The Raider, for example,
is the academic explorer who plumbs ancient tombs and
temples for lost treasures. The Gumshoe is the hard-boiled
detective, ace reporter or rough-and-tumble FBI agent
battling organized crime.

If these archetypes seem too broad and general, fear not!
After you choose your initial class, you will be given a chance
to customize that class to your liking in most cases, each
of these classes has in some way, as well as through feats,
backgrounds, skills, and other traits later on. There are even
options for multiclassing, allowing you to progress in several
classes at the same time to build a truly unique skills set. For
now, just choose the archetype that most closely suits your
character concept; we’ll build on that later.

Finally, given the wide variety of styles and sub-genres your
game might explore, players should check with their GM to
ensure that the class they wish to play is appropriate; not all
games feature mystical or supernatural abilities, and in such
games the arcanist, hallowed, occultist and mentalist are
inappropriate, as may be the gadgeteer and powered hero,
depending on the amount of “super science” or “steam punk”
the GM wishes to include.

ARMOR CLASS IN THE MODERN GAME

In modern gaming, it’s unusual for characters to run around
in body armor. As such, rather than an AC granted by armor,
each class now has an AC progression in their class tables
representing their defensive enhancements based on their
growing skill as adventurers.

In addition, not all classes add Dexterity to AC. In fact,
each class adds a different ability score based on that
class’ natural proclivities. While hooligans are nimble
and still add Dexterity, for example, arcanists instead add
Intelligence based on their ability to study an opponent
and predict where and how the next attack will come.
Pugilists add Constitution as they’re tough enough to
slough off minor hits. Mentalists add Wisdom (an intuitive
ability to sense where an attack will come), while Socialites
add Charisma (they are either so intimidating as to shake
foes, or are so attractive or magnetic as to be distracting
and thus disrupt attacks).
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CHANGES TO TRADITIONAL CLASSES

Some classes may, at a glance, appear to be re-named reprints
of “Standard” classes from the SRD and to be honest, one
or two are, save for adding a few modern skills and tools to
the mix. This is particularly true of the Arcanist (Wizard),
Hallowed (Cleric) and Occultist (Warlock).

The rationale for this is multifold: Firstly, there’s no reason to
fix what isn’t broken; secondly, the game should be playable
with just this book, rather than pointing you to other sources.
We may point to the core Fifth Edition Fantasy player’s guide
for certain options therein, but they aren’t 100% needed to
play the game. Everything you need is right here.

Further, reading more closely will reveal that in most cases, these
classes has in some way been tweaked and modified to fit a
distinctly modern game, as well as to provide additional options
(arcane traditions, divine domains and otherworldly patrons).

While all should still play fine alongside their original
counterparts, few are 100% straight reprints. Among these
changes are the additional progressions for armor class,
differing ability scores for AC adjustment, alterations to base
hit die, new paths, archetypes and the like, and flavor-based
renaming and changes to certain basic class abilities to reflect
the different style of play in a modern-style game.

NEew PatHs AND ARCHETYPES IN 5™ EDmON FANTASY GAMES

Because many of these classes are adapted from regular 5"
edition classes, the various character options presented can
be used without modification in those games. Specifically,
arcanist traditions work with wizards, hallowed domains
work with clerics, hooligan archetypes work with rogues,
occultist patrons work for warlocks, and pugilist fighting
styles work as monastic traditions for monks.

Usine 5™ EDpiTIoN FANTASY CLASSES

In addition, standard 5" Edition Fantasy classes can be used
with Amazing Adventures, and require very little work.
You will need to apply an armor class progression, since
modern characters aren’t prone to run around in chainmail.
You'll need to determine which ability score they should
add to armor class, and you'll need to apply modern weapon
proficiencies to the class as you see fit.

AC progressions come in three “flavors”: strong, medium
and weak, and progress as follows:

STRONG: start at 10, increase every 3 levels (Hooligan,
Mentalist, Raider, Socialite)

MEDIUM: start at 10, increase every 4 levels (Gadgeteer,
Gumshoe, Hallowed

WEAK: start at 10, increase every 5 levels (Arcanist, Occultist)

The pugilist is a special case, starting at 12, and increasing
every 3 levels as per Strong,.

In terms of weapon proficiencies, in general simple weapons
allow access to handguns, rifles and shotguns that do not have
full automatic or burst fire, while martial weapons permit
access to all firearms, including burst and automatic fire



weapons. You can tweak this to suit your individual game.

Choosing which ability score to add to AC is a relatively
simple prospect. Look at the saving throws for the class in
question, and choose one to serve as the armor class attribute.
The ranger, for example, lists Strength and Dexterity as saving
throw proficiencies. You could choose either, but in this case
it’s probably fine to leave the ranger adding Dexterity to AC.

The Druid is proficient with Intelligence and Wisdom; while
either works, Wisdom may seem the more appropriate ability
score, as the druid can sense the way their opponents interact
with the world around them, granting them a minor sort of
sixth sense in battle. The Paladin is proficient in Wisdom
and Charisma; you may determine that their moral and
ethical conviction gives them an intimidating presence that’s
distracting to foes — they add charisma.

Go through any class from the core Fifth Edition Player’s
Manual and make these choices, and you're good to go. In
this manner you can greatly increase the available classes for
your Amazing Adventures game; you need only come up
with a rationale for the class in your world, which unto itself
isn’t difficult—a druid could be a new age Wiccan or pagan
in the Reclamation tradition whose magic has measurable,
visible effects on the world. A paladin could be a demon
hunter or devoted soldier, either for a nation or serving a
private organization’s cause. A fighter is the consummate
solder, and the ranger is a survivalist and hunter.

It is recommended, however, that the cleric, wizard and
warlock be replaced with the hallowed, arcanist and occultist,
respectively, and not used alongside one another. This is
because these classes have been specifically modified to suit a
more modern style of play.

Likewise, should you choose to use the Pugilist alongside
the monk, it is suggested that the monk’s unarmed damage
progression be changed to match the Pugilist’s. The reason for
this is that in a world with guns being common, it’s important
for the rough-and-tumble fist fighter to be able to hold their own,
which means increasing their damage output commensurately.

Sorcerers could be used as they sit, adding charisma to AC,
and indeed a new sorcerous origin ideal for modern games —
the Fiendish Bloodline—can be found in our Fifth Edition
Player’s Guide to Aihrde, which also contains a wealth of
other character options for your 5e games.

RENAMING CHARACTER CLASSES FOR
DIFFERENT GENRES

The character classes here present a broad range of archetypes
you may find in a variety of different genres of play. They have
been named to give the class a bit of flavor as well as being
functional. That being said, some may evoke specific ideas in
one’s mind —the Gumshoe, for example, evokes hardboiled
detective stories, and while that’s fine for everything from
1920s through tech noir future stories, it's well within the
purview of the GM to simply declare that in a modern game,
space opera game or other genre, the class could simply be
re-named “Investigator.”

BASIC CHARACTER CREATION
In the end, while the classes have been named to be evocative of
the tradition in which they are rooted, that doesn’t mean they’re
not applicable to other settings by changing the name and basic
trappings. Even an Arcanist might work in a space opera game
by changing the nature of magic to work with limited amounts
of nanotechnology they can generate every so often to create
varying effects —a techno-mage or something of the sort.

Be creative and think outside the box —remember, Amazing
Adventures is a toolkit game, and never feel bound by the
letter of the rules, or be afraid to extrapolate where something
is left nebulous. Always keep it simple and straightforward,
and make alterations and house rules as best fit your table.

CHARACTER CLASSES AND EQUIPMENT

As with standard 5e fantasy games, your character class
and background will provide you with a starting package
of equipment. This, by and large, is both to offer the “bare
minimum” for your class, and to maintain full compatibility
with the 5e Fantasy rules. In truth, however, equipment is not
quite as important to a modern character as it is to a fantasy
character, since we all live in an era where we can pop down to
the local outdoors, hunting, hardware, or sporting goods store
and buy a tent, a flashlight, or even a weapon if we need it.

As such, you can feel free to swap out equipment here for
other items you choose, or even add to your character’s gear.
Just remember to be reasonable—would your character,
given their general level of wealth and their general career
outside of adventuring —actually possess such a thing? Very
few of us have access, for example, to nuclear subs. Most of
us as adults can at least afford a used car, on the other hand.

More guidelines for equipping your character can be found
in Chapter 3.

MobiryiNG EQUIPMENT LisTs FOR GENRE

If you choose to use these character classes in fantasy games
or other genres, you may see pieces of equipment that simply
don’t fit—computers, smartphones, and the like. In genres
and settings where such things don’t exist, simply work with
your GM to determine a suitable substitute and don’t sweat
it too much. That's the nature of multi-genre gaming —you’ll
need to tweak certain things to fit the setting and campaign in
which you're running.

EXPERTISE IN AMAZING ADVENTURES

In the Fifth Edition Fantasy rules, Expertise is a class
ability that allows the class in question (usually rogues)
to add double their proficiency bonus to a chosen skill.
Amazing Adventures uses it in the same way, but instead
of (or in addition to) it being a standard class ability, it is also
something a character can gain as a result of another class
ability. Therefore, whenever you see a class state that the
character “gains expertise” in one or more skills, that means
they add double their proficiency bonus to those skills.

AMAZING ADVENTURES CHARACTER CLASSES
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THE ARCANIST

Hidden in plain sight are those who strive to understand the oft-
forbidden and widely feared arcane magics of the multiverse.
These few must have no fear in their quest for knowledge, as
delving into the arcane involves powers and energies poorly
understood by those bound to mortal planes. If not harnessed
with care, unleashing these magics can cause catastrophes of
great proportion and slay those who dabble in this art. The
reward, however, for the diligence and willingness to plumb
the depths of these magical energies is potentially great indeed.
Arcanists bind themselves to this task, seeking to master eldritch
sorceries and unravel the riddles and meanings of the world.
They use their powers to reshape the world around them and, in
some cases, to bring great world leaders to their knees.

Arcanists are the archetypical magic-users, and they are
vastly superior to all others at understanding and harnessing
the magic that ebbs and flows through the multiverse. They
come from all social strata and can be found in all positions in
society. They may be employed by business tycoons, religious
organizations, world leaders or other powerful individuals
to whom they act as guides and advisors, but almost always
in secret. Many seek to dominate national (and even world)
politics, and often succeed. More often though, arcanists
work in solitude, far away from the prying eyes and keen
ears of enemies, spies and other arcanists who often consider
them to be untrustworthy and dangerous competitors in the
quest for arcane lore. In wind-swept towers or black Egyptian
tombs, far from the din of civilization, such arcanists find the
solitude, quiet and safety necessary to pursue their research
and carry out their oft-times dangerous experiments.

Though they come from many walks of life, all arcanists have
a few characteristics in common. They tend to be intelligent,
observant, diligent and have an exacting eye for detail. Their
unyielding search and thirst for knowledge of the eldritch powers
often generates a self-serving egomania in the most powerful
of arcanists. And, as they become ever more competent in
harnessing eldritch sorceries and bending the world about them
to their will, they suffer little distraction and afford interlopers
little forgiveness when their work is interrupted.

Woe to the foes of these powerful magic-users. Incurring
their wrath can mean the unleashing of horrid and terrible
magics few can comprehend, and fewer still are capable of
combating. An arcanist’s enemies are laid waste by balls of
blue flame and bolts of lightning called from elemental planes
or even by servants of the rulers of the nether worlds, conjured
forth to act on the arcanist’s behalf. They can make objects
disappear and transport themselves many miles away, see
into the darkness and build walls of force no man can pass.
The greatest of arcanists are powerful beyond measure.

An arcanist’s pursuits and studies, along with their intense
focus upon the arcane, mean a life of laboring over ancient
tomes of knowledge. This leaves arcanists little time to
learn and become proficient in any but the most common of
weapons, and not at all capable of wearing bulky clothing that
hinders the intricate somatic movements needed to cast some
of their most powerful spells. Yet this matters little to them,
as arcanists realize their wits and arcane powers are far more
powerful than any gun or sword, and that conjured servants
offer far more protection than any arcanist could possibly need.
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CLass FEATURES

As an arcanist, you gain the following class features.

Hit PoinTs

HIT DICE: 1d6 per arcanist level

HIT POINTS AT 157 LEVEL: 6 + your Constitution modifier

HIT POINTS AT HIGHER LEVELS: 1d6 (or 4) + your
Constitution modifier per arcanist level after 1%

PROFICIENCIES

WEAPONS: Daggers, darts, slings, quarterstaffs, light
crossbows, handguns, shotguns

TOOLS: None

SAVING THROWS: Intelligence, Wisdom

SKILLS: Choose two from Arcana, History, Insight,

Investigation, Medicine, Religion, and Science

ArMoR CLAss

You are always analyzing your opponents’ patterns and
seeing the most likely next action they will take, which
enables you to be elsewhere when their attack lands. You add
your Intelligence bonus to your AC.

EqQuiPmMENT

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

(a) a quarterstaff or (b) a dagger

(a) a component pouch or (b) an arcane focus

(a) a scholar’s pack or (b) an explorer’s pack

(a) ceremonial robes or (b) a trench coat

@)

a) a book of shadows

TABLE: THE ARCANIST
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SPELLCASTING

As a student of arcane magic, you have a book of shadows
containing spells that show the first glimmerings of your true
power.

CANTRIPS

At 1% level, you know three cantrips of your choice from the
arcanist spell list. You learn additional arcanist cantrips of
your choice at higher levels, as shown in the Cantrips Known
column of the Arcanist table.

Book oF sHADOWS

At 1% level, you have a book of shadows, your personal book
of arcane research and formulae to create mystical effects...
in common parlance, your spellbook. This book contains six
1¢- level arcanist spells of your choice. Your book of shadows
is the repository of the arcanist spells you know, except your
cantrips, which are fixed in your mind.

PREPARING AND CASTING SPELLS

Table: The Arcanist shows how many spell slots you have to
cast your spells of 1% level and higher. To cast one of these
spells, 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 arcanist spells that are available for
you to cast. To do so, choose a number of arcanist spells from
your book of shadows equal to your Intelligence modifier +
your arcanist level (minimum of one spell). The spells must
be of a level for which you have spell slots.

For example, if you're a 3"-level arcanist, you have four 1%-
level and two 2"-level spell slots. With an Intelligence of 16,
your list of prepared spells can include six spells of 1% or 2"
level, in any combination, chosen from your book of shadows.
If you prepare the 1*-level spell magic missile, you can cast it
using a 1*-level or a 2"-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 arcanist spells requires time
spent studying your book of shadows and memorizing the
incantations and gestures you must make to cast the spell: at
least 1 minute per spell level for each spell on your list.

SPELLCASTING ABILITY

Intelligence is your spellcasting ability for your arcanist spells,
since you learn your spells through dedicated study and
memorization. You use your Intelligence whenever a spell refers
to your spellcasting ability. In addition, you use your Intelligence
modifier when setting the saving throw DC for an arcanist 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 arcanist spell as a ritual if that spell has the
ritual tag and you have the spell in your book of shadows.
You don’t need to have the spell prepared.

SpELLCASTING Focus

You can use an arcane focus as a spellcasting focus for your
arcanist spells.

LEARNING SPELLS OF 15" LEVEL AND HIGHER

Each time you gain an arcanist level, you can add two arcanist
spells of your choice to your book of shadows for free. Each
of these spells must be of a level for which you have spell
slots, as shown on the Arcanist table. On your adventures,
you might find other spells that you can add to your book of
shadows (see “Your Book of shadows”).

ARCANE RECOVERY

You have learned to regain some of your magical energy
by studying your book of shadows. Once per day when
you finish a short rest, you can choose expended spell slots
to recover. The spell slots can have a combined level that is
equal to or less than half your arcanist level (rounded up),
and none of the slots can be 6 level or higher.

For example, if you're a 4™-level arcanist, you can recover up
to two levels worth of spell slots. You can recover either a 2-
level spell slot or two 1-level spell slots.

ARCANE TRADITION

When you reach 2" level, you choose an arcane tradition,
shaping your practice of magic through either specializing
in one of the eight schools: Abjuration, Conjuration,
Divination, Enchantment, Evocation, Illusion, Necromancy,
or Transmutation; or through becoming a techno-mage.

Your choice grants you features at 2" level and again at 6%,
10%, and 14" level.
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ABILITY SCORE IMPROVEMENT

When you reach 4" level, and again at 8", 12*, 16", and 19" 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.

SPELL MASTERY

At 18" level, you have achieved such mastery over certain
spells that you can cast them at will. Choose a 1-level
arcanist spell and a 2"-level arcanist spell that are in your
book of shadows. You can cast those spells at their lowest
level without expending a spell slot when you have them
prepared. If you want to cast either spell at a higher level, you
must expend a spell slot as normal.

By spending 8 hours in study, you can exchange one or both
of the spells you chose for different spells of the same levels.

SIGNATURE SPELLS

When you reach 20" level, you gain mastery over two
powerful spells and can cast them with little effort. Choose
two 3™-level arcanist spells in your book of shadows as your
signature spells. You always have these spells prepared, they
don’t count against the number of spells you have prepared,
and you can cast each of them once at 3 level without
expending a spell slot. When you do so, you can’t do so again
until you finish a short or long rest.

If you want to cast either spell at a higher level, you must
expend a spell slot as normal.

ARrcANE TRADITIONS

The study of arcane sciences is ancient, stretching back to the
earliest mortal discoveries of magic. It is firmly established in
fantasy gaming worlds, with various traditions dedicated to
its complex study.

The most common arcane traditions in the multiverse revolve
around the schools of magic. Arcanists through the ages
have cataloged thousands of spells, grouping them into eight
categories called schools. In some places, these traditions
are literally schools; an arcanist might study at the School
of Illusion while another studies across town at the School
of Enchantment. In other institutions, the schools are more
like academic departments, with rival faculties competing for
students and funding. Even arcanists who train apprentices
in the solitude of their own towers use the division of magic
into schools as a learning device, since the spells of each
school require mastery of different techniques.

SCHOOL SPECIALIZATION

You focus your study on magic in one of the seven schools
or traditions of magic. This focus gives you special abilities
when casting spells from that specific school.

SPELL SAVANT

Beginning when you select this school at 2" level, the cost
and time you must spend to copy a spell of your specialty
school into your book of shadows is halved.



SPELL-LIKE ABILITY

Beginning at 2™ level, choose one first-level spell you know
that is of your chosen school. You may use that spell as a
spell-like ability. You require no components to use this spell,
nor do you need to have the spell prepared. You may use this
ability one time, after which you must complete a long rest
before using it again. At tenth level, you may use this ability a
number of times equal to your Intelligence bonus. You regain
all expended uses after completing a long rest.

Potent CANTRIP

Starting at 6™ level, cantrips that you cast within your chosen
school affect even creatures that avoid the brunt of the effect.
If the cantrip is a damaging cantrip, when a creature succeeds
on a saving throw against your cantrip, the creature takes half
the cantrip’s damage (if any) but suffers no additional effect
from the cantrip. If the cantrip is non-damaging, creatures
suffer disadvantage to saves against it. Creatures who
normally have resistance against the effects of a cantrip you
cast, do not have resistance when you cast them.

Empowerep CASTING

Beginning at 10* level, creatures have disadvantage on saving
throws against spells that you cast from your chosen school. If
the spell you cast has no associated save, all variable effects of
the spell are increased by half.

In addition, you may instantly “recall” any one spell of your
chosen school that you have previously cast. This spell must be
of first through third levels (and used no higher than a third-
level slot to cast originally) and is immediately cast again, at
the same power level as though you had an additional spell
slot of that level available.

For example, an evoker who cast Magic Missile using a third-
level slot would be able to instantly recall the spell and cast it
again, as though spending a third-level slot. An evoker who
cast Fireball using a fifth-level slot, however, would not be
able to recall this spell; though Fireball is a third-level spell, it
was previously cast using a fifth-level slot, so is not accessible
for recall. Had Fireball been cast at base third-level, on the
other hand, it could be recalled and re-cast at third-level.

After you recall a spell in this manner, you may not do so
again until after you complete a long rest. At 18" level, you
may recall two spells in this manner, and at 20* level, you
may recall spells after a short rest rather than a long rest.

OVERCHANNEL

Starting at 14™ level, you can increase the power of your
simpler spells. When you cast an arcanist spell of 1** through
5% level of your chosen school, all variable effects of that spell
are maximized.

The first time you do so, you suffer no adverse effect. If you use
this feature again before you finish a long rest, you take 2d12
necrotic damage for each level of the spell, immediately after
you cast it. Each time you use this feature again before finishing
a long rest, the necrotic damage per spell level increases by
1d12. This damage ignores resistance and immunity.
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TecHNo-MAGE

Techno-magi, also called technomancers, are a relatively new
arrival on the mystical scene. They are those arcanists who
have learned to meld their magical abilities with technology,
particularly the technology of the internet and networks. At
higher levels, they can create wonders of magical technology,
including weapons that function as magical items, and even
prosthetic magical attachments. Some can actually become
true ghosts in the machine, projecting their consciousness
into the internet.

COMPUTER LITERATE

At 2 level, you gain proficiency with computers and
electronics Kits.

VIrRTUAL Book oF SHADOWS

Also at 2" level, you store your book of shadows on a mobile
device, such as a tablet, smartphone or portable notebook
computer. Your storage space on this device is infinite, being
attached to the “magi-cloud.” You may automatically access
any wireless network around with this device, and even in
wifi “dead zones” you can still make an Intelligence saving
throw (DC 15) to obtain wireless access.

Should you ever lose this device, it takes 2d6 weeks of work to
obtain and attune another device. During this time you may
not prepare new spells, but once you attune a new device,
you may once more access your spells on the magi-cloud.

CoNsTRUCT FAMILIAR

Should you cast Find Familiar after taking this path, the
familiar you summon will be a construct rather than a celestial,
fey or fiend. It will otherwise have the standard stats as in
the spell, but will obviously be a machine, be it clockwork,
steam-powered, computerized, or otherwise mechanical,
electronic or constructed. At your option, it could also appear
as a remote-controlled small vehicle such as a model airplane,
drone, RC car or small robot, but the statistics of the creature
must still match those of the standard familiar options.

If you cast the spell at level one before choosing this path,
your previously-gained familiar transforms the next time you
call it forth, taking on its new construct form.

MacHINE CoNTROL

At 6" level, you have the power to animate and control
machines. Any spell you know that normally animates,
summons, conjures or otherwise affects living, dead or undead
biological matter, you may choose at the time of casting to
instead affect, create or control constructs. Hold person, for
example, would function against a humanoid robot, android,
or construct. Entangle summons cables and wires instead of
vines. Likewise, animate dead would instead create a construct
from various mechanical or electronics parts laying around.
Conjure Elemental could call forth a golem-like construct with
similar associated abilities as the listed spell, as could Conjure
Animals, Conjure Celestial, Conjure Elemental, Conjure Fey,
Conjure Minor Elementals, Conjure Woodland Beings and similar
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spells. You decide at the time of casting whether the spell will
function as normal or in its “construct” version, and construct
creatures conjured or summoned in this manner see their AC
increased by +2 and their hit points by half again. Finally,
you have advantage on spell attack rolls and saving throws
made against constructs, and constructs have disadvantage
on saving throws they make against you.

CREATE AUTOMATON

At 10* level, when you have access to powerful computers
and an adequate supply of tools and components, you may
create an automaton companion. This companion has the
statistics of a flesh golem, but is instead an android creation
and clearly mechanical in nature. At 18" level or any time
thereafter, you may upgrade the creature if you choose to
instead possess the statistics of a clay golem, and at 20™ level
or any time thereafter, you may again upgrade the creature, if
you choose, to possess the statistics of a stone golem.

Performing such upgrades requires access to advanced tools
and facilities, and two weeks’ time, as well as any financial
costs the GM sees fit to impose. Likewise, you may not “skip”
the clay golem upgrade and proceed straight to stone. Your
creation must pass through all three phases, and must remain
with you for at least one character level in each phase before it
can be upgraded, while you research the science and magical
methods and gather the supplies you need to perform the
necessary upgrades.

INTERNET OF MAGICAL THINGS

At 14™ level, your consciousness has become so intertwined
with the wireless world and the internet of things that you
can create permanent magical attachments. By permanently
sacrificing a spell slot, you can embed a spell of that level into
a prosthetic which you then mystically graft onto your body,
or the body of another.

This spell becomes a spell-like ability which requires no
material components, and can be used a number of times equal
to your Intelligence bonus, after which you must complete a
long rest before it can be used again (during which time it
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recharges). After completing a long rest, all expended uses of
the prosthetic are refreshed. Only spells of first through third
level can be attached to prosthetics in this way, and once a
prosthetic is attached, it is permanent and cannot be replaced.

Only the spell slot is permanently sacrificed; the spell remains
in your virtual spell book and can still also be prepared as
normal.

Your BoOOK OF SHADOWS

The spells that you add to your book of shadows as you gain
levels reflect the arcane research you conduct on your own,
as well as intellectual breakthroughs you have had about the
nature of the multiverse. You might find other spells during
your adventures. You could discover a spell recorded on a
scroll in an evil arcanist’s chest, for example, or in a dusty
tome in an ancient library.

COPYING A SPELL INTO THE BOOK: When you find an arcanist
spell of 1¢ level or higher, you can add it to your book of
shadows if it is of a spell level you can prepare and if you can
spare the time to decipher and copy it.

Copying that spell into your book of shadows involves
reproducing the basic form of the spell, then deciphering the
unique system of notation used by the arcanist who wrote it.
You must practice the spell until you understand the sounds
or gestures required, then transcribe it into your book of
shadows using your own notation.

For each level of the spell, the process takes 2 hours and costs
50 gp. The cost represents material components you expend
as you experiment with the spell to master it, as well as the
fine inks you need to record it. Once you have spent this time
and money, you can prepare the spell just like your other
spells.

REPLACING THE BOOK: You can copy a spell from your own
book of shadows into another book—for example, if you
want to make a backup copy of your book of shadows. This is
just like copying a new spell into your book of shadows, but
faster and easier, since you understand your own notation
and already know how to cast the spell. You need spend only
1 hour and 10 gp for each level of the copied spell.

If you lose your book of shadows, you can use the same
procedure to transcribe the spells that you have prepared into
a new book of shadows. Filling out the remainder of your
book of shadows requires you to find new spells to do so, as
normal. For this reason, many arcanists keep backup book of
shadows in a safe place.

THE BOOK’S APPEARANCE: Your book of shadows is a unique
compilation of spells, with its own decorative flourishes and
margin notes. It might be a plain, functional leather volume
that you received as a gift from your master, a finely bound
gilt-edged tome you found in an ancient library, or even a
loose collection of notes scrounged together after you lost
your previous book of shadows in a mishap.



THE GADGETEER

“I swear, Bucky, the nubile woman purred. I would never lie to you.
You know that. You and I, we’ve been through so much together...
can’t you trust me?”

“I'd love to, Baby,” Bucky said. “But I just can’t. Fortunately, I've
got my Newson’s Magnificent Lie Detector Goggles with me. Let’s
just see how truthful you are.”

Bucky withdrew the awkward-looking goggles from his coat and
slipped them over his eyes, giving him the odd appearance of a man
with the eyes of an insect. He reached for the dial on the side, turned
it all the way up. There was a popping sound, a shower of sparks,
and a whiff of ozone, and Bucky pulled the smoking contraption off
his head and dropped it to the floor.

“Damn things never worked right, anyway,” he said, and drew his
radium blaster on the woman. “Let’s try a different tactic, yeah?”

The gadgeteer is a super hero long before the golden age
of superheroes, who uses toys such as X-Ray goggles, ray
guns, rocket packs, and wrist radios. Whether he soars in
the blue skies with his rocket pack, takes down villains with
his bronze gamma ray gun, or sees through walls with his
incredible X-Ray specs, this is the character whose very name
screams SCIENCE!

CLAss FEATURES

Hit PoinTs

HIT DICE: 1d6 per level.

HIT POINTS AT 1" LEVEL: 6 + your Constitution modifier

HIT POINTS AT HIGHER LEVELS: 1d6 (or 4) + your Constitution
modifier per level after 1.

PROFICIENCIES

WEAPONS: All weapons and gadgets.

TOOLS AND VEHICLES: Choose any two from among vehicle
classes or toolkits.

SKILLS: Choose three from Athletics, Insight, Investigation,
Perception, Science, Stealth, or Sleight of Hand

SAVING THROWS: You gain proficiency in the ability score
upon which your gadget points are based (see Gadgeteer
archetype), plus one other mental ability (Intelligence,
Wisdom, or Charisma) of your choice.

ARrRMOR CLAss

You are either so analytical you can predict exactly what
your opponent will do next, you are so charismatic you are
a distraction in battle, or you are intuitive enough to sense
where attacks are coming from.

If you are an Engineer, your quick mind allows you to react
to attacks before they come. You add your Intelligence
to your Armor Class. If you have a Quartermaster, your
force of personality distracts your opponents. You add or
your Charisma bonus to armor class. If you are a Powered
character, you are perceptive and intuitive enough to sense
attacks coming at you. You add your Wisdom bonus to
Armor Class.

BASIC CHARACTER CREATION

EQuUIPMENT

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

(a) a pistol and a small melee weapon
(a) one toolkit of your choice
(a) a scholar’s pack or (b) an explorer’s pack

(a) a laboratory or lair

Proficiency AC

Level Features
Bonus
Starting Gadgets (8 points);
C e i Gadgeteer Archetype
Archetype Feature;
2 = 1 Gadget Points
3 +2 10 Gadget Points
Ability Score Improvement;
4 b 1 Gadget Points
5 6 11 Gadget Points
Archetype Feature;
6 i = Gadget Points
7 e 11 Gadget Points
Ability Score Improvement;
< 2 L Gadget Points
9 +4 12 Gadget Points
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Archetype Feature;
1 . B Gadget Points
11 +4 12 Gadget Points
Ability Score Improvement;
1 i e Gadget Points
13 +5 13 Gadget Points
14 +5 13 Gadget Points
15 +5 13 Gadget Points
Ability Score Improvement;
16 +5 13 Quantum Tech/Cosmic
Power, Gadget Points
Archetype Feature;
1 - L Gadget Points
18 +6 14 Gadget Points
19 +6 14 Gadget Points
Ability Score Improvement;
2 " & Gadget Points
GADGETS

The gadgeteer has one primary ability —Science! This manifests
in a number of specialized pieces of equipment, or gadgets,
that become a permanent part of his arsenal. A gadgeteer may
create these gadgets himself, or have a special scientist friend
or sidekick (NPC) who equips him for his mission.

Gadgeteers gain their toys through the expenditure of Gadget
Points. To obtain a gadget, the gadgeteer chooses a spell of
any level up to the maximum level he can use (equal to half
his class level, rounded up). He then “buys” that spell at
whatever level of effect he desires (and can afford); it then
becomes a permanent gadget on his equipment list, and he
can use it whenever he likes.

STARTING GADGETS: The gadgeteer begins play with 8 gadget
points. Every additional level thereafter, the gadgeteer gains
additional gadget points depending on their archetype (see
below).

Note that some spells may be purchased at their base level or
at a higher level (as though casting with a higher spell slot).
For example, buying the Magic Missile effect at first level will
have different effects than purchasing it at fourth level.

Game Masters are advised to carefully adjudicate and
monitor gadgets purchased by this character, as some spells,
when handed unrestricted to a player character, can result
in serious game imbalance. A character, for example, who
has the ability to create a Prismatic Sphere whenever she feels
like it is nigh unstoppable. Complete guidelines for gadget
creation can be found in Chapter 4: Paranormal.

A gadgeteer may save gadget points for use in purchasing
larger gadgets down the line, or in the case of a self-creator
(see below) to use on emergency gadgets, but must spend a
minimum of three points on gadgets at character creation. If
the character does not have three points at character creation,
he then must spend all of his starting points on gadgets with
which to begin play. The cost to purchase a gadget depends
upon the archetype the gadgeteer chooses.
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The cost in gadget points for an engineer to build gadgets
is twice the spell level plus 1 (minimum 2 points). Thus,
purchasing a third-level effect (buying Fireball to create a
gun that shoots an explosive charge, for example), costs
seven gadget points. The sole exception to this rule is that
purchasing a cantrip or first-level effect such as Magic Missile
or Light costs two points. Here is a quick breakdown of
gadget costs:

Gadget Level 0 1 2 g 4 5 6
Point Cost 2 8 8 7 9 i g

GADGETEER ARCHETYPE

Gadgeteers come in two varieties: Engineers who spend
long hours in a lab inventing new equipment with which
they will battle the forces of evil, or those who have a special
“Quartermaster” that invents their equipment for them. A
third option is also available: the powered hero, who instead
of gadgets has developed superhuman abilities that are far
beyond those of normal humans. This archetype is chosen at
level one, and grants certain additional abilities at 2", 6, 10"
and 17 levels of experience.

ABILITY SCORE IMPROVEMENT

When you reach 4™ level, and again at 8", 12", 16", and 19"
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.

QuanTum TecH/Cosmic POwER:

At 16" level, the gadgeteer is capable of creating world-altering
super science. You now have access gadgets whose effective
power level is greater than 6, though such gadgets and their
restrictions are always at the discretion of the GM. For powered
heroes, this ability is re-named “Cosmic Power,” and grants
access to powers greater than power level 6. However, no
power or gadget purchased above level six may ever be used
more than once per long rest, and all such powers or gadgets
are at the sole discretion and approval of the GM.

GADGETEER ARCHETYPES

THE ENGINEER

The engineer is a man of science, who delights in building
things, tinkering with machinery, and pushing the boundaries
of science. They are capable of exceeding the limits of current
technology in fantastic ways, but generally only while they’re
actually in control of the items in question. Their gadgets, in
particular those that are outside the realm of normal physics,
tend to fall apart when they are not present to keep them in
good working order.

SaviING THROWS

You gain proficiency in Intelligence saving throws, plus either
Wisdom or Charisma (your choice). Once chosen, your saving
throw proficiency cannot be changed.



Pet ProsECT

When you choose this archetype at level one, you
gain one free gadget at power level 1, without the
need to spend gadget points. This gadget is in
addition to those you buy with your normal gadget
points. It functions in all other ways as a standard
gadget.

GADGET PoINTS

Each level beginning with second, you gain
additional gadget points equal to your proficiency
bonus plus your Intelligence bonus. These points
may be spent right away or saved to purchase larger
gadgets later.

ON THE FLY GADGETS

At second level, gadgeteers who create their own
gadgets can come up with emergency pieces of
equipment on the fly. These gadgets cost the normal
number of gadget points to create, and require
the Gadgeteer to pass an Intelligence check at DC
15 plus the gadget’s effect level. Once a gadget
is created, it becomes a permanent part of the
Gadgeteer’s arsenal, just as if he had purchased it
at character creation or upon achieving a new level.
However, if the Gadgeteer chooses, he can decide
at the end of the game session to have the on-the-
fly gadget “break down,” at which point he loses
the gadget and regains the spent points. Only on-
the-fly gadgets can break down to get points back,
and once the points are spent, they are spent for the
entire play session. At 6 level, on-the-fly gadgets
may produce effects of up to 2™ level in power
(costing 5 points), and at 15" level, 3"-level on-the-
fly gadgets may be produced (costing 7 points).

These gadgets represent those that the gadgeteer has in
his arsenal, but hasn’t yet had the need to call upon. They
may not be quite finished, they might be prototypes, or
things with which you are just tinkering. Regardless, you
must choose in advance to “bank” points towards on the fly
gadgets, and these banked points are the only points that
may be spent in this manner. You may never have more
gadget points banked for on-the-fly gadgets than half your
level, rounded down (with a minimum of 2). Thus, at first
through fifth level, you may only have a maximum of 2
points banked in this manner, at sixth and seventh you may
bank 3 maximum, etc.

You may, if you choose, remove points from your On-the-Fly
bank to spend on permanent gadgets between levels at any
time. You may also spend Inspiration Points (see Book 2) to
create on the fly gadgets, on a 1:1 basis, but gadgets created
with inspiration points always break down at the end of a
session and may not be added to your permanent arsenal.

Jury Ric

The gadgeteer is a master of machinery. Starting at 6™
level, the Engineer adds double their proficiency bonus to

BASIC CHARACTER CREATION

checks electrician’s tools, electronics tools, mechanic’s tools,
or a portable science lab. In addition, you have the ability
to effect miraculous (if sometimes temporary) repairs on
equipment that others might write off for junk. To perform
this ability, make an appropriate tool kit check. In general,
jury rigging an item takes a minimum of 5 minutes or 1 hour,
dependent upon whether the gadgeteer wishes a temporary
or permanent fix.

A quick-fix item requires a DC 15 Intelligence (Science or
appropriate toolkit) check and constant maintenance, and
the gadgeteer must make a DC 15 Wisdom saving throw
every 30 minutes they wish to keep the thing running. This
represents their ability to keep a machine going through
sheer determination, elbow grease, spit, and good intentions.
If a Wisdom save is failed, the machine breaks down and
cannot be repaired again.

In addition to taking longer, permanent fixes also require
a DC 20 Intelligence (Science or toolkit) check to pull off,
representing the fact that it's more difficult to make it work
for good than it is to get it running “for now.” This check
could be higher, at the GM’s discretion, if sufficient parts are
not available to affect a permanent repair.
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SuPrA-GENIUS

At10"-level, the engineer gains advantage on all Intelligence
checks that are in any way related to technology or science.
In modern games this could include checks to bypass
electronic security systems, engage in computer hacking or
other skill checks.

SCIENTIFIC BREAKTHROUGH

At 17" level, you gain additional gadget points equal to 8
plus your proficiency bonus, plus your Intelligence bonus. In
addition, from this point forward, all gadgets you purchase at
power level 4 and below are at half their normal cost, and on
the fly gadgets of cantrip-level effect can be produced at will,
without spending gadget points.

THE QUARTERMASTER

You have a “gadget-man” who is the nerd behind your
heroics. They're your tech support, your man in the chair,
and the person to whom you can always turn to for technical
advice and help. They generally hate to be in the field, but
they’ve never failed to come through for you when the chips
were down, and they’ve always got the tech you need to keep
your heroics at peak level.

NPC-ProviDED GADGETS

The gadget-man has an NPC who provides gadgets for them.
This provides both benefits and drawbacks as compared to the
engineer that designs their own gadgets. The largest benefit
is that the character can go to their quartermaster before any
given mission to replace and replenish their suite of gadgets;
since the quartermaster is simply an inventor who doesn’t
engage in adventuring pastimes, they do nothing but create,
meaning there is a broad range of equipment available.

Saving THRows

You gain proficiency in Charisma saving throws, plus either
Wisdom or Intelligence (your choice) saving throws. Once
chosen, your saving throw proficiency cannot be changed.

Break DowN GADGETS

The gadgeteer with a Quartermaster can completely alter his
arsenal of gadgets every new mission (adventure).

GaDpGeT PoinTs

Each level, starting at second, you gain a number of gadget
points equal to your proficiency bonus plus your Charisma
bonus. These points may be spent to acquire gadgets from
your Quartermaster immediately, or saved to purchase larger
gadgets later.

UNCANNY RESILIENCE

Gadgeteers with a quartermaster know they cannot always
rely upon gadgets, so they have learned to tap into their own,
innate resources. When you fail a saving throw, you may
choose to re-roll that save. You must keep the result of the
re-roll. After using this ability, you must complete a long rest
before using it again.
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GADGET ARSENAL

Starting at sixth level, the Quartermaster has gotten to know
the PC’s activities well enough that he sometimes slips an
extra into the gadgeteer’s arsenal before a mission. Once
per session, by spending an Inspiration point (see Inspiration
Points, later) and paying the cost of the gadget, the gadgeteer
can produce any needed gadget up to second level in power.
This gadget then becomes a permanent part of the gadgeteer’s
arsenal, unless he chooses to break it down, as above. The
gadgeteer must have Inspiration Points and gadget points to
spend on the new gadget in order to produce it from his arsenal.

Wits ALONE

The gadgeteer with a Quartermaster knows that sometimes
the gadget they’ve got just don’t cut it. For those times when
your arsenal doesn’t come through, you've learned to rely
upon your wits. At 10" level, you either gain a feat, or choose
three of your existing skill proficiencies with which you gain
expertise, doubling your proficiency bonus.

SUPER SCIENCE

At 17" level, all gadgets of 4™ level power and below are
acquired at half their normal cost in gadget points.

THE POWERED

Powered heroes don’t get their abilities from gadgets; rather,
they possess incredible natural abilities (or unnatural ones, as
the case may be). Whether these abilities come from a strange
chromosomal arrangement at birth, a scientific experiment
gone wrong, an industrial accident or an alien nature, the
hero has abilities far beyond the ken of others.

SaviING THROws

You gain proficiency in Wisdom saving throws, plus either
Charisma or Intelligence (your choice) saving throws. Once
chosen, your saving throw proficiency cannot be changed.

SuPER PowERs

Your abilities are innate; as such, they cannot be lost, altered,
broken or otherwise taken away from you, save for very
powerful effects such as “dispel magic,” “anti-magic field,”
and the like, and these are generally only temporary at best.
When within the area of such anti-magic, you must succeed
at a Wisdom saving throw against the spell caster’s save DC
each time you attempt to use your powers.

When targeted by Dispel Magic, instead of the caster rolling
against your level, you make a Charisma save against the
caster’s spell save DC; if you fail to save, your powers cease to
function for 1 minute; you may attempt a new saving throw
each round, ending the effect on yourself with a success.

Calculating Saving Throw DCs: If the spell you choose as a
power effect would normally allow a saving throw, the DC
for this saving throw is 8 + your Wisdom Modifier + your
Proficiency bonus.



ATTACKS: Attack rolls with your powers are made as standard
melee or ranged attacks, though you are always considered
proficient with your powers, and your powers are always
considered finesse weapons for you, for purposes of melee attacks.

Some spells, such as magic missile, fireball, and lightning bolt,
either automatically strike or deal an area of effect. Any
damaging powers that automatically strike should require a
standard attack roll (ranged or melee, as appropriate), but at
advantage. Any spells that deal an area of effect deal damage
to everything in the area.

GMs are encouraged to remember this and acutely adjudicate
it to stop heroes from simply buying fireball and using it
to immolate everything in their path. Dropping a fireball
indoors will destroy a building; the same goes for lightning
bolts hurled around willy-nilly. Superheroes should exercise
restraint, choosing a variety of powers for various situations,
and GMs should never hesitate to rule that a given spell is
inappropriate for use as a superpower in their game. Making
this system work requires careful collaboration and trust
between the GM and player.

Alternately, you can rule that a hero must make an attack roll
to designate the point of impact—that is, when launching a
fireball, the caster must make a ranged attack roll to place it
where they want to place it. When casting call lightning, they
must succeed at a ranged attack roll to designate the spot
where the lightning will land.

Generally speaking, the AC to target a spot is simply 10, but
it could be modified based on cover, impaired vision, or other
factors, at the GM’s discretion. Failure means the spell goes
off somewhere the caster did not intend —where, exactly,
depends on how badly the roll was failed.

Power PoiNTs

Eachlevel, starting atsecond, you gainanumber of power points
equal to your proficiency bonus plus your Wisdom bonus.
These points may be spent to acquire powers immediately, or
may be saved to purchase greater powers later.

PRETERNATURAL TOUGHNESS

Superheroes tend to be naturally tougher than other people;
even those with abilities that aren’t offensive in nature tend to
shrug off blows that would be devastating to other humans.
You gain proficiency in Constitution saves.

STRENGTH AND WEAKNESS

At second level, your hero has begun to discover the secrets
of their origin. Choose one damage type from among
Acid, Bludgeoning, Cold, Fire, Force, Lightning, Necrotic,
Piercing, Poison, Psychic, Radiant, Slashing or Thunder. You
have resistance to damage of this type as a result of your
extranormal heritage.

In addition, choose a weakness. It may be a second damage
type above, or, with the GM’s permission, it may be a specific
substance or force (the ore from your homeworld, magic,
psychic powers, cold, iron, silver, gold, etc.) You suffer
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vulnerability to this weakness. In addition, whenever you are
in the proximity of this weakness (within 30 feet), you suffer
disadvantage on all attacks, saving throws and ability checks.
Coming into contact with, or within ten feet of, your weakness
reduces your maximum hit points by 1d4 per round you
maintain contact or near proximity with it; if your maximum
hit points reach zero, you die. Your maximum hit points are
restored to normal after being removed from the vicinity
(further than 30 feet) of your weakness, and completing a
long rest.

SECONDARY MUTATION

At sixth level, you gain a secondary mutation evolved from
your strength and weakness. You gain a natural attack which
deals damage of the type against which you have resistance.
This attack is a melee attack, dealing 1d8 damage of the
chosen type, and you are considered proficient with this
attack. In addition, you may use a bonus action to make an
additional attack of this type on your turn. For example, if
you have resistance to slashing damage, you may gain the
ability to create bone spurs that come out from your knuckles.
You may use these bone spurs to attack normally, and you
may also make a second attack with them as a bonus action.

ENHANCED MOVEMENT

At tenth level, your base movement rate increases to 40 feet
per round. At 20" level, your movement rate becomes 50 feet
per round.

IMPROVED SECONDARY MUTATION

At 17" level, your secondary mutation deals 1d10 damage
instead of 1d8. In addition, you can make a ranged attack
with your secondary mutation. You choose one of two forms
for this attack: either you fire it as a blast, beam or projectile
with a range of 30/120, or you launch yourself physically
with a range of 20/60 at a target. If you choose the second
form of attack, you may take your normal movement either
before or after launching your ranged attack.

Before or after making this ranged attack, you may still use your
bonus melee attack with your secondary mutation as a bonus
action, as described under the Secondary Mutation ability.

DEALING WITH SUPER POWERS

While the gadgeteering system herein makes for a wonderful
supers system, there are a number of important considerations
the GM must keep in mind when running this kind of game.
First of all, mixing supers with standard heroes can unbalance
the game. It’s vital, if you want to include “streetlevel” supers,
that you carefully adjudicate which powers you allow in your
game, and players should carefully discuss their concept with
the GM, at the same time accepting their decision as final.

If you find that you have allowed a power in game that
is turning out to be unbalancing, you should work with
your player to limit or restrict it in such a way as for it to
remain useful and within the character concept, but also not
overpowering to the setting or the rest of the heroes in game.
Collaboration between player and GM is essential.
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WHAT ABouT SUPER ATTRIBUTES?

The current spell selection in 5" edition doesn’t allow for
improving attributes with magic as earlier editions did. The
Enhance Ability spell simply grants advantage on ability rolls,
plus a few extra effects, depending on the ability you are
enhancing. As such, GMs may wish to allow for superheroes,
in addition to purchasing Enhance Ability, to purchase Improve
Ability, which is also a 2"-level effect, adding 4 points to a given
attribute score for each time it is purchased. Finally, if you are
allowing super powers including super attributes, such powers
(and heroes) should be permitted to raise ability scores above 20.

AcTIVATION VS. PERMANENT EFFECTS

Speaking of Enhance Ability, is it a permanent, “always on”
effect, or is it something the hero needs to access? In general,
any spell that does not require an attack roll, requires a
Charisma check to activate, with a DC equal to 12 plus the
effect’s level (thus, a cantrip-based effect would be DC 12,
while a third-level effect would be DC 15). The hero is always
proficient in this check. The ability then lasts for its stated
duration, after which time another Charisma check is required
to activate it again. Activating such an ability requires the
same amount of time as a spell caster would have to use, to
cast it (action, reaction, bonus action, minute, hour, etc.).

Making these abilities persistent and permanent could occur,
at the GM’s option, by allowing the player to purchase a 5-
level effect: Permanency. This effect makes other, normally
duration-based powers, persistent and permanent, with
approval of the GM. You may only make an effect permanent
if its power level is equal to half your character level or less.

In this manner, you could have a character with true
superhuman Strength, by stacking several levels of improve
ability with enhance ability and permanency.

In addition, you'll need to consider the effects of, for example,
making something like cure wounds a permanent effect. Does
it kick in every time a character takes damage, immediately
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healing the requisite wounds? This seems most likely, but
depending on which level at which the hero buys cure wounds
that could represent a very powerful healing ability, dropping a
fistful of d8s every time he takes damage. Remember the limits
on permanency — this applies to improved versions of spells,
too. So if your hero is 6™ level, they can only have up to a level 3
spell slot (power level 3) version of cure wounds as a permanent
effect, and the current level 6 cap means they can never have cure
wounds at higher than 6d8 (equivalent to a 6™ level spell slot).

What, then, happens with spells such as lesser restoration or
heal? Allowing these to kick in immediately could seriously
unbalance a game — after all, /ieal makes it all but impossible
to kill the recipient, and lesser restoration means a character
will never be affected by a condition if it's permanent.

Consider also the durations and casting times of spell effects
as they sit, when determining how a power works. A spell
that has a casting time of 1 minute, for example, could see the
power work the same way. Even if it automatically kicks in via
permanency, it doesn’t reach its full potency or complete effect
for a full minute. Spells with a duration see their powered use
shut down after that increment, for a duration you set.

You might even rule that permanency is simply not appropriate
for a given effect, either because it doesn’t make good sense,
or because it would make it too powerful. Another good
guideline is that once permanency is applied to a power, it can
never again be improved; permanency locks it in place forever.

SuUPERS AND THE LEVEL 6 CaP

If you're looking to run a true, four-color supers game with
cosmically powered heroes and gadgeteers with machinery
that has cosmic-level power, you can lift the cap on spell
effects, allowing for purchase of abilities all the way up to
level 9. You can also increase the number of power (gadget)
points available. In so doing, you should be able to tweak the
spell effects found herein to model just about any superhero
type you can imagine. It just takes a bit of creativity and
outside-the-box thinking.



THE GUMSHOE

It was a black night, and thick with fog and rain. The kind of night
that feels like someone’s thrown a wool blanket over your head and
choked off your air passages with a rubber hose. All I wanted was to
sit in my office and down a quart of bathtub gin.

Unfortunately, that’s when she walked in, with eyes like midnight
and gams that could crack a walnut. I knew nothing good could
come of this meeting.

Of course, I asked her how I could help.

The gumshoe is a specialist in tracking down and capturing
fugitives from the law, rooting out hidden truths, and
sniffing out falsehoods in the name of justice...or money.
With their trusty snub nose revolver, they always seem to
find themself in over their head. The gumshoe is a specialist
in tracking down and capturing fugitives from the law.
Hardboiled P.I.s, homicide detectives, and FBI agents all fall
into this category. The gumshoe is as attuned to the alleys
and shadows of the streets and able to move amongst the
seedier elements with relative ease. Most gumshoes tend
to be lawful in alignment, seeking to bring fugitives and
anarchists to justice. There are a few, however, who are
neutral or even chaotic, serving whoever pays the most and
just as easily being bought off by those they seek to bring in
as those who hire them to hunt criminals. For this reason,
and the fact that they often succeed where the local law
enforcement does not, these freebooters are often looked
upon with disdain and sometimes outright contempt by
legitimate legal authorities.

Even still, the services of gumshoes are in great demand, for
the lawless aren’t few, and are rarely bound by the restrictions
that hamper legitimate authority. Thus, someone who is able
to work for the law, but outside it, is often the only solution.
In the end, if you want someone found, nobody has the skills
to help like a gumshoe. Just make sure you're okay with the
prey being delivered dead or alive.

CLass FEATURES

HIT DICE: 1d10 per level.

HIT POINTS AT 1°" LEVEL: 10 plus your Constitution modifier
HIT POINTS AT HIGHER LEVELS: 1d10 (or 6) plus your
Constitution modifier per level after 1.

PROFICIENCIES
WEAPONS: Simple weapons, handguns, sub-machineguns,
rifles and shotguns

TOOLS: Choose two from hacker’s kit, mechanic’s tools,
portable science lab, surveillance tools, thieves’ tools.

VEHICLES: Land-based civilian vehicles

SKILLS: Skills: Perception, Insight, Investigation, plus choose
one from Athletics, Stealth, or Sleight of Hand

SAVING THROWS: Dexterity, Wisdom

ArMOR CLASS

You react with lightning speed to threats. You add your
Dexterity bonus to your armor class.

BASIC CHARACTER CREATION

EQuUIPMENT

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

(a) a handgun or (b) a melee weapon
(a) an investigator’s toolkit (b) a reporter’s toolkit
(a) an investigator’s pack or (b) a reporter’s pack

(a) a business suit and a trench coat

Proficiency AC

Level Bl Features
+2 10 Investigation
2 +2 10 Face in the Crowd, Adversary
‘ 210 O uble pticiency)
4 +2 10 Ability Score increase
3 SO 11 Deduction Dice (d8)
6 +3 11 Precision Shot (Extend range)
7 e 11 Archetype Feature
8 +3 11 Ability Score increase
9 +4 12 Precision Shot (Ignore Cover)
10 +4 12 Hard Boiled
11 +4 12 Archetype Feature
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12 +4 12 Ability Score increase

13 +5 13 Quick Mind

14 +5 13 Archetype Feature

15 B 13 Extra Attack

16 +5 13 Ability Score Increase

17 +6 14 Lie Detector

18 +6 14 Stroke of Inspiration

19 +6 14 Hard Boiled (short rest)

I PR i
ABILITIES

INVESTIGATION EXPERTISE

Gumshoes are ace investigators who can scour a crime scene
for clues, spot things that others miss, gather evidence, track
down the location of missing persons or wanted individuals
within a given community, or trail a mark through a city.
You gain expertise in Perception, Insight and Investigation,
adding double your proficiency bonus to all checks using
these skills.

A successful check allows the gumshoe to find information
when searching, come up with ideas when stumped, put
together the pieces of a complex puzzle, or any other aspect
of their mystery- and crime-solving duties.

URBAN TRACKING. This ability can also be used is a sort of
urban tracking ability. When used to track a mark, the ability
allows the gumshoe to pick up a trail and follow it for one
hour through a combination of physical evidence and asking
the right questions of the right people. The check uses either
Wisdom (perception) or Intelligence (investigation) as
appropriate, and the gumshoe’s proficiency bonus.

At sixth level, the gumshoe becomes adept enough at
his tracking abilities that each check requires only a half
hour, and at twelfth level, each check requires only fifteen
minutes. Note that these checks should always lead to role
playing opportunities, clues found, or NPC’s with whom the
character can speak to acquire information; never should an
adventure boil down to a die roll and information handed
out; it defeats the entire purpose!

GAINING ADVANTAGE. By choosing to double the amount of
time it takes to gather information, the gumshoe can make a
check to track down a mark at advantage.

SETTING DCS AND NUMBER OF CHECKS. The DC of this check,
and the number of checks required, generally depends
upon the size of the community in which the gumshoe is
searching, and its disposition towards the missing or wanted
individual.

The size of the community in which the Gumshoe seeks the
prey also determines the number of checks required to track
down his quarry.

e A small, one stoplight town requires 1-2 checks.
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e Anaverage-sized town requires 1d4+1 checks before the
gumshoe reaches the end of his search.

e A city increases the number of checks required to 2d4.

e A metropolis requires 2d6 checks.

Even then, “coming to the end of his search,” does not
necessarily mean that the gumshoe has captured his prey.
It could possibly mean that the prey has fled to another
community, though following a lead to its logical conclusion
will always yield the most likely community to which the
prey has fled, thus initiating a new round of checks when the
gumshoe reaches the new area. The table below provides some
suggested DCs and modifiers, but is not a comprehensive list
of all possible adjustments. The right contacts, payoffs, and
questions, for example, could significantly lower the DC to
track a criminal who has fled the country. It all depends on
the individual gumshoe.

CONDITION DC
One stoplight town 10
Average town 13
Small city 15
Metropolis 20
Interstate 25-30
International 35+
Per three members in group sought -1
Per 24 hours prey has been missing +1
Prey laying low +4
Comr.n.un.ity friendly towards prey or prey’s class +3
or affiliation

;?Eﬁ%ﬁity afraid of prey or prey’s class or +
Community lawful or good, prey chaotic or evil -2
Community hostile towards prey or prey’s class 3

or affiliation

ADVERSARY

At second level, the gumshoe has significant experience
studying, tracking, hunting and even talking to a certain
type of enemy. Choose a specific organization whose
members or affiliates you’ve run across once too often. The
organization should be specific, but need not be world-
spanning or infamous. For example, a gumshoe could have
“The Reds, a local gang in the East End of Philadelphia,”
just as easily as he could, “The American branches of the
Yakuza.” Game Masters should monitor this choice to ensure
that the Adversary is appropriate to both the character and
the campaign.

You have advantage on all Investigation checks related to
this adversary, as well as on any Intelligence checks to recall
information about them. When you gain this feature, you also
learn one language of your choice spoken by this favored
enemy, if they have a language other than your own. This
includes street speak and codes used by the organization.
You choose one additional adversary as well as an associated
language, at 8" and 14" level.



Face IN THE CROWD

Beginning at second level, through quick changes of clothing
and posture, the gumshoe can disguise or impersonate to
blend into a crowd. This disguise is not complete; it is used
to throw off a tail, stalk prey without being noticed, or other
similar effects. Impersonating specific individuals is not
normally possible with this ability, though affecting a change
in gender, race, or even social class is possible. This effort
requires 1d4 rounds to complete and can include an apparent
change of height or weight no more than one-tenth the
original (generally through standing straighter or on tip-toes,
or slouching). Success requires a Charisma (Performance)
check with a DC equal to 10 plus the following modifiers
as appropriate. If the character has skills appropriate to the
change, proficiency may be applied as normal.

CONDITION DC MODIFIER
Sex difference +2

Race difference +2

Age difference +2 per 10 years

Social class difference (higher) +2 to +10 (GM’s discretion)

-2 (it’s easier to be a pauper

Social class difference (lower) S e o)

The success of the check is based on an observer’s passive
Perception score. Those actively looking for a disguise, or with
reason to suspect something is amiss, may attempt an active
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Wisdom (Perception) check instead. As such, this ability is
generally used to remain discreet and inconspicuous, rather
than for any sort of actual impersonation.

ARCHETYPE

At 3 level, you choose an archetype that you strive to
emulate: Ace Reporter or Detective, both detailed at the end
of the class description. Your choice grants you features at 3™
level and again at 7%, 11", and 15" level.

PRrEcISION SHoOT

A P.I"s best friend is his snub nose, and one never knows when
a shot that takes out a chandelier can save the day. At third
level, gumshoes add double their proficiency bonus when
attacking with handguns. At sixth level, the gumshoe extends
close range for handguns by half again, and no longer suffers
disadvantage for firing from an unstable position (See “Vehicle
Combat” in chapter 5). At ninth level, when using a handgun,
the gumshoe ignores any cover bonuses the target gains to AC.

If using the Advanced Firearms Rules found in Appendix A,
instead of disadvantage, standard recoil penalties apply to all
additional shots.

ABILITY SCORE IMPROVEMENT

When you reach 4" level, and again at 8%, 12, 16*, and 19*
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.

DepucTioN Dice

The Gumshoe gains a pool of deduction dice at 5* level. Your
pool of dice is equal to your proficiency bonus. A gumshoe
can spend a deduction die and add its total to any Ability
Check, Attack Roll, or Saving Throw. Any spent deduction
dice are regained after a long rest.

HArD BolLED

At level 9, you can reroll a saving throw that you fail. If you
do so, you must use the new roll. You can use this feature a
number of times equal to your Constitution bonus (minimum
of 1 use). All expended uses are regained after you complete
a long rest. At 19* level, you regain all expended uses after a
short rest.

Quick MIND

At level 13, the gumshoe regains all deduction dice after a
short or a long rest.

EXTRA ATTACK
At level 15, you may attack twice instead of once, whenever

you take the Attack action in combat.

Lie DETECTOR

Atlevel 17, the gumshoe gains advantage on all Insight checks
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to determine falsehoods, see through illusions or discover
untruths.

STROKE OF INSPIRATION

Beginning at level 18, your intuitive senses have become so
attuned that you can change direction mid-thought. You may
re-roll any Intelligence or Wisdom Ability Check or Saving
Throw, but you must keep the result of the re-roll. IIf you
used Inspiration to gain advantage on the original check,
you gain advantage on the re-roll. If you have spent an
deduction die on the original check, it still applies. After using
this ability, you must complete a long rest before using it again.

SuPERIOR DEDUCTION

Atlevel 20, if you have spent all of your deduction dice, when
you roll initiative you gain one deduction die. After using this
ability, you must complete a long rest before using it again.

GUMSHOE ARCHETYPE

At third level, the gumshoe chooses a path of training in which
they focus their skills. This training usually dovetails with their
background, and describes the kind of research and sleuthing
in which they engage. This archetype grants special abilities at
34, 7%, 11 and 15" levels. The fields of academic training that
the gumshoe can pursue are: Ace Reporter or Detective.

Ace REPORTER

Emulating the ace reporter means you're a storyteller who
believes the people deserve to know the truth. You're not as
concerned with bringing in the bad guys as you are with the
power of the pen...or the Internet. You might be a conspiracy
blogger intent on uncovering the truth about Area 51, or you
might be a dogged newsperson out to get the story at any
cost...and, if you're lucky, a Pulitzer Prize for your efforts.
Whatever the reason, while you can handle yourself well if
the situation calls for it, you're more concerned with revealing
the truth than you are with shooting the bad guys, and you've
developed a slick skills set to get the information you need,
while staying out of the way of the bullets of criminals.

WAR CORRESPONDENT

You're the type to run towards danger, not away from it.
When you select this archetype at 3 level, whenever you're
subjected to an effect or circumstance that forces you to
make a Wisdom save against fear, you make the save with
advantage.

Jack oF ALL TRADES

Also when you choose this archetype at 3™ level, you can add
half your proficiency bonus, rounded down, to any ability check
you make that doesn’t already include your proficiency bonus.

EvasioN

At 7" level, you can nimbly dodge out of the way of certain
area effects such as explosives and the like. Whenever you
are subjected to an effect that allows you to make a Dexterity
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saving throw to take only half damage, you instead take no
damage if you succeed on the saving throw, but half damage
if you fail.

KNnow-IT-ALL

At 11" level, you've seen just about everything and have
an uncanny knack for recalling information. You make all
Intelligence checks (but not saving throws) at advantage.

His GirL FrRIDAY

At 15" level, you can use your wits and sharp tongue to
confuse, disorient and outrage your opponents to their
distraction. This ability functions exactly as per the Vicious
Mockery cantrip, but it isn’t magical, you can use it as a bonus
action on your turn, and the target must be able to hear and
understand your jibes and insults.

DETECTIVE

Whether you're a hardboiled private eye, a government
G-man fighting the mob, or a bounty hunter out to track
down fugitives, your expertise is finding the bad guys and
bringing them down by any means necessary...within the
law, of course. Well, most of the time, anyway.

SHERLOCK

When you choose this archetype at 3™ level, you make all
Intelligence (investigation) checks at advantage.

NATURAL SCRAPPER

You're also a natural scrapper when guns aren’t an option. At
3 ]evel, once per turn whenever you strike a creature with an
unarmed or melee weapon attack, and that creature is already
below its hit point maximum, you deal an extra 1d6 damage.

PROTECTION

At 7" level, when a creature you can see attacks a target other
than you that is within 5 feet of you, you can use your reaction
to impose disadvantage on the attack roll.

AcCTION SURGE

At11"level, you can push yourself beyond your normal limits
for a moment. On your turn, you can take one additional
action on top of your regular action and a possible bonus
action. Once you use this feature, you must finish a short or
long rest before you use it again.

DizzyiNe CONCLUSIONS

At 15" level, you can break down the story of a mystery in
such detail that anyone who hears you is stunned into silence
while you work out what’s going on. In game terms, this
functions exactly as the Enthrall spell, but is not magical.
In addition, you gain one important insight regarding the
circumstance at hand; the exact nature of this insight is at
the discretion of the GM. After using this ability, you must
complete a long rest before using it again.



THE HALLOWED

The warm, swamp air of the Louisiana Bayou filled the shadowy,
ramshackle structure, filled with fetishes, skulls, gris-gris bags, and
shrunken heads. An attractive black woman huddled over a bowl
filled with incense that emitted a sickly-sweet odor as she chanted in
Creole. Her eyes rolled back into her head, she cast her face towards
the sky, her hands held out as she felt the Loa, Baron Samedi, mount
her back and enter her mind.

“Marie,” He spoke to her. “Marie Laveau. You can feel them, can’t
you, girl? You can feel them!”

“Oh, yes,” she whispered. “I feel them. Indeed, I do. They are
coming, and Papa Loa help us all!”

The Hallowed are holy men and women whose connection to
their deity is so strong that they have been able to manifest magical
powers as a result, performing what most onlookers would term
as miracles. This character class can represent anything from
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a New Age witch to a priest of a major world faith, a Voudoun
mambo or houngan, or even a tribal medicine man.

It's important to note, however, that not every person of
faith—even those who may devote their entire life to the
service of religion—is a Hallowed. The vast majority of
priests, nuns, rabbis, shamans and other holy people are as
mundane as you or me. Those who become Hallowed are the
true chosen of their deities, those who carry the message of
their faith to the world at large, and have the mystical power
to back it up. They can turn water into wine, exorcise spirits,
turn vampires to dust and heal wounds at a touch.

These are the holiest and unholiest people walking the face
of the Earth, champions of the forces of light and darkness,
and their war goes on eternally, usually held to the shadows,
because even they understand that people fear that which is
inexplicable and no matter what miracles you can perform, a
blast from a .50 caliber handgun or being burned at the stake
still tends to be rather effective at ending you.

Level Kroficiensy AC Copurips ot LR 3 ] O 6t 70 gth 9%  Features
Bonus Known
; Spellcasting,
= = e ¢ 2 = B i B B B B i Divine Domain
Channel Divinity
2 +2 10 3 3 - - - - - - - - (1/rest), Divine
Domain feature
B T2 10 B) 4 2 - - - = = = = =
4th 1) 10 4 4 3 _ _ _ _ _ _ _ IAbility Score
mprovement
h _ } 1 - b ) Destroy Undead
5 +3 11 4 4 3 2 (CR1/2)
Channel Divinity
6t +3 11 4 4 3 3 - - - - - - (2/rest), Divine
Domain feature
7% S 11 4 4 3 5 1 - - - - - -
Ability Score
h Improvement, Destroy
8 3 1 4 4 3 3 2 - - - " Undead (CR1), Divine
Domain feature
gth +4 12 4 4 3 8 3 1 - - - - -
e +4 12 5 4 3 3 3 2 - - - - Divine Intervention
NI +4 12 5 4 3 8} B 2 il - - - Destroy Undead (CR 2)
120 +4 12 5 4 3 3 3 2 1 - - - bty Score
mprovement
st +5 13 9 4 B 5 3 2 1 1 - - -
14t +5 13 5 4 3 3 3 2 - - Destroy Undead (CR 3)
15 +5 13 5 4 3 B B) 2 i 1 1 - -
16" +5 13 5 4 3 3 3 2 1 1 1 - [Ability Score
mprovement
17 +6 14 5 4 3 i OB SO D) SRR p it . TR A e ssoilndcac (CRL
Divine Domain feature
IS +6 14 5 4 3 3 3 3 1 1 1 1  Channel Divinity (3/rest)
190 +6 14 5 7 R R o [ 1 alioyore
mprovement
o0t +6 14 5 4 3 3 3 3 5 ) 1 1 Divine Intervention

improvement
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CLAss FEATURES

As a hallowed, you gain the following class features.

Hit PoinTs

HIT DICE: 1d8 per hallowed level

HIT POINTS AT 157 LEVEL: 8 + your Constitution modifier

HIT POINTS AT HIGHER LEVELS: 1d8 (or 5) + your Constitution
modifier per hallowed level after 1%

PROFICIENCIES

WEAPONS: Simple weapons, handguns, shotguns

TOOLS: Ground vehicles

SAVING THROWS: Wisdom, Charisma

SKILLS: Religion, plus choose two from History, Insight,
Medicine, and Persuasion.

ArMOR CLASS

You have an intuitive understanding of human (and inhuman)
nature, and the way the psyches of your foes function. This
enables you to understand their most likely actions in combat,
and to spot where their next attack originates. You add your
Wisdom bonus to your Armor Class.

EQuIPMENT

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

(a) a small melee or ranged weapon of choice

(a) a component pouch or (b) a divine focus

(a) a scholar’s pack or (b) a cleric’s pack

(a) ceremonial robes or (b) a trench coat

(a) a book of scriptures

ABILITIES

SPELLCASTING

As a conduit for divine power, you can cast hallowed spells.

CANTRIPS: At 1+ level, you know three cantrips of your choice
from the hallowed spell list. You learn additional hallowed
cantrips of your choice at higher levels, as shown in the
Cantrips Known column of the Hallowed table.

PREPARING AND CASTING SPELLS: The Hallowed table shows
how many spell slots you have to cast your spells of 1% level
and higher. To cast one of these spells, 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 hallowed spells that are available for
you to cast, choosing from the hallowed spell list. When you do
50, choose a number of hallowed spells equal to your Wisdom
modifier + your hallowed level (minimum of one spell). The
spells must be of a level for which you have spell slots.
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For example, if you are a 3*-level hallowed, you have four
1s-level and two 2"-level spell slots. With a Wisdom of 16,
your list of prepared spells can include six spells of 1% or 2
level, in any combination. If you prepare the 1%-level spell
cure wounds, you can cast it using a 1*-level or 2"-level slot.
Casting the spell doesn’t remove it from your list of prepared
spells.



You can change your list of prepared spells when you finish
a long rest. Preparing a new list of hallowed spells requires
time spent in prayer and meditation: at least 1 minute per
spell level for each spell on your list.

SPELLCASTING ABILITY: Wisdom is your spellcasting ability
for your hallowed spells. The power of your spells comes
from your devotion to your deity. You use your Wisdom
whenever a hallowed spell refers to your spellcasting ability.
In addition, you use your Wisdom modifier when setting
the saving throw DC for a hallowed spell you cast and when
making an attack roll with one.

Spell save DC = 8 + your proficiency bonus + your Wisdom
modifier

Spell attack modifier = your proficiency bonus + your Wisdom
modifier

Ritual Casting: You can cast a hallowed spell as a ritual if that
spell has the ritual tag and you have the spell prepared.

Spellcasting Focus: You can use a holy symbol as a spellcasting
focus for your hallowed spells.

DiviNe DomaIN

Choose one domain related to your deity: Death, Knowledge,
Life, Light, Nature, Tempest, Trickery, or War. The Life,
Death and Nature Domains are detailed at the end of the class
description, and others can be found (including an alternate
approach to the Nature domain) in the core Fifth Edition
Fantasy Player’s Guide. Your choice grants you domain spells
and other features when you choose it at 1 level. It also grants
you additional ways to use Channel Divinity when you gain
that feature at 2" level, and additional benefits at 6%, 8", and
17" levels.

Domain Spells: Each domain has a list of spells—its domain
spells— that you gain at the hallowed levels noted in the
domain description. Once you gain a domain spell, you
always have it prepared, and it doesn’t count against the
number of spells you can prepare each day.

If you have a domain spell that doesn’t appear on the hallowed
spell list, the spell is nonetheless a hallowed spell for you.

CHANNEL DiviNITY

At 2" level, you gain the ability to channel divine energy
directly from your deity, using that energy to fuel magical
effects. You start with two such effects: Turn Undead and an
effect determined by your domain. Some domains grant you
additional effects as you advance in levels, as noted in the
domain description.

When you use your Channel Divinity, you choose which
effect to create. You must then finish a short or long rest to use
your Channel Divinity again. Some Channel Divinity effects
require saving throws. When you use such an effect from this
class, the DC equals your hallowed spell save DC.

Beginning at 6" level, you can use your Channel Divinity
twice between rests, and beginning at 18" level, you can use
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it three times between rests. When you finish a short or long
rest, you regain your expended uses.

CHANNEL DIVINITY: TURN UNDEAD. As an action, you present
your holy symbol and speak a prayer censuring the undead.
Each undead that can see or hear you within 30 feet of you
must make a Wisdom saving throw. 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 move to a space
within 30 feet of you. It also can’t take reactions. For its action,
it can use only 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.

ABILITY SCORE IMPROVEMENT

When you reach 4" level, and again at 8", 12", 16", and 19"
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.

Destroy UNDEAD

Starting at 5 level, when an undead fails its saving throw
against your Turn Undead feature, the creature is instantly
destroyed if its challenge rating is at or below a certain
threshold, as shown in the Destroy Undead table.

Hallowed Level Destroys Undead of CR...
5th 1/2 or lower
8th 1 or lower
e 2 or lower
14% 3 or lower
17t 4 or lower

DIVINE INTERVENTION

Beginning at 10" level, you can call on your deity to intervene
on your behalf when your need is great.

Imploring your deity’s aid requires you to use your action.
Describe the assistance you seek, and roll percentile dice.
If you roll a number equal to or lower than your hallowed
level, your deity intervenes. The GM chooses the nature of
the intervention; the effect of any hallowed spell or hallowed
domain spell would be appropriate.

If your deity intervenes, you can’t use this feature again for 7
days. Otherwise, you can use it again after you finish a long rest.

At20"]evel, your call for intervention succeeds automatically,
no roll required.

DiviINE DOMAINS

Your Divine Domain grants you an expanded spell list, as
well as special additional abilities related to your Channel
Divinity, and your deity’s outlook. It grants these additional
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abilities at levels 1, 2, 6, 8 and 17. Choose a domain that is in
line with that which your deity represents.

DeatH DomaIN

Those who practice the Death Domain are sometimes
referred to as necromancers, who are not to be confused with
those Arcanists who also follow the school of Necromancy.
These dark sorcerers have sold their souls to the powers
of night and decay, and generally lean towards evil, with
many being members of death cults and religiously-
affiliated crime syndicates. However, there are those among
the practitioners of death clerics who take a more altruistic
role, believing it their destiny to guide unquiet souls to the
worlds beyond.

DEATH DOMAIN SPELLS

Hallowed Level  Spells
1< bane, inflict wounds
B gentle repose, lesser restoration
Bt animate dead, speak with dead
7R death ward, divination
9th contagion, raise dead
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BoNus PROFICIENCIES

When you choose this domain at 1 level, you gain proficiency
with rifles and sub-machineguns.

DiscipLE oF DeaTH

Also starting at 1 level, you can drain the life from an
opponent. Choose one opponent within 60ft that you can see.
Make a ranged spell attack roll; on a success, you deal 1d6
plus your Wisdom bonus in necrotic damage to the target. If
you are below your hit point maximum, you gain half of this
damage in hit points. This cannot raise your hit points above
their normal maximum.

CHANNEL DiviNiTy: CommanD UNDEAD

Starting at 2™ level, you can use your Channel Divinity to
command undead. This ability functions identically to your
ability to turn undead, but those undead who fail their saving
throw are under your command for the duration. If the undead
would be destroyed, your command over it is permanent
until you release it. If you or one of your companions attack
or damage the undead under your control, the control is
broken and may not be re-established.

ENHANCED NECROMANTIC HEALING

Beginning at 6t level, whenever you kill another living being
with a spell, you regain hit points equal to 1d6 times the spell
slot level expended to cast the spell. These hit points cannot raise
your current hit points higher than your hit point maximum.

WasTING AssAuLT

At 8" level, you infuse your attacks with necrotic energy. Once
per round, whenever you make an attack against an enemy
with a weapon (including ranged weapons), you can choose to
have that attack deal an extra 1d8 necrotic damage. At 14" level,
this damage increases to 2d8. This damage applies only to one
attack —if, for example, you fire three shots from a handgun,
only the first shot would benefit from this extra damage.

SuPREME NECROMANCER

At 17" level, your mastery of the dark arts is at its peak.
Whenever you deal damage with a necromantic spell, instead
of rolling dice for the damage, you instead deal maximum
damage per die. Thus, if you cast inflict wounds on an enemy
using a 3™ level spell slot, instead of inflicting 3d8 damage,
you would deal 24 damage.

Lire DomAIN

The Life domain focuses on the vibrant positive energy, one
of the fundamental forces of the universe, that sustains all life.
The gods of life promote vitality and health through healing
the sick and wounded, caring for those in need, and driving
away the forces of death and undeath. Almost any non-evil
deity can claim influence over this domain, particularly
agricultural deities, gods of healing or endurance, and gods
of home and community. Most modern priests of the major
world faiths who happen to be blessed as Hallowed would
hold the Life Domain.



LIFE DOMAIN SPELLS

Hallowed Level  Spells
1st bless, cure wounds
3 lesser restoration, spiritual weapon
b beacon of hope, revivify
7 death ward, guardian of faith
9th mass cure wounds, raise dead

Bonus PRrOFICIENCY

When you choose this domain at 1 level, you gain proficiency
with a healer’s kit.

DiscipLE oF LIFE

Also starting at 1** level, your healing spells are more effective.
Whenever you use a spell of 1% level or higher to restore hit
points to a creature, the creature regains additional hit points
equal to 2 + the spell’s level.

CHANNEL DivINITY: PRESERVE LIFE

Starting at 2" level, you can use your Channel Divinity to heal
the badly injured. As an action, you present your holy symbol
and evoke healing energy that can restore a number of hit
points equal to five times your hallowed level. Choose any
creatures within 30 feet of you, and divide those hit points
among them. This feature can restore a creature to no more
than half of its hit point maximum. You can’t use this feature
on an undead or a construct.

BLEssep HEALER

Beginning at 6 level, the healing spells you cast on others
heal you as well. When you cast a spell of 1+ level or higher
that restores hit points to a creature other than you, you
regain hit points equal to 2 + the spell’s level.

DIVINE STRIKE

At 8™ 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 (including ranged weapons),
you can cause the attack to deal an extra 1d8 radiant damage
to the target. When you reach 14™ level, the extra damage
increases to 2d8. This damage applies only to one attack —if,
for example, you fire three shots from a handgun, only the
first shot would benefit from this extra damage.

SUPREME HEALING

Starting at 17 level, when you would normally roll one or
more dice to restore hit points with a spell, you instead use the
highest number possible for each die. For example, instead of
restoring 2d6 hit points to a creature, you restore 12.

NATURE DOMAIN

Those who revere the wilderness and wilds, the earth
and elements and plants of the natural world follow the
nature domain. From ancient druids to modern New Age
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practitioners and many animistic shamans, the followers of
nature deities are many and multiform. This domain gives
you control over plants, animals and the natural world, and
you probably prefer communing with nature to hanging out
with people.

NATURE DOMAIN SPELLS

Hallowed Level  Spells
1t animal friendship, speak with animals
& animal messenger, barkskin
58 conjure animals, speak with plants
7% dominate beast, giant insect
9t commune with nature, tree stride

ANIMAL AFFINITY

At first level when you take this domain, you gain proficiency
in Animal Handling. You also gain the Animal Trainer feat.

CHANNEL DiviNiTY: TURN/ COMMAND ANIMALS

At 2 Jevel you may use your Channel Divinity to turn or
command animals. In game terms, this works exactly as
turn undead, with two exceptions: First, animals cannot
be destroyed in this manner. Second, if the animal fails its
Wisdom check, you can choose instead of turning, tocommand
the animal as though you had trained it for a special purpose
per the animal trainer feat for the turn duration. If you or one
of your companions attacks or damages the animal, you lose
control of it.

ELEMENTAL RESISTANCE

At 6™ level, you gain resistance to one type of damage of your
choice: acid, cold, fire, lightning or thunder. Once chosen, this
damage type cannot be changed.

ELEMENTAL STRIKE

At 8" level, you gain the ability to infuse your weapon
strikes with elemental energy. On each of your turns,
whenever you strike an enemy with a weapon (including
ranged weapons), you can cause the attack to deal an extra
1d8 damage to the target. This damage can be of any of
the following types: cold, fire, lightning or thunder. You
choose the damage type when you make the attack. When
you reach 14™ level, the damage increases to 2d8. This
damage applies only to one attack—if, for example, you
fire three shots from a handgun, only the first shot would
benefit from this extra damage.

ENHANCED ELEMENTAL AFFINITY

At 17" level, you gain immunity to the type of damage you
chose for Elemental Resistance, and resistance to all other
types of elemental damage (acid, cold, fire, lightning and
thunder). In addition, whenever a spell you cast deals damage
of the type to which you are immune, you deal maximum
possible damage for the spell.
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THE HOOLIGAN

The sentries were half-asleep. It had been far too quiet over the past
few months on the Eastern front, and the long shifts on the parapets
of the ancient castle were enough to send the most acutely-attentive
man to slumber. She was counting on that.

Natalya Abramova slipped through the shadows of the Bavarian forests
and scaled the walls of the castle as though there were ready-made steps
for her to take. The up-and-coming Hollywood starlet moonlighted as
the cat burglar known as the Fox for her blood-red costume and stylized
mask, and plied her skills in a more heroic fashion as a member of the
adventuring Brotherhood of William St. John. For her, life was about
the thrill of risk, the joy of a good con, the satisfaction of getting over on
a target who never even knew she was there.

The Fox glided along the walkways, coming up behind the first
sentry. Her knife flashed and with barely a gurgle the first guard
slipped to the ground. Three more to go, and her companions could
approach home-free. ..

The archetypal ne’er-do-wells, these characters can be cat
burglars, thieves in the night, or bootleggers. They may be
mob enforcers (or even bosses, at higher levels), suave con-
men, or common street thugs. They are rebels against the
mainstream, be it with or without a cause.

Some make their living by burglary, robbing wealthy marks
and pilfering the goods on the black market. Others are street
urchins and pickpockets. Still others find their skills best
suited to plundering ancient catacombs and tombs, unraveling
riddles in dark caves, and seeking ancient treasure from the
forgotten places of the world, avoiding the laws and the
lawmen of the more civilized areas of the world. Whatever
their preference, the hooligan lives for the thrill of the chase,
of pulling something off right under the noses of the feds,
and getting away with it. To perform these acrobatic feats of
daring, they must be exceedingly dexterous, nimble of hand
and foot, but also must be quick-witted with sharp senses.

A slick combination of mental acumen and hand-eye
coordination, the hooligan is a foe to be feared and an
acquaintance never to be trusted. Hooligans tend to be
chaotic or neutral in alignment, though there do exist thieves
with honor that have their own code, though the distribution
of abilities of this class makes practitioners of the shadow arts
that are of a lawful and good persuasion rare beyond rare.

CLAss FEATURES

As a hooligan, you have the following class features.

Hit PoinTs
HIT DICE: 1d8 per hooligan level
HIT POINTS AT 157 LEVEL: 8 + your Constitution modifier

HIT POINTS AT HIGHER LEVELS: 1d8 (or 5) + your Constitution
modifier per hooligan level after 1%

PROFICIENCIES

WEAPONS: Simple weapons, long swords, rapiers, short
swords, handguns, rifles, shotguns
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TOOLS: Thieves’ tools

SAVING THROWS: Dexterity, Intelligence

SKILLS: Choose four from Acrobatics, Athletics, Deception,
Insight, Intimidation, Investigation, Perception, Performance,
Persuasion, Sleight of Hand, and Stealth

EQuIPMENT

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

(a) a short sword or (b) a small melee weapon of choice

(a) a handgun or (b) a set of ten throwing blades

(a) a burglar’s pack, (b) a dungeoneer’s pack, or (c) an
explorer’s pack

(a) leather jacket, (b) trench coat

(a) two knives, and thieves’ tools, (b) two knives, and an
electronics kit

ArMOR CLass

You move lightning fast and react to danger almost as quickly
as it happens. You add your Dexterity bonus to Armor Class.

TABLE: THE HOOLIGAN

Proficiency Sneak

Level Bonus Attack Features
; Expertise, Sneak
st
- = L 1d6 Attack, Street Lingo
2nd +2 10 1d6 Cunning Action
B +2 10 2d6  Hooligan Archetype
40 +2 11 2d6 Ability Score
Improvement
g +3 11 3d6 Uncanny Dodge
6 +3 11 3d6 Expertise
7t 1+ 12 4d6 Evasion
gt +3 12 4d6 Ability Score
Improvement



Hooligan
th
4 = 12 gde Archetype feature
10 i 13 546 Ability Score
Improvement
11" +4 13 6d6 Reliable Talent
1ot v 13 6d6 Ability Score
Improvement
Hooligan
th
b *° = 4 Archetype feature
14 5 14 7d6 Blindsense
g 3 14 8d6 Slippery Mind
168 +5 15 8d6 Ability Score
Improvement
Hooligan
th
7 3 5 e Archetype feature
18t +6 15 9d6 Elusive
19t " 16 10d6 Ability Score
Improvement
20t +6 16 10d6 Stroke of Luck
EXPERTISE

At 1% level, choose two of your skill proficiencies, or one of
your skill proficiencies and your proficiency with thieves’
tools. Your proficiency bonus is doubled for any ability check
you make that uses either of the chosen proficiencies.

At 6™ level, you can choose two more of your proficiencies (in
skills or with thieves’ tools) to gain this benefit.

SNEAK ATTACK

Beginning at 1% level, you know how to strike subtly and
exploit a foe’s distraction. Once per turn, you can deal an
extra 1d6 damage to one creature you hit with an attack if
you have advantage on the attack roll. The attack must use a
finesse or a ranged weapon.

You don’t need advantage on the attack roll if another enemy
of the target is within 5 feet of it, that enemy isn’t incapacitated,
and you don’t have disadvantage on the attack roll.

The amount of the extra damage increases as you gain levels
in this class, as shown in the Sneak Attack column of the
Hooligan table.

STREET LINGO

You are familiar with the lingo of the streets, a secret mix of
dialect, jargon, and code that allows you to hide messages in
seemingly normal conversation. Only another creature that
knows street lingo understands such messages. It takes four
times longer to convey such a message than it does to speak
the same idea plainly.

In addition, you understand a set of secret signs and symbols
used to convey short, simple messages, such as whether an
area is dangerous or the territory of a certain gang or crime
syndicate, whether loot is nearby, or whether the people in an
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area are easy marks or will provide a safe house for fugitives
on the run.

Street lingo varies from city to city, nation to nation, or even
gang to gang, though within the confines of one city or region
(at the Game Master’s discretion) anyone who speaks a dialect
of street lingo can communicate with other various dialects at a
basic level. Each character begins play with four “slots” for street

lingo. The first of these slots is taken by the character’s “native”
lingo; the rest can be filled on the fly as the game progresses.

For example, a character who starts play in New York City
speaks the street lingo of New York. He has three slots left.
Should he later visit Los Angeles, he can declare the second
of these slots for LA lingo, explaining that he once had a West
Coast buddy who taught him the speech. Later, he travels to
Saudi Arabia and declares the third of his slots for that region,
concocting an explanation as to where he picked it up, and so
on and so forth.

Additional “slots” can be gained by foregoing an ability score
improvement. See “Ability Score Improvement,” below.

CuUNNING AcTION

Starting at 2" level, your quick thinking and agility allow you
to move and act quickly. You can take a bonus action on each
of your turns in combat. This action can be used only to take
the Dash, Disengage, or Hide action.

ARCHETYPES

At 3" Jevel, you choose an archetype that you emulate in the
exercise of your hooligan abilities. Your archetype choice
grants you features at 3 level and then again at 9", 13", and
17" level. The three archetypes from which you may choose
are the thief, the gangster, or the hacker.

ABILITY SCORE IMPROVEMENT

When you reach 4" level, and again at 8", 10, 12, 16", and
19 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.

Alternately, you may sacrifice improvement bonuses to pick
up additional street lingo slots (see Street Lingo, above). Each
+1 you sacrifice grants an additional lingo slot.

UNcanNy DobGe

Starting at 5" level, when an attacker that you can see hits you
with an attack, you can use your reaction to halve the attack’s
damage against you.

EvasioN

Beginning at 7™ level, you can nimbly dodge out of the way
of certain area effects, such as a red dragon’s fiery breath or
an ice storm spell. When you are subjected to an effect that
allows you to make a Dexterity saving throw to take only half
damage, you instead take no damage if you succeed on the
saving throw, and only half damage if you fail.
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RELIABLE TALENT

By 11* level, you have refined your chosen skills until they
approach perfection. Whenever you make an ability check
that lets you add your proficiency bonus, you can treat a d20
roll of 9 or lower as a 10.

BLINDSENSE

Starting at 14" level, if you are able to hear, you are aware of
the location of any hidden or invisible creature within 10 feet
of you.

SLiPPERY MIND

By 15" level, you have acquired greater mental Strength. You
gain proficiency in Wisdom saving throws.

ELusive

Beginning at 18" level, you are so evasive that attackers rarely
gain the upper hand against you. No attack roll has advantage
against you while you aren’t incapacitated.

STROKE OF Luck

At 20" level, you have an uncanny knack for succeeding when
you need to. If your attack misses a target within range, you
can turn the miss into a hit. Alternatively, if you fail an ability
check, you can treat the d20 roll as a 20.

Once you use this feature, you can’t use it again until you
finish a short or long rest.

ARCHETYPES

Hooligans have many features in common, including their
emphasis on perfecting their skills, their precise and deadly
approach to combat, and their increasingly quick reflexes. But
different hooligans steer those talents in varying directions,
embodied by the hooligan archetypes. Your choice of
archetype is a reflection of your focus—not necessarily an
indication of your chosen profession, but a description of
your preferred techniques.

THIEF

You hone your skills in the larcenous arts. Burglars, bandits,
cutpurses, and other criminals typically follow this archetype,
but so do hooligans who prefer to think of themselves
as professional treasure seekers, explorers, delvers, and
investigators. In addition to improving your agility and
stealth, you learn skills useful for delving into ancient ruins,
reading unfamiliar languages, and using magic items you
normally couldn’t employ.

Fast HanDs

Starting at 3™ level, you can use the bonus action granted by
your Cunning Action to make a Dexterity (Sleight of Hand)
check, use your thieves’ tools to disarm a trap or open a lock,
or take the Use an Object action.
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SeconD-STorY WORK

When you choose this archetype at 3™ level, you gain the
ability to climb faster than normal; climbing no longer costs
you extra movement.

In addition, when you make a running jump, the distance you cover
increases by a number of feet equal to your Dexterity modifier.

SUPREME SNEAK

Starting at 9" level, you have advantage on a Dexterity
(Stealth) check if you move no more than half your speed on
the same turn.

ApAPTIVE TooL User

By 13" level, you have become so adaptive and adept at
adjusting to unexpected situations, that you add your
proficiency bonus to any tool use, provided that you have the
tools on hand. If you do not have proper tools on hand, but
the materials are available to improvise tools for a job, you
may do so but instead add half your proficiency bonus.

Use Maecic DEevice

In games that feature magic as a mainstay, thieves can
choose instead of adaptive tool user, to gain the ability
to use magical items and artifacts. By 13" level, you have
learned enough about the workings of magic that you
can improvise the use of items even when they are not
intended for you. You ignore all class, race, and level
requirements on the use of magic items.

THIEF'S REFLEXES

When you reach 17" level, you have become adept at laying
ambushes and quickly escaping danger. You can take two turns
during the first round of any combat. You take your first turn at
your normal initiative and your second turn at your initiative
minus 10. You can’t use this feature when you are surprised.

GANGSTER

You are a member of an organized crime group, which can
be anything from the Italian Mafia to a local street gang. Your
sense of membership in this organization has granted you
certain abilities that relate to street contacts, the code of the
streets, and the brutality of such a lifestyle.

MabpE

When you choose this archetype at third level, you are
“made” as a member of your group. You know the ways of
the street and can always find an underworld contact when
you need one.

STREET NEGOTIATOR

At third level when you choose this archetype, choose two
Charisma-based skills. You gain expertise with the chosen
skills (you add double your proficiency bonus when making
checks). You also gain proficiency with Charisma saves.



AGGRESSIVE STANCE

At 9" level, you are constantly on the alert for danger, and
ready to react to it, or to initiate combat. You gain advantage
on initiative checks.

Drive-sy Hit

At 13" level, you are a deadly shot when on the move. When
you take the attack action on your turn to make a ranged
attack, and you are within 30 feet of an enemy, you may use
a bonus action to make a single, second ranged attack, but
at disadvantage. You may make this attack even if you used
double-tap with the first shot, but may not double-tap with
this second, bonus attack. If this attack hits, you may add
your sneak attack damage to the attack.

If using the Advanced Firearms Rules in Appendix A, this
second attack may be above and beyond your weapon’s
normal rate of fire (thus, if your pistol normally fires three
times in a round, you may use your bonus action to fire a
fourth). Recoil penalties do not affect this bonus shot, though
it is still made at disadvantage.

ALLow ME 10 RETORT

At 17" level, when you take damage from an unarmed or
melee weapon attack, you may use your reaction to deliver a
deadly counterattack, causing the attacker to suffer the exact
same amount and type of damage, provided you are capable
of dealing that kind of damage. If you are not capable of
dealing that type of damage, choose a type of damage you are
capable of dealing in melee combat, and that is the damage
type you deal in retort. After using this ability, you must
complete a short or long rest before using it again.

THE HACKER

The hacker is a different kind of renegade. Not so much adept
at stealth and picking pockets, these are men and women
for whom the digital world is their home terrain. They are
adept at digging into file systems, drawing the information
they need from the Internet, defeating network security,
implanting bugs and bypassing electronic security systems.
They might not be great for sneaking up on a guard, but if
you need to hack the GPS on a car or find something on the
dark web, they’re who you want in your corner.

COMPUTER ADEPT

When you choose this archetype at third level, you gain
expertise in the Computer Hacker toolkit. Whenever you make
a check using this toolkit, you add double your proficiency
bonus. Whenever you set up security on a network, or create
a program against which another hacker needs to bypass or
save, the DC for this is 8 + your Intelligence bonus + your
proficiency bonus.

This DC applies to malware you create and implant, to
firewalls and other security systems you set, up, and to any
other network, computer, or web-based effects that you
create. For complete rules on hacking, see Book Five.
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HAcCkeR's INTUITION

Also at third level, you gain a pool of Hacking Dice that you
can use to achieve various effects in the digital world. These
dice are d6 in value, and you gain a number of hacking dice
equal to your Intelligence bonus. These dice refresh after you
complete a long rest. Whenever you make a check using your
Hacker toolkit, you may roll a hacking die and add its value
to the check.

Your hacking dice increase in value to a d8 at level 5, a d10 at
level 10, and a d12 at level 15.

HACKER'S INSPIRATION

At ninth level, you may choose to reroll any computer
hacking task you attempt, keeping the better of the two
results. If you spend a Hacking die on the original check, the
result also applies to the reroll. After using this ability, you
must complete a long rest before using it again. At 20" level,
you must complete a short or a long rest before using this
ability again.

ORACLE IN THE CHAIR

At 13™ level, you are able, whenever you access a security
system for the purpose of monitoring or aiding your allies
remotely, you may roll a hacking die. Any one of your allies
may add the result to their next attack roll, ability check, or
saving throw based on the help you are giving them.

ENERGY DRINK

At 17" level, whenever you begin a round with no hacker
dice, you immediately gain one hacker die. After using this
ability, you must complete a long rest before using it again.

THE HACKER ARCHETYPE IN PRE-COMPUTER GAMES

Some who play Amazing Adventures, especially those
used to the original SIEGE engine version, may choose
to play in the so-called “pulp” era of the 1920s through
1940s, or other eras where there are no computers. Such
timeframes render the hacker largely useless. While there
are other archetypes found in the standard 5e Fantasy
rules, this archetype can be adapted to these settings as
a Burglar, a specialist in breaking and entering, instead
of a computer hacker. Instead of a hacker’s toolkit, the
B&E Specialist has Thieves” Tools, gaining expertise in
their use at third level. The hacker’s intuition becomes
Burglar’s Intuition, and hacking dice become Burglary
dice, and apply to thieves’ tools, stealth, or sleight of hand
checks. Hacker’s inspiration, likewise, becomes Burglar’s
inspiration, and applies to any thieves’ tools, stealth, or
sleight of hand check. Oracle in the Chair is re-named
to Planned Caper, and applies any time the B&E expert
has the time to strategize an operation, using maps or
plans of the area being infiltrated. Finally, Energy Drink
is renamed to “Sleep When I'm Dead.”
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THE MENTALIST

Natalya hated it when her roguish stealth abilities failed her. The
last sentry spun on her when she accidentally stumbled over a loose
rock, and spat, “Identifizieren Sie sich!”

She focused her mental energies on the area, feeling every inch of
her body become one with the castle and sensing her opponent, the
tension in his limbs, the quick beat of his heart, the beads of sweat
on his forehead. Somehow, she knew exactly what his next move
would be.

She slid her rapier from its scabbard and used it to parry the barrel
of his sten qun aside, then neatly stepped inside his personal space
before he could bring it to bear, sinking her dagger smoothly into his
chest. She lifted her mask and kissed him as his last breath escaped,
then whispered. “They call me the Fox, moya lyubov. Sleep well.”

As his lifeless form slid to the ground, Natalya shrugged. “They
always die of a broken heart,” she muttered, then moved to signal
her companions. It was good to have other abilities to fall back on
when one’s training failed, was it not?

Not all mystical power arises from alien forces or from the
arcane energies that permeate the lands. Some men and
women have the ability to call upon special inner reserves
of Strength and ability, reserves that manifest as a power
commonly known as mentalism, or psionics.

With a colorful assortment of psychic abilities at her disposal,
the mentalist leads the way in matters of the occult, but this
power comes with an exacting toll. Mainstream society tends
to distance itself from the mentalist out of fear and mistrust
for a type of power they neither have nor can understand.
Arcanists, too, shy away from the mentalist, perhaps bitter
towards the mentalist’s ability to naturally call forth powers
that arcanists must work long and hard to achieve.

Many mentalists revel in the dark perception society holds
of them, using it to reinforce their own mystique, while
others seek to break down these barriers and gain acceptance
amongst mainstream society. It is difficult, however; few
are likely to trust someone who can read your feelings or
thoughts, or even control the same.

Because of the fear and mistrust associated with their
abilities, and because of the more focused nature of their
power, psychic adventurers must learn certain combat skills
to survive in the shadows and seedy underbelly of the world.

CLAss FEATURES

As a Mentalist, you have the following class features.

Hit PoinTs

HIT DICE: d8 per mentalist level

HIT POINTS AT 1" LEVEL: 8 + your Constitution modifier

HIT POINTS AT HIGHER LEVELS: 1d8 (or 5) + your Constitution
modifier

PROFICIENCIES

WEAPONS: Simple weapons, rapiers, scimitars, shortswords,
handguns, rifles and shotguns.
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TOOLS: None.

SAVING THROWS: Wisdom, Charisma

SKILLS: Choose two from Athletics, Insight, Medicine,
Persuasion, Perception and Stealth

EQuIPMENT

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

(a) handgun, or (b) any simple weapon

(a) laptop, or (b) smartphone

(a) tarot deck, or (b) runes

ARrRMOR CLASS

You have an intuitive “sixth sense” about your opponents,
and always seem to know where their next attack is going to
land. You add your Wisdom bonus to Armor Class

TABLE: THE MENTALIST
Profici
S 'l AC Features

Level Bonus

11 +2 10  PsychicPowers, Psionic Insight (d6)

2l +2 10  Psychic Nature, Psychic Senses

o +2 10  Basic Psionic Power

4t 2 11  Ability Score Improvement

5 +3 11 Mental Re.sisténce; Basic Psionic
Power, Psionic Insight (d8)

6t S 11  Psychic Nature Feature

7t HG} 12 Basic Psionic Power

8th +3 12 Ability Score Improvement

95 +4 12 Basic or Advanced Psionic Power

16> B gt @10

11%* +4 13  Basic or Advanced Psionic Power

12t +4 13 Ability Score Improvement

13t GHD 14  Basic or Advanced Psionic Power

14% A5 14  Psychic Nature Feature

i M Peionic nsght (412

16t +5 15  Ability Score Improvement

17t +6 15  Basic or Advanced Psionic Power

18 +6 15 Mystical Psionics

19t a7 16 Ability Score ]mpr(?vement; Basic
or Advanced Psionic Power

20t +6 16  Superior Insight

Psionic Powers

At levels one, three, five, and seven, the character may choose
one new psychic power from the “basic” list. Beginning at
level nine and every odd level thereafter, the character may
choose new powers from either the “basic,” or “advanced”



powers lists. Advanced powers have prerequisites that must
be met before they can be chosen. In addition, at first level, the
Mentalist gains additional basic powers equal to her Wisdom
bonus. Thus, if a Mentalist has Wisdom of 18, she gains five
basic powers at first level (one, plus four for your Wisdom
bonus of +4). If your Wisdom bonus increases at any time,
you gain an additional basic psionic power; likewise, if your
Wisdom bonus decreases, you lose one basic power, though
you can never have less than 1 basic psionic power.

USING PSIONIC POWERS. You may use your psionic powers as
often as you like, but unless otherwise stated in the power’s
description, using a psionic power is a standard action. You
gain a special, “Psionics” skill. You are proficient in this
skill, which is not based on any specific ability score. To
use a psychic power, you must succeed at a psionics check
using the ability score associated with the psionic power in
question. This check is DC 13 for basic powers, or DC 15 for
Advanced powers.

PSYCHIC BURN. Whenever you fail a psionics check to use
a power, you lose access to that psychic power until you
complete a long rest. In addition, if you roll a natural 1 on
any psionic check, you also suffer 1d4 points of psychic
damage from “psychic burn” if the power is a basic
power, or 1d6 points of psychic damage if the power is an
Advanced power.

Some powers have specific DCs to activate; for these powers,
you only suffer psychic burn if you fail to achieve a DC 13
(basic) or 15 (advanced) on your check; achieving over DC
13 or 15 but under the activation DC for the power means
the power fails to function, but you do not suffer burn.
For example, attempting to use mesmerism on a creature to
achieve the hypnotic pattern effect is a Charisma (psionics)
check at DC 16. If you roll your check and achieve DC 15, you
do not succeed in activating the power, but you also do not
lose access to it until the end of your next long rest.

Even if the target gets a saving throw, you must still make
the psionics check to activate the power, as the potential for
psychic burn arises from your success or failure to activate,
not from the opponent’s success at saving against your power.

For powers requiring a psionic attack roll (see Chapter 4:
Paranormal), the attack roll replaces your activation check,
and if the attack roll is below DC 13 for basic or DC 15 for
advanced powers, you suffer psychic burn, though the attack
may still strike if it beats the opponent’s AC or saving throw
before fizzling out.

PSIONIC ABILITY. Though each of your powers may use a
different mental ability check, Wisdom is your ability for your
psychic powers, since they come from your force of will. You
always use your Wisdom modifier when setting the saving
throw DC of a psionic power you use, and when making an
attack roll with one:

Psionic Save DC = 8 + your Wisdom bonus + your proficiency
bonus.

Psionic Attack Modifier = Your proficiency bonus + your
Wisdom modifier.

BASIC CHARACTER CREATION

Psionic INSIGHT

Your psionic nature gives you an intuitive insight into the
world around you. You can use this insight to benefit yourself
or others. To do so, use a bonus action on your turn and
choose yourself or another creature that you can see within 60
feet of you. That creature gains one Psionic Insight die, a d6.

Once within the next 10 minutes, that creature can roll
the die and add the number rolled to one ability check,
attack roll or saving throw it makes. The creature may
wait until after it rolls the d20 before using the psionic
insight die, but must decide before the GM says whether
the roll succeeds or failed. Once the psionic insight die
is rolled, it is lost. A creature can have only one psionic
insight die at a time.

You canuse this feature anumber of times equal to your Wisdom
modifier (a minimum of once). You regain all expended uses
when you finish a long rest. Your psionic insight die changes
when you reach certain levels in this class. The die becomes a
d8 at 5" level, a d10 at 10" level, and a d12 at 15" level.

Psionic NATURE

At second level, all mentalists discover their psionic nature -
that is, the major bent of their psychic powers. Upon reaching
second level, choose from Psychokinetic, Psy-Ghost or
Sensitive. This choice provides additional abilities at second
level, and again at 6, 10*, and 14" level.

PsycHic SENSES

At level 2, your psychic senses are highly attuned to the
world around you, providing a “sixth sense” about people,
places and things. They represent the psychic’s ability to
perceive the world around him in ways different than others.
You may, as a bonus action, use Detect Evil and Good, Detect
Magic, Detect Psionics, or Detect Poison and Disease as a spell-
like ability. Alternately, you gain advantage on any Wisdom
(Perception) check.

After using this ability, you must complete a long rest before
using it again. Atlevel nine, you may use this ability a number
of times equal to your Wisdom bonus. You regain expended
uses at the end of a long rest.

In addition, whenever you encounter another psychically
active, magically active, or otherwise supernatural person
or creature, you may recognize its nature as such, using
your passive Wisdom (psionics) score. If the creature is not
attempting to hide its nature, the DC is 12. If the creature is
attempting to hide its nature, the DC is equal to its psionic,
spell, or power save DC.

You may also use a bonus action to attempt to actively sense
any person or creature’s nature in this manner. A successful
Wisdom (psionics) check yields one of three results: psychic,
mystic, or supernatural creature:

e  PSYCHIC creatures are other mentalists or creatures with
powers which deal psychic damage, or whose powers
are expressly designated as psychic or psionic.
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e  MYSTIC creatures are those that use magical abilities (cast
spells or have spell-like abilities). Arcanists, Hallowed
and Occultists would register as mystic in nature.

e  SUPERNATURAL creatures are any creatures thatare not
entirely natural —that is, creatures which are not of
the humanoid, giant, beast, or plant type. However,
at the GM’s option, certain creatures of the giant
and plant type may register as supernatural —after
all, plants that walk around and most humanoids
over 12 feet tall are certainly not part of the normal,
natural world!

ABILITY SCORE IMPROVEMENT

When you reach 4" level, and again at 8", 12, 16", and 19"
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.

MENTAL RESISTANCE

At level 5, Mentalists gain an extraordinary mental and
emotional resilience. You gain proficiency with Intelligence
saving throws. At level 10, choose one mental save. You gain
expertise with saving throws of that type, adding double
your proficiency bonus.

MysTicaL Psionics

At level 18, you may choose any one spell, which you may
use as a psychic power. This ability counts as an Advanced
psionic power, but does not require a psionics check to
activate. If the spell is level 8 or 9, you may use this ability
once, after which you must complete a long rest before
you may use it again. If the spell is level 4-7, you may use
it a number of times equal to half your Wisdom modifier,
regaining expended uses after completing a long rest. If the
spell is levels 1-3, you may use it a number of times equal
to your Wisdom modifier, regaining expended uses after
completing a long rest. If you choose a cantrip, you may use
the ability at will, as a bonus action.

SUPERIOR INSIGHT

At level 20, when you roll initiative and have no uses of
psionic insight left, you regain one use.

PsioNic NATURES

Your character’s psionic nature reflects the natural bent of
their psychic abilities. Some focus on affecting the physical
world with their mind. Others focus on their own bodies
and their abilities to move unseen in the normal world. Still
others have a strange, expanded sixth sense and extrasensory
perception, which gives them an extraordinary insight into
the souls of other people, as well as the ability to affect the
minds and hearts of those people.

Though most mentalists choose powers that are in line
with their psionic nature, it is not a requirement. There are,
for example, psychokinetics who possess the abilities of
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obfuscation and clairvoyance. There are, likewise, psy-ghosts
who possess combat awareness, and sensitives who have the
ability of telekinesis.

You choose your psychic nature at level 2, and it grants you
special abilities related to your psychic nature at levels 2, 6,
10 and 14.

PsYCHOKINETIC

Psychokinetics are those psionics with a talent for affecting
the physical world with their minds. They can move objects,
create energy from thin air, harm and heal with the power of
the mind, and even augment their own physical abilities. From
creating fire to taking control of machines and demonstrating
great feats of physical prowess, they can be among the most
overtly deadly of psychics.

IMPROVED PSYCHOKINESIS

Beginning at level 2 when you select this ability, you
may expend one use of Psychic Insight to roll your
Insight die, adding the result to the damage you inflict
with a psychokinetic power. This additional damage is
of the same type as the power would normally inflict
(bludgeoning for hurling an object at a foe, fire for using
pyrokinesis, etc.)

TELEKINETIC STRIKE

Also at level 2, whenever you deal damage with a melee
attack, you may expend one use of Psychic Insight to roll your
insight die and add the result to the damage you inflict, as
you boost your attack with telekinetic force. This damage is
of the same type your weapon normally inflicts.

PsycHic ATTACK

When you reach sixth level, you have honed your psychic
powers to the point where you can inflict minor damaging
effects at will. Choose any damage-dealing cantrip. You may
use this ability at will as a psychic power, substituting your
psychic attack roll and psionic save DC for the magical attack
and spell save DC where appropriate. This power does not
require a psionics check to activate (though any required
attack roll or saving throw remains in place).

DiscerNING POWER

Atlevel 10, Whenever you use a psychokinetic power to create
an area of effect (such as an explosion), you may expend one
use of psionic insight to create safe areas that are not affected.
Choose any number of creatures within the area of effect up
to your Wisdom modifier; these creatures take no damage
from the power and are not affected by it in any way.

OVERWHELMING POWER

At level 14, whenever you use a psychic power that deals
direct damage and allows a saving throw, you may expend a
use of psychic insight to impose disadvantage on one creature
making a save against that effect.



Psi-GHosT

The Psi-Ghost is the master or mistress of affecting the minds
of others. Their major talent lies in passing unseen through
crowds, in infiltration and control. These are the psychics
who are able to convince you they’re not there, who can
convince you to take actions against your own interest, who
can charm you or even generate stark, irrational terror. Subtle
and devious, they can be the most quietly dangerous among
psychics.

PsycHic STEALTH

At level 2 when you choose this power, you gain expertise
with the Stealth skill, adding double your proficiency bonus
whenever you make an ability check using this skill.

MesMerizING GAZE

Also starting at second level, your gaze and words have
the ability to enchant and mesmerize others. As an action,
you may expend one use of psychic insight to force another
creature to make a Charisma saving throw against your
psychic save DC. If the creature fails, it is charmed by you.
A creature charmed in this way is incapacitated and clearly
dazed, and when the effect ends, they do not remember you
being there. Roll your insight die; the result indicates the
number of rounds the effect lasts, ending at the end of your
turn on the indicated round. The creature is entitled to a new
saving throw at the end of each of its turns, ending the effect
on itself with a success.

DISTRACTING STEALTH

Beginning at sixth level, whenever a creature you can see
targets you or an ally with an attack, you may use your
natural psychic abilities to convince them that their target is
somewhere else. Expend one use of Psychic Insight and roll
your Psychic Insight Die; that opponent takes a penalty on
their next attack roll equal to the result on the die as they
target a space five feet from the actual intended target.

NATURAL STEALTH

Beginning at tenth level, unless you choose to be seen, you are
always moving with stealth, affected by a psychic field that
distracts others and making it hard to discern your existence.
You are constantly under the use of a passive Dexterity
(stealth) check, using your psychic stealth expertise, unless
you choose to turn it off, which you can do on an individual
basis, allowing either all to see you, or a number of individual
creatures up to your Wisdom modifier.

OVERWHELMING PERSONALITY

At 14" level, whenever you use a mind-affecting or stealth-
related psychic power, or you attempt a Dexterity (stealth)
roll, you may expend one use of Psychic Insight to impose
disadvantage on all saving throws against the power, or
Wisdom (perception) checks to detect you. This effect lasts for
a number of rounds indicated by rolling your Psychic Insight
die, but only affects the specific power or Dexterity (stealth)
roll indicated when you activated this ability.

BASIC CHARACTER CREATION
SENSITIVE

The Sensitive is a specialist in information gathering. They can
see into a room across the world, gathering secrets of foreign
nations. They can hear the thoughts of another person, picking
out lies and half-truths. They can communicate with someone
miles away, without the need for a telephone. They're the
ones that see into the hearts of men, knowing what evils
lurk there, and exploiting them to ends that are sometimes
heroic, sometimes nefarious. No secret is safe when a psychic
sensitive is present.

ComearT INTUITION

When you choose this Psionic Nature at second level, you
always have an intuitive sense about when a dangerous
situation is about to erupt into combat. Whenever you make
an initiative check, you add your proficiency bonus to the
check. Starting at level 10, you add double your proficiency
bonus to the check.

IMPROVED INSIGHT

Also at second level, after completing a long rest, roll one
psychic insight die. You do not have to expend a use of
psychic insight to roll this die. You may add the result of
this roll to any ability check, attack roll, or saving throw
you make until the end of your next long rest. You may
choose to wait until after you roll the d20 to add this bonus
to the roll, but it must be before the GM reveals the result
of the roll.

Psionic GuIDANCE

Atsixth level, choose either the Guidance or True Strike cantrip.
You may use this cantrip as a psionic power. It counts as a
Basic Psionic power for you, but does not count against your
normal number of powers known, and does not require a
psionic power check to use.

PsioNic SiGHT

Beginning at 10" level, you may improve your senses
beyond those of a normal person. You gain darkvision. In
addition, you may expend one use of Psionic Insight to use
See Invisibility, as per the spell. You do not need to make a
Psionic Power check to use this ability, which in all other
ways functions exactly as the second-level spell.

GREATER INSIGHT

Starting at 14™ level, you get an even greater insight into
the events that will befall you during the course of the day.
After completing a long rest, you roll two psychic insight
dice instead of one, for your Improved Insight ability, and
you may apply both results to attack rolls, ability checks or
saving throws before your next long rest. However, you may
only apply one result to any given check. You do not have to
expend a use of Psionic Insight to roll these dice.
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THE OCCULTIST

Occultists may be the most mysterious, dangerous and
untrustworthy of all of the mystical character classes. Unlike
the Arcanist, they do not spend years of study and scholarship
to unlock the secrets of the universe. Unlike the Hallowed,
they are not blessed by their deity (though many might claim
to have been “chosen”). Unlike the mentalist, they are not
possessed of the raw power of mind and personality.

The Occultistis the man or woman who has delved into forbidden
tomes and dark corners, seeking a fast path to power, which they
gain through striking a pact with a powerful supernatural being.
Though this being is not always evil, they are always inhuman,
and without fail, they demand a steep price for the power they
grant. These patrons can be demanding and fickle, and for all the
power they grant, the Occultist finds themselves shackled to this
creature, body, mind and soul.

CLAss FEATURES

As an Occultist, you gain the following class features.

Hit PoinTs

HIT DICE: 1d8 per Occultist level

HIT POINTS AT 1" LEVEL: 8 + your Constitution modifier

HIT POINTS AT HIGHER LEVELS: 1d8 (or 5) + your Constitution
modifier per Occultist level after 1+

TABLE: THE OCCULTIST

PROFICIENCIES

WEAPONS: Simple weapons, shortswords, scimitars, handguns,
shotguns

TOOLS: None

SAVING THROWS: Wisdom, Charisma

SKILLS: Choose two skills from Arcana, Deception, History,
Intimidation, Investigation, Nature, and Religion

EQuIPMENT

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

(a) a handgun or (b) any simple weapon

(a) a component pouch or (b) an arcane focus

(a) a scholar’s pack or (b) an adventurer’s pack

(a) ceremonial robes or (b) a trench coat

Any simple weapon, and two daggers

ARrRMOR CLASS

You have an uncanny, distracting and even frightening aura
that makes your foes distinctly uncomfortable. You add your
Charisma bonus to your armor class.

Level TR AC S Koomads Kbl Siots wilevel e Knmrns
plE +2 10 Otherworldly Patron, Pact Magic 2 2 1 1st -
2nd +2 10 Eldritch Invocations 2 3 2 1 2
B +2 10 Pact Boon 2 4 2 2nd 2
4t +2 10 Ability Score Improvement 3 5 2 2nd 2
g +3 10 - 8 6 2 5 B
(O +3 11 Otherworldly Patron feature 3 7 2 G5 3
7 176} 11 - 8 8 2 4t 4
8th e 11 Ability Score Improvement 3 9 2 4th 4
9t +4 11 - 8 10 2 G 5
10™ +4 11 Otherworldly Patron feature 4 10 2 st 5
il +4 12 Mystic Arcanum (6 level) 4 11 8 58 5
12t +4 12 Ability Score Improvement 4 11 3 58 6
13t +5 12 Mystic Arcanum (7 level) 4 12 3 G 6
14" 5 12 Otherworldly Patron feature 4 12 3 B 6
158 &5 12 Mystic Arcanum (8" level) 4 13 3 5 7
16t +5 13 Ability Score Improvement 4 13 3 5t 7
17t +6 13 Mystic Arcanum (9" level) 4 14 4 6 7
18t +6 13 - 4 14 4 5 8
19" +6 13 Ability Score Improvement 4 15 4 o8 8
20t +6 13 Eldritch Master 4 15 4 B 8
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BASIC CHARACTER CREATION

PATRON

At 1% level, you have struck a bargain with an otherworldly
being of your choice: the Fiend, the Angel, or the Outer God.
Your choice grants you features at 1% level and again at 6™,
10%, and 14t level.

Pact Macic

Your arcane research and the magic bestowed on you by your
patron have given you facility with spells.

CANTRIPS: You know two cantrips of your choice from the
Occultist spell list. You learn additional Occultist cantrips of
your choice at higher levels, as shown in the Cantrips Known
column of the Occultist table.

SPELL SLOTS: Table: The Occultist shows how many spell slots
you have. The table also shows what the level of those slots is;
all of your spell slots are the same level. To cast one of your
Occultist spells of 1% level or higher, you must expend a spell
slot. You regain all expended spell slots when you finish a short
or long rest. For example, when you are 5" level, you have two
3d-level spell slots. To cast the 1%-level spell thunderwave, you
must spend one of those slots, and you cast it as a 3"-level spell.

SPELLS KNOWN OF 157 LEVEL AND HIGHER: At 1% level, you
know two 1-level spells of your choice from the Occultist
spell list. The Spells Known column of Table: The Occultist
shows when you learn more Occultist spells of your choice
of 1% level and higher. A spell you choose must be of a level
no higher than what’s shown in the table’s Slot Level column
for your level. When you reach 6 level, for example, you
learn a new Occultist spell, which can be 1¢, 2", or 3™ level.
Additionally, when you gain a level in this class, you can
choose one of the Occultist spells you know and replace it
with another spell from the Occultist spell list, which also
must be of a level for which you have spell slots.

SPELLCASTING ABILITY: Charisma is your spellcasting ability
for your Occultist spells, so you use your Charisma whenever
a spell refers to your spellcasting ability. In addition, you use
your Charisma modifier when setting the saving throw DC
for an Occultist spell you cast and when making an attack roll
with one.

SPELL SAVE DC = 8 + your proficiency bonus + your Charisma
modifier

SPELL ATTACK MODIFIER = your proficiency bonus + your
Charisma modifier

SPELLCASTING FOCUS: You can use an arcane focus as a
spellcasting focus for your Occultist spells.

ELDRITCH INVOCATIONS

In your study of occult lore, you have unearthed eldritch
invocations, fragments of forbidden knowledge that imbue
you with an abiding magical ability. At 2" level, you gain two
eldritch invocations of your choice. Your invocation options
are detailed at the end of the class description. When you
gain certain Occultist levels, you gain additional invocations
of your choice, as shown in the Invocations Known column
of the Occultist table. Additionally, when you gain a level in
this class, you can choose one of the invocations you know
and replace it with another invocation that you could learn
at that level.

Pact Boon

At 3]evel, your otherworldly patron bestows a gift upon you
for your loyal service. You gain one of the following features.
In addition, each Pact Boon option produces a special creature
or an object that reflects your patron’s nature.

PACT OF THE CHAIN. You learn the find familiar spell and
can cast it as a ritual. The spell doesn’t count against your
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number of spells known. When you cast the spell, you can
choose one of the normal forms for your familiar or one of the
following special forms: imp, pseudodragon, quasit, or sprite.
Additionally, when you take the Attack action, you can forgo
one of your own attacks to allow your familiar to make one
attack of its own with its reaction.

In addition, your familiar is more cunning than a typical
familiar. Its default form can be a reflection of your patron,
with imps and quasits tied to the Fiend and various types
of fey or even dragons of CR 1 or below associated with the
Celestial. Because the Outer God’s nature is inscrutable, any
familiar form is suitable for it.

PACT OF THE BLADE. You can use your action to create a pact
weapon in your empty hand. You can choose the form that
this melee weapon takes each time you create it. You are
proficient with it while you wield it. This weapon counts
as magical for the purpose of overcoming resistance and
immunity to nonmagical attacks and damage.

Your pact weapon disappears if it is more than 5 feet away
from you for 1 minute or more. It also disappears if you
use this feature again, if you dismiss the weapon (no action
required), or if you die.

You can transform one magic weapon into your pact weapon
by performing a special ritual while you hold the weapon. You
perform the ritual over the course of 1 hour, which can be done
during a short rest. You can then dismiss the weapon, shunting
itinto an extradimensional space, and it appears whenever you
create your pact weapon thereafter. You can’t affect an artifact
or a sentient weapon in this way. The weapon ceases being
your pact weapon if you die, if you perform the 1-hour ritual
on a different weapon, or if you use a 1-hour ritual to break
your bond to it. The weapon appears at your feet if it is in the
extradimensional space when the bond breaks.

Whatever form you choose, it should always in some way
represent your patron. If your patron is the celestial, it might
be a blade of gleaming silver or clear crystal. If the Fiend, it
might be an axe of black metal adorned with golden flame.
If the Outer God, it could be a writhing cat-o-nine-tails-style
whip, carved with sanity-blasting symbols. These are just
suggestions; the options are infinite.

PACT OF THE TOME. Your patron gives you a grimoire called
a Book of Shadows. When you gain this feature, choose
three cantrips from any class’s spell list (the three needn’t
be from the same list). While the book is on your person,
you can cast those cantrips at will. They don’t count against
your number of cantrips known. If they don’t appear on the
Occultist spell list, they are nonetheless Occultist spells for
you. If you lose your Book of Shadows, you can perform
a 1-hour ceremony to receive a replacement from your
patron. This ceremony can be performed during a short
or long rest, and it destroys the previous book. The book
turns to ash when you die.

Your Book of Shadows might be a beautiful, hand-illuminated
tome with gold-gilt pages containing spells of enchantment
and divination, gifted to you by the heavenly Celestial. It
could be a weighty tome bound in demon hide studded with
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iron, holding spells of conjuration, evocation and a wealth
of forbidden lore about the sinister regions of the cosmos, a
gift of the Fiend. Or it could be a book of eldritch lore and
the sanity-blasting horrors of reality such as an abridged
copy of the Necronomicon or Die Vermis Mysteriis, containing
conjuration and transmutation spells, as well as a trove of
hidden lore about the secret spaces between spaces, if your
pact is with the Outer Dark.

ABILITY SCORE IMPROVEMENT

When you reach 4" level, and again at 8", 12%, 16", and 19" 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.

MysTic ARCANUM

At 11" level, your patron bestows upon you a magical
secret called an arcanum. Choose one 6'- level spell from
the Occultist spell list as this arcanum. You can cast your
arcanum spell once without expending a spell slot. You
must finish a long rest before you can do so again. At
higher levels, you gain more Occultist spells of your choice
that can be cast in this way: one 7%- level spell at 13" level,
one 8"-level spell at 15" level, and one 9*-level spell at 17
level. You regain all uses of your Mystic Arcanum when
you finish a long rest.

ELDRITCH MASTER

At 20™ level, you can draw on your inner reserve of mystical
power while entreating your patron to regain expended spell
slots. You can spend 1 minute entreating your patron for aid
to regain all your expended spell slots from your Pact Magic
feature. Once you regain spell slots with this feature, you
must finish a long rest before you can do so again.

OTHERWORLDLY PATRONS

The beings that serve as patrons for Occultists are mighty
inhabitants of other planes of existence —not gods, but almost
godlike in their power. Various patrons give their Occultists
access to different powers and invocations, and expect
significant favors in return. Some patrons collect Occultists,
doling out mystic knowledge relatively freely or boasting
of their ability to bind mortals to their will. Other patrons
bestow their power only grudgingly, and might make a pact
with only one Occultist. Occultists who serve the same patron
might view each other as allies, siblings, or rivals.

FieEnD

You have made a pact with a fiend from the lower planes
of existence, a being whose aims are evil, even if you strive
against those aims. Such beings desire the corruption or
destruction of all things, ultimately including you. Fiends
powerful enough to forge a pact include demon lords such as
Demogorgon, Orcus, Fraz'Urb-luu, and Baphomet; archdevils
such as Asmodeus, Dispater, Mephistopheles, and Belial; pit
fiends and balors that are especially mighty; and ultroloths
and other lords of the yugoloths.



Fieno ExpPANDED SPELL LisT

The Fiend lets you choose from an expanded list of spells
when you learn an Occultist spell. The following spells are
added to the Occultist spell list for you.

FIEND EXPANDED SPELLS

Spell Level Spells

7t burning hands, command

2nd blindness/deafness, scorching ray
B fireball, stinking cloud

4t fire shield, wall of fire

B flame strike, hallow

Dark ONE’s BLESSING

Starting at 1% level, when you reduce a hostile creature to
0 hit points, you gain temporary hit points equal to your
Charisma modifier + your Occultist level (minimum of 1).

Dark ONE's OwN Luck

Starting at 6™ level, you can call on your patron to alter fate
in your favor. When you make an ability check or a saving
throw, you can use this feature to add a d10 to your roll. You
can do so after seeing the initial roll but before any of the roll’s
effects occur. Once you use this feature, you can’t use it again
until you finish a short or long rest.

FiENDISH RESILIENCE

Starting at 10™ level, you can choose one damage type
when you finish a short or long rest. You gain resistance to
that damage type until you choose a different one with this
feature. Damage from magical weapons or silver weapons
ignores this resistance.

HurL THRouGH HELL

Starting at 14" level, when you hit a creature with an attack, you
can use this feature to instantly transport the target through the
lower planes. 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 fiend, it takes 10d10
psychic damage as it reels from its horrific experience. Once you
use this feature, you can’t use it again until you finish a long rest.

CELESTIAL

You have made a pact with a celestial, an angelic being from
the higher planes. While celestials are almost always good-
aligned, they sometimes have their own motives which are
inscrutable to mortals, and could demand services that seem
utterly immoral to human sensibilities. This is because they
tend to be absolute in their views.

They are also, in general, messengers and warriors of higher
powers, those that are sent to the mortal realms to carry out
the “dirty work” of the gods. It has been said that angels
always have their wings drenched in blood; though they
are powerful and merciful healers, they are at the same time
merciless killers, willing to turn entire cities to salt if they
believe the sins within are great enough.

BASIC CHARACTER CREATION
Only the most powerful celestials are capable of granting such
power, and they are constantly whispering in the ears of those
they choose, driving them to perform the works of Heaven.
Such angels include Michael, Raphael, Uriel, Barachiel, Gabriel,
Kapharel, Metatron, Remiel and other Archangels.

CEeLESTIAL EXPANDED SPELL LisT

The Celestial lets you choose from an expanded list of spells
when you learn an Occultist spell. The following spells are
added to the Occultist spell list for you.

Spell Level Spells

I¢ cure wounds, guiding bolt

i prayer of healing, spiritual weapon
3 beacon of hope, revivify

4 death ward, guardian of faith

5 flame strike, hallow

ARMOR OF HEAVEN

Starting at 1**level, your connection to the celestial powers grants
you some protection from harm. As an action, you can add +2
to your armor class for one minute. After using this feature, you
cannot use it again until you finish a short or long rest.

VENGEANCE OF HEAVEN

Starting at 6™ level, you can wreak holy vengeance upon
someone who attempts to attack you or someone you deem
under your protection. On your turn, designate yourself or
one other creature. Until the end of your next turn, whenever
an enemy makes a successful attack against the designated
creature, that enemy must make a Wisdom saving throw
against your spell save DC. If they fail, they suffer 1d8 radiant
damage, or half as much on a success.

HeaveN's HEALING

Beginning at 10™ level, whenever you cast a spell that restores
hit points, it always heals the maximum possible hit points.
Thus, if you cast cure wounds using a 3"-level spell slot, you
automatically heal 24 hit points + your Charisma modifier.

HEAVEN'S JUDGMENT

Starting at 14" level, when you target a creature with an attack,
you can call heaven’s judgment down upon it. The creature
sees a manifestation of your celestial patron appear around
you in its full terrifying visage, and is struck by celestial fire
that deals 10d10 radiant damage and stuns the creature until
the end of your next turn. Once you use this feature, you can’t
use it again until you finish a long rest.

OuTeErR Gobs

The Deeper Dark is the space between spaces, the realm of pure
entropy that is anathema to all of reality. You have through
some means forged a pact with a being from this realm, whose
true nature has the ability to drive mortals utterly mad. These
creatures are often referred to as Outer Gods and have names
like Azathoth, Yog-Sothoth, Nyarlathotep, Great Cthulhu,
and Shub-Niggurath.
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For the most part (with the sole exception of Nyarlathotep,
who walks the world in at least 1,000 forms), these Outer
Gods are in a deep slumber, prophesied to awaken “when
the stars are right.” Until that time, they communicate with
their thralls and followers in dreams, sending power and
portent to those who seek to bring about their resurrection.

Your pact may be unwilling; you've read too many forbidden
tomes and struck such an agreement in a fit of psychotic
madness, or a dream. You may have fallen prey to one of
Nyarlathotep’s many cons and been tricked. It may be that
you have compacted with such a creature in an effort to fight
against it, and walk a careful balance between order and chaos.
It could be that you have willingly struck this bargain in a mad
quest for power. Whatever the reason, your soul and sanity has
become forfeit, and in return, you have been granted power.

Outer Gob ExpaNDED SPELL List

The Outer God lets you choose from an expanded list of spells
when you learn an Occultist spell. The following spells are
added to the Occultist spell list for you.
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Spell Level Spells

1st color spray, hideous laughter

2nd blindness/deafness, detect thoughts
B hypnotic pattern, stinking cloud
4th confusion, dominate beast

Bk cloudkill, contact other plane

INSANE INSIGHT

Beginning at level one, you may roll 1d6 whenever you complete
a long rest. You may add the result to any one d20 roll until the
end of your nextlong rest as your tenuous grip on reality yields a
blasphemous insight into the situation at hand. You may choose
to add this result to the die after it has been rolled, but before the
GM reveals whether it succeeds or fails. This die increases to a d8
atlevel 5, a d10 at level 10, and a d12 at level 15.

BLASPHEMOUS REVELATION

Beginning at 6 level, you can choose one creature that you
can see and who can see you. That creature must make a



Wisdom save against your spell save DC. If it fails, it is
blinded and frightened of you until it completes a long rest
or is the subject of a heal or restoration spell, as it receives a
blasphemous vision of the true nature of reality. If the creature
succeeds on its save, it is frightened of you for one minute, or
until it moves to at least 50 feet away, to a space where it is
not in your line of sight. After using this ability, you must
complete a long rest before using it again.

Power ofF THE DEeper DARK

Beginning at 10" level, whenever you cast a spell on the Outer
God Expanded Spell List, you may choose, as a bonus action,
to immediately cast the spell a second time without expending
another spell slot. Alternately, when you are affected by a
spell or you suffer damage by an attack, you may use your
reaction to cast one spell from the Outer God Expanded Spell
List which you have prepared and which has a casting time of
one action. After using this ability, you must complete a long
rest before using it again.

Pipes oF CHAOs

At 14™ level, you gain the terrifying ability to open a victim
to the blasphemous horrors of the chaotic mass that lies
slumbering at the center of all reality. As the target sees
the indescribable horror and hears its haunting pipes, it is
stricken mad. Whenever a creature hits you with a melee or
ranged attack, or successfully casts a spell against you, you
transport its mind to the center of the universe for an instant,
then it snaps back. The creature suffers 10d10 psychic damage
and is affected as though you had cast a confusion spell on
them. They receive no saving throw, and you do not have to
concentrate to maintain the confusion effect. After using this
ability, you must complete a long rest before using it again.

OLD ONES

In the standard 5e Fantasy rules, there is a patron choice
called “Old Ones.” This patron is a different approach
to the same concept, and should function perfectly well
for players who choose to use it instead. It could even be
that different Great Old Ones or creatures of the Deeper
Dark offer different boons to their cultists, resulting in
different flavors of Occultist.

ELDRITCH INVOCATIONS

If an eldritch invocation has prerequisites, you must meet
them to learn it. You can learn the invocation at the same time
that you meet its prerequisites. A level prerequisite refers to
your level in this class.

AcoNizING BLAsT

Prerequisite: Eldritch Blast cantrip

When you cast Eldritch Blast, add your Charisma modifier to
the damage it deals on a hit.

ARMOR OF SHADOWS

You can cast Mage Armor on yourself at will, without
expending a spell slot or material components.

BASIC CHARACTER CREATION

ASCENDANT STEP

Prerequisite: 9" level

You can cast Levitate on yourself at will, without expending a
spell slot or material components.

BeAsT SPEECH

You can cast Speak with Animals at will, without expending a
spell slot.

BEGUILING INFLUENCE

You gain proficiency in the Deception and Persuasion skills.

BewitcHING WHISPERS
Prerequisite: 7" level

You can cast Compulsion once using a warlock spell slot. You
can’t do so again until you finish a long rest.

Book oF ANCIENT SECRETS
Prerequisite: Pact of the Tome feature

You can now inscribe magical rituals in your Book of Shadows.
Choose two 1*-level spells that have the ritual tag from any
class’s spell list (the two needn’t be from the same list). The spells
appear in the book and don’t count against the number of spells
you know. With your Book of Shadows in hand, you can cast the
chosen spells as rituals. You can’t cast the spells except as rituals,
unless you've learned them by some other means. You can also
cast a warlock spell you know as a ritual if it has the ritual tag.

On your adventures, you can add other ritual spells to your
Book of Shadows. When you find such a spell, you can add it
to the book if the spell’s level is equal to or less than half your
warlock level (rounded up) and if you can spare the time to
transcribe the spell. For each level of the spell, the transcription
process takes 2 hours and requires a Wealth check at DC 10
plus the spell’s level for the rare inks needed to inscribe it.

CHAINS oF CARCERI

Prerequisite: 15" level, Pact of the Chain feature

You can cast Hold Monster at will — targeting a celestial, fiend,
or elemental —without expending a spell slot or material
components. You must finish a long rest before you can use
this invocation on the same creature again.

DEeviL's SiGHT

You can see normally in darkness, both magical and
nonmagical, to a distance of 120 feet.

DreabruL Worp

Prerequisite: 7" level

You can cast Confusion once using a warlock spell slot. You
can’t do so again until you finish a long rest.

ELDRITCH SIGHT

You can cast Detect Magic at will, without expending a spell slot.
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ELDRITCH SPEAR
Prerequisite: Eldritch Blast cantrip
When you cast Eldritch Blast, its range is 300 feet.

Eves oF THE RUNE KEEPER

You can read all writing.

FienpisH ViGor

You can cast False Life on yourself at will as a 1<-level spell,
without expending a spell slot or material components.

Gaze oF Two Minps

You can use your action to touch a willing humanoid and
perceive through its senses until the end of your next turn. As
long as the creature is on the same plane of existence as you,
you can use your action on subsequent turns to maintain this
connection, extending the duration until the end of your next
turn. While perceiving through the other creature’s senses, you
benefit from any special senses possessed by that creature, and
you are Blinded and Deafened to your own surroundings.
LIFEDRINKER

Prerequisite: 12" level, Pact of the Blade feature

When you hit a creature with your pact weapon, the creature
takes extra necrotic damage equal to your Charisma modifier
(minimum 1).

Mask oF Many Faces

You can cast Disguise Self at will, without expending a spell slot.

MasTerR oF MYRIAD FORMS
Prerequisite: 15" level

You can cast Alter Self at will, without expending a spell slot.

Minions ofF CHaos
Prerequisite: 9" level

You can cast Conjure Elemental once using a warlock spell slot.
You can’t do so again until you finish a long rest.

MiRre THE MIND

Prerequisite: 5" level

You can cast Slow once using a warlock spell slot. You can’t
do so again until you finish a long rest.

Misty Visions

You can cast Silent Image at will, without expending a spell
slot or material components.

ONE WITH SHADOWS

Prerequisite: 5" level

When you are in an area of dim light or darkness, you can
use your action to become Invisible until you move or take an
action or a reaction.
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OTHERWORLDLY LEAP

Prerequisite: 9" level

You can cast Jump on yourself at will, without expending a
spell slot or material components.

REPELLING BLAST

Prerequisite: Eldritch Blast cantrip

When you hit a creature with Eldritch Blast, you can push the
creature up to 10 feet away from you in a straight line.
ScuLPTOR OF FLESH

Prerequisite: 7" level

You can cast Polymorph once using a warlock spell slot. You
can’t do so again until you finish a long rest.

SiGN oF ILL OMEN

Prerequisite: 5" level

You can cast Bestow Curse once using a warlock spell slot. You
can’t do so again until you finish a long rest.

Thier oF Five Fates

You can cast Bane once using a warlock spell slot. You can’t
do so again until you finish a long rest.

THIRSTING BLADE

Prerequisite: 5" level, Pact of the Blade feature

You can attack with your pact weapon twice, instead of once,
whenever you take the Attack action on your turn.

Visions OF DISTANT REALMS

Prerequisite: 15™ level

You can cast Arcane Eye at will, without expending a spell slot.

Voice ofF THE CHAIN MASTER
Prerequisite: Pact of the Chain feature

You can communicate telepathically with your familiar and
perceive through your familiar’s senses as long as you are on
the same plane of existence. Additionally, while perceiving
through your familiar’s senses, you can also speak through
your familiar in your own voice, even if your familiar is
normally incapable of speech.

WHISPERS OF THE GRAVE
Prerequisite: 9" level

You can cast Speak with Dead at will, without expending a
spell slot.

WiTcH SIGHT
Prerequisite: 15" level

You can see the true form of any shapechanger or creature
concealed by illusion or transmutation magic while the
creature is within 30 feet of you and within line of sight.



THE PUGILIST

“Savage” Steve McPartland set his back to the wall,
his faithful Rottweiler Bluto at his side. The dog’s
back arched, his sharp teeth bared, and snarled at
the group of Triad assassins in a semicircle around
the two.

“Okay, Gents,” Steve said. I'm not really sure what
I did to get you all angry with me, but I'm sure we
can work this out like men?”

The first Triad came in fast, with a dagger strike
aimed right at Steve’s head. Steve caught his wrist
in one hand, forcing the dagger high, then grabbed
for the assassin’s armpit with the other, easily
lifting the lithe Asian man and slamming him head-
first into the wall. He let go and the man sprawled
senseless to the splintered wood of the docks.

He turned to the rest of the assassins and grinned.
“That’s what I'm talking about. Who's next?”

The pugilist is the master of hand to hand
combat, a professional boxer, traveling martial
artist, or lowly pit fighter whose fists of iron
are matched only by the damage he can soak
up and still keep on going. These characters
tend to be simple, viewing the world in terms
of “Good” and “Bad,” but are often loyal and
good to have in your corner, especially when
the fists start flying.

Pugilists are rough-and-tumble men and
women who love to mix it up and get down and
dirty. Generally, at least in the western world,
a pugilist has little time or patience for talk or
negotiation; they’d rather just beat something
to a pulp. There are those, however, who view
their pursuits as a path to inner peace. To these
humble philosopher-monks, using their body
as a lethal weapon is a last resort. Honing the
mind, to them, is as importnat as honing the body..

Regardless of their philosophical outlook, pugilists eventually
become so adept at fisticuffs and hand-to-hand fighting that
they can take on just about anyone. A pugilist can be a
professional boxer or wrestler, a trained martial artist, or just
a street kid who had to come up using his fists to make a name
for himself. Many pugilists work as bouncers in local bars,
as wrestlers or fighters for the entertainment of the locals, or
even as enforcers for the local crime syndicate.

ABILITIES

As a pugilist, you gain the following class features.

Hit PoinTs

HIT DICE: 1d8 per Pugilist level

HIT POINTS AT 157 LEVEL: 8 + your Constitution modifier

HIT POINTS AT HIGHER LEVELS: 1d8 (or 5) + your Constitution
modifier per Pugilist level after 1%

BASIC CHARACTER CREATION

PROFICIENCIES

WEAPONS: Simple weapons, short swords, shotguns

TOOLS: Choose one type of artisan’s tools or one musical
instrument

SAVING THROWS: Dexterity, Constitution

SKILLS: Choose two from Acrobatics, Athletics, History,
Insight, Religion, and Stealth

EQuIPMENT

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

(a) a small club or (b) brass knuckles

(a) one equipment pack of your choice

(a) sling or (b) 10 throwing knives
ArMor CLaAss

You have an uncanny ability to simply shrug off damage. You
add your Constitution bonus to your armor class.
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TABLE: PUGILIST

Proficiency AC Unarmed Potency

Fast

L8 Bonus Combat Points Movement e
7let +2 12 1d6 — — Unarmored Defense, Unarmed Combat
2nd +2 12 1d6 2 40 ft. Potency, Unarmored Movement
B +2 12 1d6 8 Fighting Style, Deflect Missiles
4th +2 13 1d6 4 Ability Score Improvement, Slow Fall
Be +3 13 1d8 5 Extra Attack, Stunning Strike
ot +3 13 1d8 6 45 ft. Empowered Strikes, Fighting Style feature
7 +3 14 1d8 7 Evasion, Nerves of Steel
gt +3 14 1d8 8 Ability Score Improvement
g +4 14 1d8 9 Unarmored Movement improvement
10% +4 15 1d8 10 50 ft. Iron Constitution
11" +4 15 1d10 11 Fighting Style feature
12t +4 15 1d10 12 Ability Score Improvement
13t 3 16 1d10 13 Wisdom in Simplicity
14 +5 16 1d10 14 55 ft. Tempered Body and Mind
g +5 16 1d10 15 Timeless Body
16" +5 17 1d10 16 Ability Score Improvement
17% +6 17 2d6 17 Fighting Style feature
18t +6 17 2d6 18 60 ft. Uncanny Stealth
19t +6 18 2d6 19 Ability Score Improvement
20t +6 18 2d6 20 Perfect Self

CLAss ABILITIES

UNARMORED DEFENSE

Beginning at 1% level, your base armor class begins at 12,
where other classes begin at 10. This AC increases by +1 per
three character levels, as shown in Table: Pugilist.

UNARMED COMBAT

At 1% level, your expertise in unarmed combat gives you
mastery of combat styles that use unarmed strikes and martial
arts, or street-fighting weapons, which are shortswords and
any simple melee weapons that don’t have the two- handed
or heavy property.

You gain the following benefits while you are unarmed or
wielding only martial arts or street weapons and you aren’t
otherwise armored:

e  You can use Dexterity instead of Strength for the attack
and damage rolls of your unarmed strikes and martial
arts or street weapons.

e  You can roll a d6 in place of the normal damage of your
unarmed strike or martial arts weapon. This die changes
as you gain pugilist levels, as shown in the unarmed
combat column of the pugilist table.

e Whenyou use the Attack action with an unarmed strike or a
pugilist weapon on your turn, you can make one unarmed
strike as a bonus action. For example, if you take the Attack
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action and attack with a quarterstaff, you can also make an
unarmed strike as a bonus action, assuming you haven't
already taken a bonus action this turn.

Certain monasteries use specialized forms of the martial arts
or street weapons. For example, you might use a club that
is two lengths of wood connected by a short chain (called a
nunchaku) or a sickle with a shorter, straighter blade (called
a kama). Whatever name you use for a pugilist weapon, its
core stats do not change (a sickle is a sickle even if called a
kama; a flail is a flail even if called nunchaku).

PoTENcY

Starting at 2™ level, your training allows you to harness
the mystic energy of potency. Your access to this energy is
represented by a number of potency points. Your pugilist
level determines the number of points you have, as shown in
the Potency Points column of the Pugilist table.

You can spend your potency points to fuel various potency
features. You start knowing three such features: Flurry of
Blows, Patient Defense, and Move Like Lightning. You will
gain other uses of potency as you advance in levels.

When you spend a potency point, it is unavailable until you
finish a short or long rest, at the end of which you draw all
of your expended potency back into yourself. You must
spend at least 30 minutes of the rest meditating to regain your
potency points.



Some of your potency features require your target to make a
saving throw to resist the feature’s effects. The saving throw
DC is calculated as follows:

Potency save DC = 8 + your proficiency bonus + your Wisdom
modifier

Flurry of Blows. Immediately after you take the Attack action
on your turn, you can spend 1 potency point to make two
unarmed strikes as a bonus action.

Patient Defense. You can spend 1 potency point to take the
Dodge action as a reation on your turn.

Mowve Like Lightning. You can spend 1 potency point to take
the Disengage or Dash action as a bonus action on your turn,
and your jump distance is doubled for the turn.

FAsT MOVEMENT

Starting at 2" level, your speed increases by 10 feet while
you are not wearing armor or wielding a shield (including
improvised shields). This bonus increases when you reach
certain pugilist levels, as shown in the Pugilist table.

At 9" level, you gain the ability to move along vertical surfaces
and across liquids on your turn without falling during the move.

FIGHTING STYLE

When you reach 3™ level, you commit yourself to a fighting
style, such as martial arts, brawling, wrestling or mysticism.
Your tradition grants you features at 3™ level and again at 6™,
11%, and 17 level.

DerLEcT MissILES

Starting at 3™ level, you can use your reaction to deflect or catch
the missile when you are hit by a ranged weapon attack. When
you do so, the damage you take from the attack is reduced by
1d10 + your Dexterity modifier + your pugilist level.

If you reduce the damage to 0, you can catch the missile if it
is small enough for you to hold in one hand and you have
at least one hand free. If you catch a missile in this way, you
can spend 1 potency point to make a ranged attack with the
weapon or piece of ammunition you just caught, as part of
the same reaction. You make this attack with proficiency,
regardless of your weapon proficiencies, and the missile
counts as a pugilist weapon for the attack, which has a normal
range of 20 feet and a long range of 60 feet.

ABILITY SCORE IMPROVEMENT

When you reach 4" level, and again at 8", 12, 16", and 19" 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.

SiLow FaLL

Beginning at 4" level, you can use your reaction when you fall
to reduce any falling damage you take by an amount equal to
five times your pugilist level.

BASIC CHARACTER CREATION

EXTRA ATTACK

Beginning at 5" level, you can attack twice, instead of once,
whenever you take the Attack action on your turn.

STUNNING STRIKE

Starting at 5" level, you can deliver brutal strikes that leave your
opponent dazed and unable to act. It could be due to a mystical
ability to disrupt the flow of life energy in an opponent; it could
be from knowing just where to strike to stun nerve bundles.
It could just be that your meaty fists are that devastating.
Regardless, when you hit another creature with a melee weapon
or unarmed attack, you can spend 1 potency point to attempt
a stunning strike. The target must succeed on a Constitution
saving throw or be Stunned until the end of your next turn.

EMPOWERED STRIKES

Starting at 6™ level, your unarmed strikes count as magical
for the purpose of overcoming resistance and immunity to
nonmagical attacks and damage.

Evasion

At 7" level, your instinctive agility lets you dodge out of the
way of certain area effects, such as a blue dragon’s lightning
breath or a Fireball spell. When you are subjected to an effect
that allows you to make a Dexterity saving throw to take only
half damage, you instead take no damage if you succeed on
the saving throw, and only half damage if you fail.

NERVES OF STEEL

Starting at 7" level, you can use your action to end one effect
on yourself that is causing you to be Charmed or Frightened.

IRoN CONSTITUTION

At 10™ level, your body has an uncanny resistance to hazard.
It may be due to mastery of your own chi flowing through
you, or it could just be years of heavy drinking and fighting;
regardless, this makes you immune to disease, poison
damage, and the poisoned condition.

Wispbom IN SIMPLICITY

Starting at 13" level, you learn to see through lies and
deception. You gain proficiency in Wisdom saving throws.
At 14" level, you gain Expertise in Wisdom saving throws,
adding double your proficiency bonus to these saves.

TempPerReD Boby AND MIND

Beginning at 14" level, your mastery of potency or your
years of rough-and-tumble living grant you proficiency in all
saving throws.

Additionally, whenever you make a saving throw and fail, you
can spend 1 potency point to reroll it and take the second result.

TimELESs Boby

At 15" level, your potency sustains you so that you suffer
none of the frailty of old age, and you can’t be aged magically.
You can still die of old age, however. In addition, you can go
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for twice as long as a normal person without food or water. At
20 level, you no longer need food and water.

UNCANNY STEALTH

Beginning at 18" level, you can use your action to spend 4
potency points to become Invisible for 1 minute. During that
time, you also have resistance to all damage but force damage,
and you move so silently that your Potency Save DC serves as
the Wisdom (perception) DC to hear you move.

PERFECT SELF

At 20" level, when you roll for initiative and have no potency
points remaining, you regain 4 potency points.

FIGHTING STYLE

There are a number of different fighting styles practiced
across the multiverse. Some are martial arts styles taught in
monasteries and dojos. Others are learned in fight clubs and on
the mean streets. Still others are philosophical approaches to
mastery of the chi energy — the potency — that exists in all living
things. Since unarmed fighting relies on the same basic tenets
(strike first, strike hard and avoid being hit back), a pugilist need
choose a tradition only upon reaching 3 level. These traditions
are the Brawler, the Martial Artist, the Mystic and the Wrestler

BRAWLER

Brawlers are street fighters. They eschew finesse for brute
force, speed, power and a “whatever works” attitude.
They’ll gouge eyes, throw dirt, and make the most of their
environment to give them an advantage in combat. They're
also as good at taking punishment as they are at giving it out.
When you choose this tradition

KNuckLE DusTER

Beginning at level 3 when you choose this path, When you use
brass knuckles in combat, they deal 1d4 damage, plus your normal
unarmed attack damage. In addition, when you successfully
strike a creature you may force it to succeed at a Constitution
saving throw against your Potency save DC, or be knocked prone,
stunned, and unable to take reactions until the end of your next
turn. After forcing a creature to save in this manner, you may not
do so again until you complete a short or a long rest.

GRANITE Jaw

Beginning at level 6, you gain resistance to bludgeoning
damage from nonmagical weapons. At level 12, you also gain
resistance to piercing damage from nonmagical weapons,
and at level 18, you also gain resistance to slashing damage
from nonmagical weapons.

Fast HEALING

Beginning at level 11, you've been in so many scraps that your
body knits itself together quickly. Whenever you roll hit dice for
healing, roll two dice for each hit die you spend, keeping the
highest result. This includes when you spend Inspiration points
for “Grin in the Face of Death” (see Inspiration Points, book 2).
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Enp IT

At 17" level, you may spend potency points to deliver a
crushing blow to your opponent. Whenever you successfully
hit an opponent with an unarmed strike, you may spend any
number of potency points. Each potency point you spend
in this manner deals 1d12 additional bludgeoning damage.
In addition, the opponent must succeed at a Constitution
saving throw against your potency save DC, or be rendered
unconscious for the duration of a long rest, until the sleeper
takes damage, or someone uses an action to shake them awake.

MARTIAL ARTIST

Also called the Way of the Open Hand or karate, or by any
number of other formalized traditions, pugilists who choose
this path are the ultimate masters of martial arts combat,
whether armed or unarmed. They learn techniques to push
and trip their opponents, manipulate potency to heal damage
to their bodies, and practice advanced meditation that can
protect them from harm.

OpPeEN HAND TECHNIQUE

Starting when you choose this tradition at 3™ level, you can
manipulate your enemy’s potency when you harness your
own. Whenever you hit a creature with one of the attacks
granted by your Flurry of Blows, you can impose one of the
following effects on that target:

e It must succeed on a Dexterity saving throw or be
knocked Prone.

e It must make a Strength saving throw. If it fails, you can
push it up to 15 feet away from you.

e Itmustsucceed on a Constitution saving throw or it can’t
take reactions until the end of your next turn.

WHOLENESS oF Boby

At 6™ level, you gain the ability to heal yourself. As an action,
you can regain hit points equal to three times your pugilist
level. You must finish a long rest before you can use this
feature again.

TRANQUILITY

Beginning at 11" level, you can enter a special meditation that
surrounds you with an aura of peace. At the end of a long
rest, you gain the effect of a Sanctuary spell that lasts until the
start of your next long rest (the spell can end early as normal).
The saving throw DC for the spell equals 8 + your Wisdom
modifier + your proficiency bonus.

QuIVERING PALM

At 17* level, you gain the ability to set up lethal vibrations
in someone’s body. When you hit a creature with an
unarmed strike, you can spend 3 potency points to start
these imperceptible vibrations, which last for a number of
days equal to your pugilist level. The vibrations are harmless
unless you use your action to end them. To do so, you and
the target must be on the same plane of existence. When you
use this action, the creature must make a Constitution saving



throw. If it fails, it is reduced to 0 hit points. If it succeeds, it
takes 10d10 necrotic damage.

You can have only one creature under the effect of this feature
at a time. You can choose to end the vibrations harmlessly
without using an action. After using this ability, you must
complete a long rest before using it again.

MysrTic

Mystics are those warriors who focus on mastery of the mind
and heart as well as the body. They are able to perform great
and miraculous feats by drawing upon the energies of the
inner self. From uncanny stealth to combat awareness and even
lighting fires with their own potential energy, these are feared
warriors whose motives are as inscrutable as their methods.

Psionic Power

Mystics have mastered the mind as well as the body.
Beginning at level 3 when you choose this tradition, you
learn and are proficient with the psionics skill. In addition,
Choose 2 basic psionic powers. You may use these powers as
a mentalist of your level. When you reach 10" level and again
at 18" level, you may choose two more basic psionic powers,
or one advanced psionic power.

Your saving throw for psionics is the same as your potency
save DC.

Your psychic attack bonus = your proficiency bonus + your
Wisdom modifier.

ADVANCED MYsTICISM

When you reach 6™ level, you unlock even more mystical
secrets. Choose three spells of any level up to level 3 from any
spell list. You may use these spells by spending potency points.
A spell costs a number of potency points equal to the
level of spell slot used to cast it plus one to cast. You do
not need components to cast these spells.

Your spell save DC is the same as your potency save DC.

Your spell attack bonus = your proficiency bonus + your Wisdom
modifier

Gaze oF DARKNESS

Beginning at 11" level, you learn to see the darkness in other
minds, and bring forth their darkest fears. You may use eyebite
as a spell-like ability. You do not need components to cast this
spell, and your spell save DC is the same as your potency save
DC. After using this ability, you must complete a long rest
before using it again.

Form oF THE DRAGON

Beginning at level 17, you can reshape your spirit into that
of a creature you have seen or with which you are familiar.
You can spend 10 potency points to use the shapechange spell
as a spell-like ability. This ability works in all ways as the
9t-level Arcanist spell, except that you may also change into
mythological creatures about which you may have read, but
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need not have seen in person (a dragon, for example). For rare
creatures where there is some question as to whether you may
be familiar enough to take on its shape, you must succeed at
an Intelligence (arcana) check with a DC equal to 8 plus the
Challenge of the creature in question.

After using this ability, you may not use it again until after
you have completed a long rest.

WRESTLER

The wrestler is the fighter who is skilled in grappling, holding,
submission and other aspects of close combat that involve
physical manipulation of other forms than punching and kicking
(though they can slam with the best of them). Whether it’s Greco-
Roman style, a pro-wrestler who takes their showmanship
outside the ring and onto the streets, or a Mexican Luchador,
you're all about getting inside the opponent’s range of attacks,
getting hold of them, and putting them down.

DowN AND DirTY

The Wrestler likes to get in close, grab and pin. At level 3, you
gain advantage on all grappling attacks and shoving attacks,
as well as on opposed Strength and Dexterity checks.

IMPROVED GRAPPLER

Starting at 6™ level, you may attempt to grapple or shove a
creature up to two sizes larger than you, though you do not gain
advantage on grappling or shoving attempts against creatures
two sizes larger. In addition, whenever you successfully
grapple an opponent, you may immediately deal that target
damage as though you had made a successful unarmed attack
against it.The escape DC for the grappled creature to break the
grapple is 8 + your Strength bonus + your Proficiency bonus.
For each round that you maintain the grapple, the grappled
creature suffers your unarmed attack damage, but you may
not attack another creature without releasing the grapple..

SusmissioN HoLp

Starting at level 11, when you successfully grapple an
opponent, they are restrained as well as grappled. In addition,
you can choose to render the opponent unconscious. If you do,
they suffer damage from your improved grappler ability, and
must succeed at a Constitution Save against your potency save
DC, or be rendered unconscious for as long as you maintain
the hold, and for 1d4 rounds after you release them. Should
the unconscious creature suffer any damage (including from
your improved grappler ability) they immediately awaken
and may attempt to escape the grapple, if they are still held.

FiNisHING MoVE

At 17* level, you can attempt to instantly kill an opponent you
are grappling, through snapping their neck, breaking their back,
slamming them into the ground, or performing some other
brutal finishing maneuver. To do this, you must spend 3 potency
points. The victim must succeed at a Constitution save against
your potency save DC. If it fails, it is reduced to 0 hit points. If it
succeeds, it takes 10d10 bludgeoning damage. After using this
ability, you must complete a long rest before using it again.

5™ EDITION ADVENTURES 59



BOOK ONE:
THE RAIDER

Tennessee O’Malley hung by one hand over a gorge that from his
vantage looked bottomless. For the time being, he was stable, but he
watched one of his prized tomahawks tumble into the ravine. Cripes,
he thought, it must be a thousand feet down! Then, on the heels of
that, he muttered, “This really isn’t my day. I loved that hatchet.”

He gripped the sapling desperately with one hand, his other flailing
for another hand rest. At length he found a solid grip on the rock and
started to pull himself over the ledge. At least the idol representing
the ancient and lost cult of the Red God was still secure in his potch.

With a gasp, he made it over the ledge back onto solid ground and was
relieved to see that his competitors’ men were nowhere to be seen. At
least one thing had gone right today. Of course, making it on foot to a
town in the desert heat was going to be a challenge. He stood, brushed
off his khakis, adjusted his hat, and set off. There were cliffs and rock
formations nearby that could provide shelter, and if he remembered
right, the ancient natives that once populated this area had reliable
means of finding water amongst the shrub-like growths in the area.

He checked his Webley revolver, blew some dust from the chambers,
and re-holstered it.

That was when the thundering sound of approaching horses reached
his ears...

The Raider is an adventuring scholar who plumbs deep tombs
in search of the treasures of lost worlds. Most raiders are well-
schooled and many hold positions as historical researchers
or professors of ancient civilizations or religions. They are
historians, archaeologists, anthropologists, and seekers of
knowledge as well as of treasure and fortune. But more than
that, they just live for the thrill of adventure and the excitement
of discovering something new and never-before-seen. They
spend their days waiting for the chance to—at least for a little
while—hang up their coat and tie in exchange for a leather
jacket, work boots, and their trusty .45 to seek some long-lost
artifact that could change the face of scholarship forever.

Raiders come from all philosophies and outcomes, and there
are honorable, forthright and trustworthy Raiders who seek
to preserve ancient treasures for all, just as there are greedy,
dishonorable scum who work for the highest bidder, and
ruthless collectors seeking only to pad their own personal
store of antiquities.

Since their stock in trade is ancient worlds, civilizations,
languages, and artifacts, Intelligence is paramount to the
Raider, but Constitution and Dexterity are also important for
avoiding the many pitfalls and traps left by the builders of
ancient tombs, and for surviving the punishment these traps
and pitfalls deal out when stumbled upon.

CLAss FEATURES

As a Raider, you have the following class features.
Hit PoinTs

HIT DICE: d10
HIT POINTS AT 157 LEVEL: 10 + Constitution modifier
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HIT POINTS AT HIGHER LEVELS: 1d10 (or 6) + Constitution
modifier per Raider level

PROFICIENCIES
WEAPONS: All weapons

TOOLS: Choose one from Archaeologist’s Tools or Artisan’s
Tools (Choose one)

VEHICLES: Choose one type of vehicle from land-based civilian
vehicles, air-based vehicles, or small waterborne vehicles.

SAVING THROWS: Intelligence, Dexterity

SKILLS: Choose 4 from Arcana, Athletics, Deception, History,
Insight, Investigation, Perception, Persuasion, Religion,
Science, Stealth, and Survival.

LANGUAGES: At character creation, you gain two additional
languages per point of Intelligence bonus rather than one.

EQUIPMENT

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

(a) handgun, or (b) rifle

(a) leather jacket, or (b) safari gear

(a) fedora, or (b) pith helmet or (c) cowboy/outback hat
(a) short sword, or (b) any simple weapon

(a) The toolkit in which you are proficient



ARMOR CLASS

You have lightning-fast reflexes honed from years of avoiding
traps in tombs, as well as a keen intellect allowing you to
predict from where danger might arise. Choose Intelligence
or Dexterity. You add the modifier from your chosen ability
score to your to Armor Class. Once chosen, this ability cannot
be changed.

TABLE: THE RAIDER

Proficiency AC

Level Bonus Features

1 0 10 Cryptolinguist, Cultural
Chameleon, Natural Explorer

P +2 10  Jack of All Trades

B +2 10  Raider Archetype

4t +2 11  Ability Score Improvement

B +3 11  Scale; Extra Attack

o +3 11  Natural Explorer Improvement

7 +3 12 Archetype Feature

8th 3 12 Ability Score Improvement

9th +4 12 Indomitable (one use)

10t +4 13 Natural Explorer Improvement

il +4 13 Archetype Feature

12t +4 13  Ability Score Improvement

g 5 14 Indomitable (two uses)

14t 5 14  Blindsense

1158 13 14  Archetype Feature

16" +5 15  Ability Score Improvement

17 +6 15 Indomitable (three uses)

18t +6 15  Force of Will

19t +6 16 Ability Score Improvement

20t +6 16  I've Got This

CRYPTOLINGUIST

Masters of ancient and forgotten languages, raiders often
need to decipher and interpret legends and secret writings to
acquire more knowledge. At first level, you gain the ability to
decipher writing in an unfamiliar language, a message written
in an incomplete or archaic form or a message written in code.

CRYPTOLINGUIST. You gain a special skill: Intelligence
(cryptolinguist). You are proficient in this skill. By making
an Intelligence (cryptolinguist) check, you understand the
general content of a piece of writing you are attempting to
decipher. The base DC is 15 for the simplest messages, 20 for
standard texts, and 25 or higher for intricate, exotic, or very old
writing. At the GM’s option, the Intelligence (cryptolinguist)
check can be made in secret by the GM, so that you can’t tell
whether the conclusion you draw is true or false.

It takes anywhere from one minute to ten minutes or
even longer to decipher each page of an unfamiliar script,
depending on how archaic the language is. For living
languages you don’t speak, translation takes 1 minute. For
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rare or more unique languages for which you do not have a
handy analogue, it may take ten minutes per page. For dead
or lost languages that you must decode as well as translate, it
can take an hour or more per page, as determined by the GM.

FAILED CHECKS. If the check fails, at the GM’s option, you may
either be unable to decipher the text, or you may draw a false
conclusion about the text. If you fail a cryptolinguist check, at the
GM'’s option you may be entitled another check after completing
a long rest. This represents a sudden flash of insight.

CuLTurRAL CHAMELEON

Raiders can use their knowledge of other lands and
customs to disguise themselves or impersonate people and
cultures. You can impersonate general types of people, as
well as individuals. For example, a European raider might
impersonate a Bedouin, or pass for a local in an alien country.

To accomplish this, you make a Charisma (deception) check
against the Passive Insight score of any suspicious observers.

For a general impersonation such as a soldier or a member of
a different racial or cultural group, the effort requires a few
props, makeup, and 1d3x10 minutes of work to complete.
Where specific individuals are being impersonated, at least
one month’s preparation time is required to avoid detection.
A disguise can include an apparent change of height or weight
of no more than one-tenth the original height or weight of
the raider. The Game Master makes the character’s disguise
check secretly so that the character is not sure of its success.
The following penalties are applied to a disguise check when
appropriate: sex difference -2, race difference -2, and a -2 for
an age difference of more than ten years.

A successful disguise does not fool an observer in all instances.
Success indicates that the raider is disguised well enough
to fool normal, non-suspicious observers. If a suspicious
individual observes the raider, the Game Master may
allow the observer an active Wisdom (insight) check to see
through the disguise. If a raider is impersonating a particular
individual, all who know that individual on a personal level
are permitted to make this check at advantage.

NATURAL EXPLORER

You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in such
regions. Choose one types of favored terrain: arctic, coast,
desert, forest, grassland, jungle, mountain, or swamp. When
you make an Intelligence or Wisdom check related to your
favored terrain, your proficiency bonus is doubled if you are
using a skill that you're proficient in.

While traveling for an hour or more in your favored terrain,
you gain the following benefits:

e  Difficult terrain doesn’t slow your group’s travel.

e Your group can’t become lost except by magical means.

e Even when you are engaged in another activity while
traveling (such as foraging, navigating, or tracking), you
remain alert to danger.
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BOOK ONE:

e If you are traveling alone, you can move
stealthily at a normal pace.

e  When you forage, you find twice as much
food as you normally would.

e  While tracking other creatures, you also learn
their exact number, their sizes, and how long
ago they passed through the area.

You choose an additional favored terrain type at 6™
and 10" level.

THE URBAN RANGER. In some games, a raider may

be designed to function in the “urban jungle,” that

is, city centers, back streets and alleys, and the like.

In such games, at the GM’s option, “Urban” can

be applied as an option for the Natural Explorer

ability. Other options could be high society, .
corporations, academia, or whatever the GM and

player can agree upon.

Jack oF ALL TRADES

Starting at 2™ level, you can add half your
proficiency bonus, rounded down, to any ability
check you make that doesn’t already include your
proficiency bonus.

RAIDER ARCHETYPE

At third level, you choose an archetype that reflects
the path you have chosen for your studies: the
scholar, the archaeologist, or the adventurer. Your
choice grants you features at 3" level and again at
70 11% and 15™ level.

ABILITY SCORE IMPROVEMENT

When you reach 4™ level, and again at 8", 12,
16", and 19" 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.

ExTRA ATTACK

At fifth level, you may attack twice whenever you take the
attack action on your turn.

ScALE

This extraordinary ability allows a raider to climb up, down, or
across a dangerous natural slope or inverted incline that others
would find impossible to climb. At 5" level, you gain advantage
on Strength (athletics) checks to climb such natural inclines.

INDOMITABLE

Beginning at 9" level, you can reroll a saving throw that you
fail. If you do so, you must use the new roll, and you can’t
use this feature again until you finish a long rest. You can use
this feature twice between long rests starting at 13" level and
three times between long rests starting at 17* level.
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BLINDSENSE

Starting at 14" level, if you are able to hear, you are aware of
the location of any hidden or invisible creature within 10 feet
of you.

Force oF WiLL

Starting at 18" level, you have superior force of will. You gain
proficiency in Wisdom saving throws, and resistance against
psychic damage.

I've Got THIs

At 20" level, you have an uncanny knack for pulling
miraculous solutions out of thin air. Whenever you roll
initiative, if you have zero inspiration points (see Book 2), you
gain 1 inspiration point. After using this feature, you must
complete a short or a long rest before using it again.

RAIDER ARCHETYPES

Rangers fall into three general categories: the adventurer, the
archaeologist, and the scholar.



THE ADVENTURER

The adventurer is the raider who lives for the thrill of the
chase. They may be heroic or selfish, but they tend to focus
less on the historical value of their quarry, or the knowledge
they gain, and more on achieving the treasure at the end of
the quest. Sometimes it’s to keep it out of the wrong hands;
just as often, it’s for the payday. Regardless, it's always all
about the excitement and danger. These are the raiders who
recklessly dive in head-first, guns a-blazing, and never look
back, yet somehow always come out grinning in the end.

FAavoreD WEAPON

Raiders who follow this path have a specific type of gun, sword,
whip, or other weapon that they favor above all others. At
third level, choose one weapon in your arsenal with which to
specialize. When using this weapon or a weapon of the same
type (any .38 caliber revolver, for example, or any bullwhip or
any .45 Auto Pistol), you gain +2 to hit and damage.

Seconp WIND

You thrive on the rush of danger. This has left you with a well
of stamina you can draw upon to protect yourself from harm.
Starting at 7" level, you may use a bonus action to regain hit points
equal to 1d10 + your raider level. Once you use this feature, you
must complete a long rest before you can use it again.

Two-FisTeED

Beginning at 11" level, you gain the Two-Weapon Fighting feat
(see Book 2).

WHat CouLp Go WRoONG?

At 15" level, you gain advantage on saving throws against
being frightened, stunned and charmed.

THE ARCHAEOLOGIST

Somewhere between the adventurer and the scholar, the
adventuring archaeologist is the one who is out to preserve
the secrets of the ancient world, whether it’s to bolster a
private collection or to see rare artifacts sent to universities
and museums for discovery. They cannot turn down the
opportunity to gather some new bit of knowledge or a lost
artifact, and seeing such a thing destroyed or hidden away is
anathema to everything for which they stand.

SECRETS OF THE ANCIENTS

When you take this archetype at third level, you are familiar
with the secrets of ancient tombs. In addition, you have
developed a sort of sixth sense about ambush and danger.
You gain advantage on Wisdom (perception) checks to spot
unusual stonework or the signs of traps or to avoid surprise.

ResisT ELEMENTS

Raiders spend a great deal of time in inhospitable climes
seeking lost treasures. This toughens them against the
elements. At 7" level, you gain resistance to cold, fire and
lightning damage.
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Lucky BReak

By 11* level, you have learned how to avoid dangers in the
field with uncanny action and senses. Whenever you fail a
saving throw, you may instead choose to succeed. After using
this ability, you must complete a long rest before using it again.

EXPERT IN THE FIELD

Starting at 15" level, choose any combination of 3 skills, tools
or vehicles (3 skills, 3 tools, 1 skills and 2 tools, 2 tools and
1 skill, 1 skill plus one tool and one vehicle, etc.). You gain
proficiency with these choices.

If you already have proficiency, you gain expertise with these
proficiencies, adding double your proficiency bonus to checks
made with chosen proficiencies.

THE ScHOLAR

Scholars eschew combat in favor of knowledge and the
thrill of working out the secrets of the ancient world. They
are capable of drawing together disparate threads and
discovering the hidden patterns to create a cohesive whole. If
you need the right combination of buttons to push or levers to
pull to open a door or escape a trap, a scholar is good to have
in your corner.

LEGEND LORE

Raiders are masters of myth and archaic knowledge. At 3
level when you choose this archetype, you gain expertise in
the Arcana, History, and Religion skills, if you are proficient
in them, adding double your proficiency bonus to all checks
with these skills.

If you are not proficient in all of these skills, you gain expertise
in those with which you are proficient, and proficiency with
the others.

GeTt Out oF DANGER

Starting at 7" level, you can take a bonus action on each of
your turns. This bonus action can only be used to take the
Dash, Disengage, or Hide action.

IMPROVED LEGEND LORE

At 11" level, you gain expertise in any two proficiencies,
chosen from among Intelligence or Wisdom skills, or tool kits,
in which you are proficient and do not already have expertise.
You add double your proficiency bonus on checks with these
proficiencies.

RELIABLE TALENT

By 15" level, you have refined your chosen skills until they
approach perfection. Whenever you make an ability check
that lets you add your proficiency bonus, you can treat a d20
roll of 9 or lower as a 10. After using this ability, you must
complete a short rest before using it again.
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BOOK ONE:
THE SOCIALITE

The connected diplomat or wealthy debutante with money,
power, and prestige to match his or her pretty face, this
person has the looks, connections, and personal magnetism to
open doors when guns are a bad idea. While many socialites
come from rich families, not all are wealthy unto themselves.
A socialite could be temporarily or permanently cut off from
family funds from disgracing their family name or even just
because their parents want them to learn to live on their own.
Alternately, they could be "new money, an up-and-coming
movie star or the partner of a farmhand-turned-senator."

Socialites adventure largely out of boredom and desire for
excitement, though there are exceptions, young debutantes
who wantsomething of their own, notrelated to the reputation
of their family (though most are not above exploiting their
family name to get where they need to go). These tend to
become adventurers and thrill-seekers, gathering allies to
their side based on their Charisma and self-confidence. The
socialite makes the perfect “face” for a group, being the
consummate diplomat and/or seductress.

Charisma is the most important attribute for socialites, as
most of their abilities are based upon this attribute. Dexterity
and Constitution, however, keep them alive in the perilous
situations in which they may find themself, and Wisdom is
of importance in knowing where their family and reputation
hold influence, and in keeping themself and their allies safe
from rash decisions.

CLAss FEATURES

As a Socialite, you have the following class features.

Hit PoinTs

HIT DICE: d8

HIT POINTS AT 1" LEVEL: 8 + Constitution modifier

HIT POINTS AT HIGHER LEVELS: 1d8 (or 5) + Constitution
modifier per socialite level.

PROFICIENCIES

WEAPONS: Simple weapons, rapier, scimitar, shortsword,
handguns, shotguns

TOOLS/VEHICLES: Choose any two
SAVING THROWS: Dexterity, Charisma

SKILLS: Choose four from among Acrobatics, Athletics,
Deception, Insight, Intimidation, Investigation, Perception,
Performance, Persuasion, Religion, Science, Stealth

EQuIPMENT

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

(a) a handgun, or (b) simple weapon

(a) archaic ranged weapon, or (b) simple weapon

(@) Any one equipment pack, or (b) any toolkit
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ARMOR CLASS

You have near unearthly force of personality. Whether
because you are stunningly beautiful, incredibly intimidating,
or simply possessed of an animal magnetism, your opponents
find it distracting to try to strike you. You add your Charisma
bonus to Armor Class.

TABLE: THE SOCIALITE

Proficiency AC

Level Bonus Features
Force of Personality (Exalt,
e +2 10 Demoralize); Mental
Manipulation; Connected

2 2 Words (@)
F {52 10 Social Tradition
4t +2 11 Ability Score Improvement
# B )
6™ ) 11 Social tradition feature
7 0] 12 Force of Personality (Confusion)
8th +3 12 Ability Score Improvement
gth +4 12 Force of Persopfality (Dominate

Person); Inspiring Words (d8)
10t +4 13 Force of Personality (3/rest);
w1 ety
12t +4 13 Ability Score Improvement
3 +5 14 Inspiring Words (d10)
14t 15 14 Social tradition feature
ot
1ot +5 15 Ability Score Improvement
17t +6 15 Inspiring Words (d12)
18t +6 15 Force of Personality (4/rest);
19t +6 16 Ability Score Improvement
20t +6 16 Superior Force of Personality

FoRrce oF PERSONALITY

You have the ability to work your charms in ways others
would consider miraculous. As you increase in levels, you
gain spell-like abilities related to your force of will. After
using a Force of Personality ability, you must complete a
short or long rest before using it again. Beginning at 5" level,
you can use your Force of Personality twice between rests,
at 10" level, you may use it three times between rests, and
beginning at 18" level, you can use it four times between
rests. When you finish a short or long rest, you regain
expended uses.

When these abilities require saving throws, your save DC is
determined as follows:

FORCE OF PERSONALITY SAVE DC = 8 + Proficiency Bonus +
Charisma Modifier
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Force oF PERSONALITY: EXALT

You can inspire others through stirring words, seduction or
sheer force of personality. To do so, you use a Bonus Action
on your turn and expend one use of your Force of Personality
to choose one creature other than yourself within 60 feet of
you who can hear you. That creature gains advantage on their
next attack roll, ability check or saving throw.

Force oF PERSONALITY: DEMORALIZE

You can demoralize your opponents, causing them to stumble
at critical moments. As a bonus action, choose one creature
within 60 feet of you who can also hear you and expend a
use of Force of Personality. That creature must succeed at a
Charisma saving throw or suffer disadvantage on their next
attack roll, ability check or saving throw (not counting their
Charisma save against this effect).

MEeNTAL MANIPULATION

At first level, the socialite has an almost supernatural knack
for manipulating people and causing consternation to their
enemies. As an action, you may designate one creature that
isn’t overtly hostile to you. For the next minute, so long as you
maintain concentration, you gain advantage on all Charisma-
based checks directed at that creature. When the effect ends,
the creature realizes you have manipulated it and becomes
hostile to you until it completes a long rest.

Alternately, as an action, you unleash a tirade of stinging and
biting verbal abuse at a target creature within 60 feet who you
can see and who can hear you. That creature must succeed
at a Wisdom saving throw or take 1d4 psychic damage and
have disadvantage on the next attack roll it attempts before
the end of its next turn. The damage you inflict increases by
1d4 at 5™ level (2d4), 11" level (3d4), and 17 level (4d4).

CONNECTED

The socialite (or her family) has friends and acquaintances
everywhere. Whenever the PC’s need help, information, a
friendly face, or resources, the Socialite can attempt to call in a
favor from one of these friends. This requires two checks. First,
the Socialite must make an Intelligence (investigation) Check
to locate a friendly name or face in the current area where the
PC’s are adventuring. Failure means the socialite’s family has no
friends (of whom they are aware) in this area. Second, the socialite
must make a Charisma (persuasion) check to call in the favor.

The GM determines the DC of these checks based on the
reputation of the socialite in the region, the relationship of the
character or their family to the contact, the number of favors
previously (and recently) called in, and other social factors
at the GM’s discretion. Success means the acquaintance is
willing to help, but such help may (again, dependent upon
social factors at the GM’s discretion) come at a price.

Force oF PERSONALITY: CHARM

Atsecond level, you can use an action to attempt to charm another
person to do her bidding. By spending a use of Force of Personality,
you can use the charm person spell as a spell-like ability.
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InsPIRING WORDS

Beginning at 2" level, you can use inspiring or motivational
words to help revitalize your wounded allies during a Short
Rest. If you or any friendly creatures who can hear your
performance regain hit points by spending Hit Dice at the
end of the Short Rest, each of those creatures regains an extra
1d6 hit points. The extra hit points increase when you reach
certain levels in this class: to 1d8 at 9 level, to 1d10 at 13™
level, and to 1d12 at 17" level.

SociaL TRADITION

At third level, the socialite must choose a social tradition.
This tradition should tie directly into the character history,
and comes in one of three varieties: the femme or homme fatale,
the high society, or the street hustler. These social traditions
grant additional abilities at 3™ level, and again at 6™ level
and 14" level.

ABILITY SCORE IMPROVEMENT

When you reach 4" level, and again at 8 12%, 16", and 19"
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.

Force oF PERSONALITY: ENTHRALL

At 5" level, you may as an action expend one use of Force of
Personality to use enthrall as a spell-like ability.

Force oF PERSONALITY: CONFUSION

At 7™ level, you can expend one use of Force of Personality
as an action to use confusion as a spell-like ability. This ability
requires no material components; rather, you weave such a
twisted circle of logic while dressing down the target that
their very sanity is rocked.

Force oF PERSONALITY: DOMINATE PERSON

Beginning at 9" level, you may as an action expend a use
of Force of Personality to use dominate person as a spell-like
ability.

Force oF PERSONALITY: MASS SUGGESTION

At 11" level, you may as an action expend two uses of Force
of Personality to use mass suggestion as a spell-like ability.

Force oF PERSONALITY: POWER WORD STUN

Beginning at 15" level, you may expend a use of Force of
Personality to use power word stun as a spell-like ability.

SuPERIOR FORCE OF PERSONALITY

At 20" level, when you roll initiative and have no uses of
Force of Personality left, you regain one use. After using this
ability, you must complete a long rest before using it again.
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SociaL TRADITION

At third level, the socialite must choose a social tradition.
This tradition should tie directly into the character history
and background, and comes in one of three varieties, roughly
equating to seducer (the femme or homme fatale), high society,
or street hustler. These social traditions grant additional
abilities at 3" level, and again at 6 level and 14" level.

FemMe/HoMME FATALE

The femme fatale is a classic archetype of hardboiled
fiction which also stretches back into ancient history
and myth, in the form of figures like Delilah, Jezebel,
Lilith, the sirens, Medea, Morgan le Fay and others. In
the modern era, Brigid O’Shaughnessy from The Maltese
Falcon arguably set the standard for this type of character.
Also called a “man eater: or “black widow,” this seductive
figure uses their charms to ensnare lovers, placing them
into dangerous, compromising and deadly circumstances.
They are vamps, seductresses, enchantresses, and
coercers, sometimes loyal to their mark and sometimes
betrayers, but always utterly dangerous.

Her counterpart, the homme fatale, is the masculine equivalent
to the fermme, and while less common in the realm of film
and fiction, is no less dangerous to his marks. Also known
as the lady killer or Casanova, figures in film and literature
such as Tom Ripley (The Talented Mr. Ripley), Martin Asher
(Taking Lives), and Robert Durst (All Good Things) embody
this concept, as do characters like James Bond, Don Juan and
Casanova himself.

THE HOMME FATALE AND SOCIAL MORES

The homme fatale is included here in the interest of
inclusiveness. That being said, it should be noted that
in modern society, the homme fatale can in some contexts
have a distinctly uncomfortable and negative connotation
that is not 100% applied to his female counterpart. As
such, gaming groups with players that desire to portray
this archetype should trod carefully and be sure that
everyone at the table is comfortable with such a character
in game, and should consider that debonair characters
like James Bond are far different than “user and abuser”
types, which you may want to avoid.

DECEPTIVE SEDUCTION

When you choose this tradition at level 3, you gain proficiency
in the deception and persuasion skills. If you already have
proficiency in one or both, you gain expertise with those
skills in which you are already proficient, adding double your
proficiency bonus to these checks.

SNEAK ATTACK

Beginning at 3™ level when you choose this tradition, you
know how to strike subtly and exploit a foe’s distraction.
Once per turn, you can deal extra 2d6 damage to one
creature you hit with an attack if you have Advantage on
the attack roll. The attack must use a finesse or a ranged



weapon. As you gain levels, the amount of damage
increases by 1d6 every 2 additional socialite levels you
attain (3d6 at level 5, 4d6 at level 7, etc.) to a maximum of
10d6 at level 19.

e  You don’t need Advantage on the attack roll if another
enemy of the target is within 5 feet of it, that enemy isn’t
incapacitated, and you don’t have Disadvantage on the
attack roll.

e  You typically only get one Sneak Attack per round of
combat. However if some circumstance or feature allows
you to react during another creature’s turn, and all other
qualifications are met, you may get a second or third
Sneak Attack during a single round of combat.

ENEMIES TO ALLIES

Beginning at 6™ level, whenever you successfully use
persuasion or deception to convince another creature that you
are in need of protection, that creature is charmed by you for 24
hours. If you willingly place this creature in danger or request
it do something completely out of character, it is entitled to a
charisma saving throw against your Force of Personality save
DC to break the effect. If you order the creature into a suicidal
situation, this saving throw automatically succeeds.

Woulp | LIE?

At 14" level, your words are so mesmerizing that even the
most accomplished psychic, the sharpest intuition, or most
advanced lie detector can’t see through them. You may as a
bonus action expend 1 use of Force of Personality and replace
the result of any d20 you roll for a charisma check you make
with a 15. In addition, any scientific, mundane, psychic or
magical effect that normally detects falsehoods will reveal
that your words are truthful, even if they are not.

HicH SocieTy

Call them dilettantes, yuppies, old money, or whatever you
like, these are the men and women who were raised in the lap
of luxury. Because of their social standing, they have had the
chance to make the acquaintance of the movers and shakers in
society. When someone says they have friends in high places,
they’re talking about these kinds of people.

They could be a high-powered attorney, a close relative to a
head of state, or just someone who grew up soaked in mom
and dad’s money. They could also be the heir to a criminal
empire, or someone with very powerful friends and very
dirty money. Regardless, they decided at some point in time
that elegant parties and yachts weren’t enough, and realized
they could use their power for the greater good...or for more
selfish ends.

SocieTy ETIQUETTE

When you choose this Tradition at third level, you know
the ins and outs of navigating societal functions and have
come into your money, be it a trust, inheritance or by other
means. You gain proficiency in Insight. If you already have
proficiency in this skill, you instead gain expertise, adding
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double your proficiency bonus to these checks. You also gain
advantage on all Wealth checks.

EVeErYONE HAs SECRETS

Also when you enter this Tradition at level 3, you're acutely
aware that everyone (including you) has skeletons in their
closet, and you know how to make people worry you might
know what theirs are (even if you don’t).

Asabonus action, you can expend a use of Force of Personality
to imply you know something about another creature which
throws them off-balance. Choose one creature you can see
and who can see, hear and understand you and force them
to make a Wisdom saving throw against your Force of
Personality save DC.

If they fail, they are distracted until the end of your next turn.
While distracted, all attack rolls, ability checks and saving
throws they make in your presence are at disadvantage, and
you gain advantage on all attack rolls, ability checks and
saving throws you make against them so long as they can see
you and you can see them.

DoN't MAKE ME ANGRY

Beginning at 6 level, you know how to invoke the terror
of people more powerful than you, by implying you know
someone very powerful. You may, as a bonus action, expend
one use of Force of Personality to imply that by harassing
you in some way, another creature who can see, hear, and
understand you is also making someone very powerful,
very angry.

This creature must succeed at a Wisdom saving throw against
your Force of Personality save DC or become frightened of
you and a number of other creatures up to your Charisma
modifier that you choose, for one minute.

Alternately, instead of choosing to have one creature be afraid
of you and multiple others, you may choose a number of
creatures up to your Charisma modifier, and each must succeed
at a Wisdom save or be frightened of you for one minute.

DEADLY SECRETS

At 14* level, whenever you successfully distract a creature
with Everyone Has Secrets, you or one ally you designate
may make an immediate melee or ranged attack against that
creature. This attack is in addition to any normal actions,
reactions and bonus actions the attacker may normally have.

STREET HUSTLER

The street hustler is someone who grew up on the mean
streets, who knows that nobody’s giving you anything, and
if you want something for yourself, you've gotta take it.
Whether an orphan who grew up scamming for scraps, a
kid who ran “delivery errands” for Uncle Louie, knowing
full well what was in those bags, or the damaged daughter
of a con man who used her in his ongoing schemes, you've
learned the hard way that the world is harsh and cruel, but
you know how to use your wits, charm and grace to take it by
the horns and get what you want out of it.
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| KNow How You THINK

Beginning at third level when you take this
Tradition, you've gained a keen insight into
the way people’s minds work, and you know
how to use them to your advantage. You gain
proficiency in insight and deception. If you
already have proficiency in one or both, you
gain expertise with those skills in which you
are already proficient, adding double your
proficiency bonus to these checks.

CoNFIDENCE GAMES

You have learned to use theatrics and illusion
to distract your marks. At 3 level when you
take this Tradition, you learn the prestidigitation
cantrip, but for you, these effects are not
magical; they are instead true stage illusions
you have perfected and which you always
have the materials to create.

In addition, you can spend a use of your
Force of Personality as a bonus action to
cause a creature seeing one of these effects
to be momentarily distracted. That creature
must be able to experience the effect and must
succeed at a Wisdom save against your Force
of Personality save DC. If they fail, you or one
ally you designate gains advantage on the next
ability check, attack roll or saving throw you
make against that creature before the end of
your next turn.

ExTRA ATTACK

Starting at 6™ level, when you take the attack
action on your turn, you may attack twice
instead of once.

TrRusT ME

At 14™ level, you can weave such a web of deceit and lies
that anyone who hears them completely loses track of their
ability to make logical deductions. You gain advantage on all
Charisma (deception) or Charisma (persuasion) checks.

In addition, you may choose to spend one use of Force of
Personality to force one creature to whom you are speaking,
and which can understand you, to make a Wisdom saving
throw against your Force of Personality save DC. If the
creature fails, it is charmed by you or frightened of you (your
choice) for the next 8 hours.

A charmed creature will obey your commands, though
they will not risk their life for you unless already inclined
to do so. They will grant any gifts or favors they would
a trusted friend. Frightened creatures will do anything in
their power to avoid being in your presence, including
fleeing the scene using the Dash action by the safest route
on each of its turns to reach an area where it cannot see you
and believes it is hidden or relatively safe. The creature
remains charmed or frightened regardless of whether it is
in your presence or not.
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MULTICLASSING

Multiclassing allows you to gain levels in multiple classes.
Doing so lets you mix the abilities of those classes to realize
a character concept that might not be reflected in one of the
standard class options.

With this rule, you have the option of gaining a level in a
new class whenever you advance in level, instead of gaining
a level in your current class. Your levels in all your classes
are added together to determine your character level. For
example, if you have three levels in wizard and two in fighter,
you're a 5"-level character.

As you advance in levels, you might primarily remain a
member of your original class with just a few levels in another
class, or you might change course entirely, never looking back
at the class you left behind. You might even start progressing
in a third or fourth class. Compared to a single-class character
of the same level, you'll sacrifice some focus in exchange for
versatility.



PREREQUISITES

To qualify for a new class, you must meet the ability score
prerequisites for both your current class and your new
one, as shown in the Multiclassing Prerequisites table. For
example, a gadgeteer who wishes to multiclass into the
pugilist class must have Intelligence, Charisma, Strength, and
Constitution scores of 13 or higher. Without the full training
that a beginning character receives, you must be a quick
study in your new class, having a natural aptitude that is
reflected by higher-than-average ability scores.

CLASS ABILITY SCORE MINIMUM
Arcanist Intelligence 13

Gadgeteer Intelligence 13, Charisma 13*
Gumshoe Wisdom 13

Hallowed Wisdom 13

Hooligan Dexterity 13

Mentalist Wisdom 13

Occultist Charisma 13

Pugilist Strength 13, Constitution 13
Raider Intelligence 13

Socialite Charisma 13

*Powered heroes need Wisdom 13 instead of Intelligence 13

EXxPeERIENCE POINTS

The experience point cost to gain a level is always based
on your total character level, as shown in the Character
Advancement table, not your level in a particular class. So,
if you are a socialite 6/raider 1, you must gain enough XP
to reach 8" level before you can take your second level as a
raider or your seventh level as a socialite.

Hit Points AND HiT Dice

You gain the hit points from your new class as described for
levels after 1%. You gain the 1*-level hit points for a class only
when you are a 1*-level character.

You add together the Hit Dice granted by all your classes to
form your pool of Hit Dice. If the Hit

If your hit dice are the same die type, you can simply pool
them together. For example, both the gumshoe and the
raider have a d10, so if you are a gumshoe 5/raider 5, you
have 10d10 hit dice. If your classes give you hit dice of
different types, keep track of them separately. If you have a
gumshoe 5/arcanist 6, for example, you have 5d10 hit dice
and 5d6 hit dice.

ProriciENcy Bonus

Your proficiency bonus is always based on your total character
level, not your level in a particular class. For example, if you
are a gumshoe 3/hooligan 2, you have the proficiency bonus
of a 5™-level character, which is +3.

BASIC CHARACTER CREATION
PROFICIENCIES

When you gain your first level in a class other than your
initial class, you gain only one weapon proficiency and one
skill or tool proficiency from the new class’ list. You may
choose which weapon proficiency and which skill or tool
proficiency you gain. If there are no proficiencies from your
new class that are not provided by your initial class, you gain
no proficiencies.

CLAss FEATURES

When you gain a new level in a class, you get its features for
that level. You don’t, however, receive the class’s starting
equipment, and a few features have additional rules when
you're multiclassing: Channel Divinity, Extra Attack,
Unarmored Defense, and Spellcasting.

CHANNEL DiviniITY

If you already have the Channel Divinity feature and gain
a level in a class that also grants the feature, you gain the
Channel Divinity effects granted by that class but getting the
feature again doesn’t give you an additional use of it. You gain
additional uses only when you reach a class level that explicitly
grants them to you. If using the paladin from a 5e fantasy game
and you have a hallowed 6/paladin 4, you can use Channel
Divinity twice between rests because you are high enough
level in the cleric class to have more uses. Whenever you use
the feature, you can choose any of the Channel Divinity effects
available to you from your two classes.

ExXTRA ATTACK

If you gain the Extra Attack class feature from more than
one class, the features don’t add together. You can’t make
more than two attacks with this feature unless it says you do.
Similarly, the occultist’s eldritch invocation Thirsting Blade
doesn’t give you additional attacks if you also have Extra
Attack.

UNARMORED DEFENSE

If you already have the Unarmored Defense feature, you can’t
gain it again from another class.

WEALTH

Use the best wealth rating of all of your classes (See Wealth
in Book Three)

SPELLCASTING

Your capacity for spellcasting depends partly on your
combined levels in all your spellcasting classes and partly
on your individual levels in those classes. Once you have the
Spellcasting feature from more than one class, use the rules
below. If you multiclass but have the Spellcasting feature from
only one class, you follow the rules as described in that class.

SPELLS KNOWN AND PREPARED. You determine what spells
you know and can prepare for each class individually, as if
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you were a single-classed member of that class. Simply
review the spellcasting rules for each class, and determine
the spells you know and can prepare accordingly. For
example, if you are an arcanist 3/hallowed 4, you know
cantrips and have a book of shadows as per a 3rd level
arcanist, and you can prepare hallowed spells as a 4th level
hallowed..

Each spell you know and prepare is associated with one of
your classes, and you use the spellcasting ability of that class
when you cast the spell. Similarly, a spellcasting focus, such
as a holy symbol, can be used only for the spells from the class
associated with that focus.

SPELL SLOTS. You determine your available spell slots by
adding together all your levels in spellcasting classes and
consult the Multiclass Spellcaster table.

If you have more than one spellcasting class, this table
might give you spell slots of a level that is higher than the
spells you know or can prepare. You can use those slots,
but only to cast your lower-level spells. If a lower-level
spell that you cast, like burning hands, has an enhanced
effect when cast using a higher-level slot, you can use the
enhanced effect, even though you don’t have any spells of
that higher level.

PACT MAGIC. If you have both the Spellcasting class feature
and the Pact Magic class feature from the occultist class, you
can use the spell slots you gain from the Pact Magic feature
to cast spells you know or have prepared from classes with
the Spellcasting class feature, and you can use the spell slots
you gain from the Spellcasting class feature to cast occultist
spells you know.

LEVELING UP

As your character goes on adventures and overcomes
challenges, he or she gains experience, represented by
experience points. A character who reaches a specified
experience point total advances in capability. This
advancement is called gaining a level.

When your character gains a level, his or her class often grants
additional features, as detailed in the class description. Some
of these features allow you to increase your ability scores,
either increasing two scores by 1 each or increasing one score
by 2. You can’t increase an ability score above 20. In addition,
every character’s proficiency bonus increases at certain levels.

Each time you gain a level, you gain 1 additional Hit Die. Roll
that Hit Die, add your Constitution modifier to the roll, and
add the total to your hit point maximum. Alternatively, you
can use the fixed value shown in your class entry, which is the
average result of the die roll (rounded up).

When your Constitution modifier increases by 1, your hit point
maximum increases by 1 for each level you have attained. For
example, if your 7"-level raider has a Constitution score of 18,
when he reaches 8" level, he increases his Constitution score
from 17 to 18, thus increasing his Constitution modifier from
+3 to +4. His hit point maximum then increases by 8.

The Character Advancement table summarizes the XP you
need to advance in levels from level 1 through level 20, and
the proficiency bonus for a character of that level. Consult the
information in your character’s class description to see what
other improvements you gain at each level.

TABLE: CHARACTER ADVANCEMENT

MULTICLASS SPELLCASTER: SPELL SLOTS PER SPELL LEVEL Experience Points Level Proficiency Bonus

Level 1% 2 39 g% 5h gh 7 gho gl 0 1 £0)
e 2 - - - - e 300 2 +2
L S 900 3 +2
3 A2 - L pEEEE - e = BN S L 2,700 4 +2
4n S R L R N S . 6,500 5 +3
5t PR A A s T - S 14,000 6 +3
e 4 3 3 - - - - - 23,000 7 +3
2 o ol S S Do S e e 34,000 8 3
2: i 2 ; ; 1 48,000 9 +4
64,000 10 +4

10t 4 3 3 3 2 - - - .
o T T I i | 85,000 11 +4
e s 3 3 s a1 100,000 12 +4
13% e A e T B 120,000 13 +5
14t T 140,000 14 +5
15t 4 3 3 8| 2 1 1 1 _ 165,000 15 +5
16t 4 3 3 3 2 1 1 1 _ 195,000 16 +5
17t 4 3 3 3 2 1 1 1 1 225,000 17 +6
18t% 4 3 3 3 3 1 1 1 1 265,000 18 +6
19t 4 8 B . ® B 2 qd4 qd4 305,000 19 +6
20t 4 3 3 3 3 2 2 1 1 335,000 20 +6
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BOOK TWO: ROUNDING OUT THE CHARACTER

James O’Malley’s heart was pounding so loud he
was certain his companions could hear it. He knew,
of course, that wasn’t the case, but every time he was
about to engage in a caper, this kind of thing happened.
Adrenaline, fear, excitement...every adventure, every
heist, could be his last. Once a renowned jewel thief
known as the Shade, James had modeled his entire
life after a member of the Brotherhood who had been
active in the 1930s and 40s: Natalya Abramova, the
Fox. Like her, he began his career as a burglar and
thief before turning his sights towards fighting evil
as a member of the Brotherhood of William St. John.
Unlike Natalya, James always knew where his path
would lead him — he liked to view his days as a thief as
“on the job training,” though in truth it was youthful
rebellion that led him down that road.

Next to him were the two people he trusted more than
any others in the world: another legacy member of
the Brotherhood, Alex McPartland, and the newest
recruit, Sandra Stevens. Alex was a strapping man
of 25, with sandy blonde hair that was eternally
ruffled, and keen eyes. His scientific knowledge was
invaluable to the Brotherhood, and far removed him
from his simpler-minded brawler of an ancestor,
though he could throw a punch with the best of them.

Sandra was an attractive woman in her early 30s
who adopted a Goth style, and always had a wry
remark and cynical outlook, both of which disguised
a mischievous streak and a deeply compassionate
nature. Her supernatural abilities, she claimed, came
from God herself, and she supposedly spoke to Sophia,
some kind of female manifestation of the divine that
James didn’t understand. He'd seen enough of her
powers, however, to not doubt them.

The three currently moved catlike through the forest surrounding the
headquarters of OrdaTech, a technology firm that the Brotherhood
had determined was creating some sort of high-tech weapons of mass
destruction. The exact nature and disposition of these weapons were
still a mystery, but the company’s intent to sell them to terrorist
organizations was something of which the Brotherhood was certain,
and they needed proof to bring them down.

There were plenty of guards walking the perimeter, armed with AR-
15 rifles modified for full-auto fire. — there was no way to tell at a
glance. There were also German shepherds. James had been casing
the place for a week, and knew all of the security inside and out.
Still, this would be a challenge that would take precise timing to pull
off. Thankfully, the other two had no questions as to his leadership
on this outing.

He called them to a halt about 50 yards from a far corner fence, and
indicated electrical boxes.

“Those power the fences. We're going to need to shut them down,”
he said. “The problem is, they're inside the fence.”

Alex grinned, and produced a ball-shaped device with a switch on
top and LED indicators on the sides. “Good thing I brought this,
then,” he said. “EMP grenade. One toss, and six seconds later,

anything electrical or electronic with 100 yards...”

James looked to Sandra. “Anything we’re missing?”

Sandra closed her eyes and took a deep breath. “I'm not sensing
anything out here,” she said, “But there is something supernatural
here, somewhere. Inside, maybe?” She looked at him and shrugged.
“Couldn’t say. Sorry.”

He clapped her on the shoulder. “No worries. It's good enough for
now. Let’s do this. Alex, you're up.”

Alex nodded and dashed across the open distance in the darkness,
skidding to a halt right behind one of the power boxes. The box itself
was still a few yards inside the fence, but was big enough to shield
him from the view of any guards within. He pulled out two EMP
bombs, activated both, then dropped one at his feet and rolled the
other one to within several feet of the other power box. Then he
retreated as fast as he could back to his allies, lest the pulses damage
his other gadgets.

The LED lights flashed green with increasing speed, then went red,
then faded to nothing.

Sandra looked at the two men. “Was that it?” she said.

Alex nodded. “That was it. Boxes should be dead.”
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“That was...not impressive,” she said.

“What did you expect, a bright white flash that would give us
away?”

“I dunno,” she said. “I expected...something. You need to work on
your delivery.”

“Thanks, I'll keep that in mind. Can we go, now?”

“For Chrissakes,” James said. “Focus, people. You two can get a
room later.”

Sandra wrinkled her nose. “He’s not my type.”

They moved as a group across the field to the same spot where Alex
had positioned himself. James produced a set of bolt cutters and
tapped the fence with them. Satisfied that the electrical field was off,
he began to cut through the mesh.

“Do you even have a type?” Alex muttered.

“I'll let you know when I find him. Or her. Them. I'll let you know
when 1 find them.” Sandra said. “I was in love once, a long time
ago. She died.”

“You'll have to tell me that story sometime.”
“Yeah, maybe.”

A few more snips, and a roughly human-sized section of mesh fell
away. “That’s it,” James said. “Everyone inside.”

The group made it inside the fence and huddled behind the electrical
box while James took stock of the situation. He peered around;
there were still three guards between them and the back door, but
if they stuck to their pattern, the group would have just enough
time during rounds to make it to the door. The dogs shouldn’t be a
problem; they were around the other side right now and he’d had his
companions use careful scent masking, like that used by hunters.
It wouldn't hold up if the animals got too close, but at a distance it
should suffice.

He ducked back. “Okay, so far so good. We're going to have to
incapacitate two guards before we get in. It’s going to have to be
done quickly and quietly.”

“I can handle that,” Sandra said. “I've got a trick up my sleeve that
I learned from my foster mom.”

The two men looked at her, expecting more.

“They’ll be out,” she said. “Trust me.”

James nodded. “I trust you. Okay, let’s go!”

They dashed the hundred-yard span between the electrical box and the
loading dock, neatly threading the empty window where the two sets
of guards were swapping position, then pressed themselves against
the wall. Moments later, the two replacement guards rounded the
corner, and one of the two immediately laid eyes on the group.

Sandra stepped forward and concentrated. Her eyes, normally deep
green with flecks of amber, changed drastically, the amber color
taking over the entire iris. The guards barely had a chance to bring
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their guns to bear before they staggered, their eyes rolled back in
their heads, and they collapsed to the ground.

“What the hell was that?” Alex hissed.

“They saw themselves from above,” Sandra said. “Now they're
knocked senseless.” She looked back at Alex, who made a Deforest
Kelley face. “I knocked their souls out of their bodies for a second. e
don’t have time to get into this; they could wake up at any moment.
They’ll be confused, but I have no idea what they’ll remember. It's
different from person to person. James, are we in?”

“Working on it,” James said. He hadn’t even watched what
occurred; he was busy working at the electronics of the back lock. A
moment later, there was an audible click, and the back door swung
open. He packed his electronic bypass tools into his pack. “That’s it.
Everyone inside.”

Alex darted forward and lifted the access cards from the two stunned
quards, then the group slipped inside. James led them through
the maze of corridors from memory, having infiltrated to case the
interior days before.

“You said you learned that from your foster mother?”” Alex whispered.
“She was a necromancer,” Sandra shot back.

“You sure are one of a kind,” he responded. “Glad you're on our side.”
“You don’t know the half of it.”

Several minutes later, the group came to a door whose foreboding
“RESTRICTED ACCESS” sign said all that needed to be said.
They tried the guards’ access cards to no avail. James pulled out
his access tools and went to work once more while Sandra and
Alex kept watch. The burglar’s expertise came through yet again,
and after a few minutes” work, the door swung open on hydraulics
with a quiet hiss. James packed his tools away again and took a
deep breath.

“We ready for this?” He asked.
Sandra smirked. “Nope,” she said. “Let’s do it.”

Now it’s time to put the pieces together. You've got your
attributes and class abilities in place, but that gives you a
general archetype with which to play. More important than
what your character can do is, who are they? You need a
good idea of your character’s back story and history. At
very least, you should lay down a detailed sketch. Who
were their parents? Were they wealthy or poor? Why do
they do what they do? Is it for the thrill of the chase, the
adrenaline rush of crawling through deadly ancient tombs,
or is it for a sense of altruism, that his exploits might educate
or otherwise aid humankind?

Even mundane things can help with this sketch. What does
the character look like? What color and style are their hair
and eyes? Do they wear glasses? The more detailed your
character concept, the better off, especially in a game with
as open a system as this. If, say, your character’s father
was a doctor and they grew up sitting in the exam room
while his dad performed procedures, he may have picked
up some basic first aid, or even some more advanced



techniques. This background could, when it comes into
play, provide bonuses to certain Attribute checks..

If your players are having difficulty coming up with a concept,
we point you to the Backgrounds rules later in this section,
where we offer options for character backgrounds which
have a direct effect on your character, including granting
extra skill proficiencies.

ALIGNMENT

One way to quickly help define your character is to choose an
alignment. Alignment systems may seem a strange addition
to a pulp game, given the shades of gray that generally exist
within the genre. However, there are certain subgenres of
Pulp in which it is essential to outline the heroic code of the
protagonists, particularly when looking at the representation
of pulp action we see in the classic Saturday Morning Serials,
and the modern homages to these films, like the Indiana
Jones series, or The Rocketeer.

Alignment represents the basic and most essential aspects
of a character’'s worldview and moral outlook. Alignment
is a description for the fundamental moral outlook of every
sentient creature. Is the character good or evil, chaotic, lawful
or even neutral? Alignment is a very basic description and
acts as an ethical and motivational guide for characters, non-
player characters and monsters.

Alignment should never be used as a box to limit the character;
rather, players should choose an alignment whose moral and
ethical compass best suits their character’s outlook. It's a
description more than a guideline. It's not there to tell you how
to play your character. Rather it’s there as a point of reference
for other players and the Game Master. That’s all. To that end,
alignment categories are fairly general and there is much room
for interpretation within each category of alignment.

A lawful good character may be a modern knight errant,
adventuring with the sole purpose of stamping out evil in the
land. On the other hand, a lawful good arcanist may devote
himself to acquiring ancient arcane magic in order to create a
library for the benefit of all. A chaotic evil hooligan may be a
roving, murderous bandit robbing and murdering whomever
and wherever he can for his own personal hedonistic desires,
or he could be a cultist devoted to the wanton destruction of
man’s accomplishments and eradication of those with whom
he disagrees. There is great variation within each of the nine
alignment categories described below. They should be used
as a general guideline for motivations, actions, ethos and
worldview.

Still, Game Masters who don’t want to lock their game down
with strict alignments can always feel free not to include them
in their game, and alignment should generally be considered
an optional addition. This will make certain spells less useful
(or at least require them to be re-defined), but other than that
should have little effect on overall game play.

There are nine possible alignments: lawful good, neutral
good, chaotic good, lawful neutral, neutral, chaotic neutral,
lawful evil, neutral evil, or chaotic evil. Each alignment,
except true neutral, is composed of two aspects.

ROUNDING OUT THE CHARACTER
Law AND CHAOS

The first aspect of alignment - lawful, neutral or chaotic -
generally represents a character’s ideals and world view. These,
however, are broad categorizations that go to the core beliefs of
a character. Thus, all lawful characters are not the same, nor
are all chaotic characters. Each might exhibit traits typically
associated with the opposite. The following are general traits of
each aspect. “Law” implies honor, trustworthiness, obedience
to authority and reliability, and above all, the idea that there is
(or should be) a defined order and structure to things.

On the downside, lawfulness can include closed-mindedness,
reactionary adherence to tradition and a lack of adaptability.
Lawful characters tell the truth, keep their word, respect
authority, honor tradition, and judge harshly those who fall
short of their duties.

“Chaos” implies freedom, adaptability and flexibility, and
a lack of structure and order. On the downside, chaos
can include recklessness, resentment toward legitimate
authority, arbitrary actions and irresponsibility. Chaotic
characters follow their consciences, resent being told what
to do, favor new ideas over tradition and keep their word
only if they feel like it.

Lawful characters can still follow their conscience and can
favor new ideas. Chaotic characters can still be honorable and
trustworthy. Just because someone values individual freedom
and pragmatism doesn’t necessarily mean he can’t be trusted
to have his friend’s back in a crisis.

“Neutral” implies a normal respect for authority, with neither
a compulsion to obey nor to rebel. Neutral characters are
honest but can be tempted into lying or deceiving others.

Goob AND EviL

The second aspect of alignment - good, neutral or evil -
generally represents behavior and how characters express
or impose their ideals, whether lawful, neutral or chaotic.
Again, these are broad categorizations. The following are
general traits of each aspect. Good implies altruism, respect
for life and a concern for the dignity of sentient beings. Good
characters make personal sacrifices to help others. Good
characters and creatures protect innocent life.

Evil implies hurting, oppressing, killing others and
selfishness. Some evil creatures simply have no compassion
for others and kill without qualms if doing so is convenient.
Others actively pursue evil, killing for sport or out of duty
to some evil deity. Evil characters and creatures debase or
destroy innocent life, whether for fun or profit.

Neutral characters fall somewhere in between, but most are
committed to others by personal relationships. A neutral
person may sacrifice himself to protect his family or even his
homeland, but he would not do so for strangers who are not
related to him. Some neutral characters are simply selfish.

Animals and other creatures that are incapable of complex
relationships are unaligned —a special alignment which also
applies to things like animated constructs and robots.
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The combination of the lawful, neutral or chaotic axis with
good, neutral or evil creates nine possible character alignments.
Although characters of the same alignment possess the same
general world view and behave similarly, each will be unique
and vary in terms of psychology and life experiences.

LawruL Goobp

Characters of this alignment are dedicated to following the
strictures of society, respecting law and order. They act for
the benefit of others and society, placing great value on truth,
honor and life.

LawruL NEUTRAL

Characters of this alignment place primary importance on
ultimate order, structure and regulation of behavior. Good
and evil are largely irrelevant for characters of this alignment
because everything flows from the order of law.

LawruL EviL

Characters of this alignment value structure and order, and
they place no limit on attaining it, especially if the goal is to
their own benefit. They do not value life or concern for others.
Ultimately, they seek to impose their ideals on others through
strict regulation.

NEeutrAL Goop

Characters of this alignment have a healthy respect for both
law and freedom, typically choosing a road betwixt the two in
order to achieve benefits and mercy for all.

NEUTRAL

Characters of this broad alignment typically believe in a
balance between law and chaos, and between good and evil.
Some seek to maintain existing social institutions, while
others simply wish to keep to themselves. Some engage in
a crusade to preserve what they view as the natural order of
things. Others simply follow their own code, which changes
with the situation, tending to favor those that benefit them
the most.

NEeuTrAL EvIiL

Characters of this alignment mirror those of neutral good, but
they typically follow a road that benefits themselves instead
of others.

CHaortic Goob

Characters of this alignment view the greatest good as
being attainable through freedom. Thus, they place primary
importance on individuality and liberty of action over that of
any law or societal structure.

CHaortic NEUTRAL

Characters of this alignment value individual freedom and
have no qualms in achieving it by whatever means necessary,
be they good or evil.
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CHaoric EviL

Characters of this alignment tend not to value anything,
disdaining others and often seeking to destroy for their own
selfish reasons. They seek power and the ability to wield it as
they see fit.

CUSTOMIZING CHARACTERS

Now we get into the part where you can alter your character
from the basic template provided by your class through Feats,
Backgrounds, and other options. The rules in this section
should be considered optional. Game Masters should feel
free to disallow or modify the elements below to fit their own
games. These sections should be considered “Advanced
Rules,” which affect character creation, allowing a higher
degree of customization and individuality even amongst
characters of the same class, which reach beyond the selecting of
different paths, but which don’t result in power creep or game
imbalance. If you don’t wish to use the rules in this section,
there’s no need to do so; simply building your character with
the classes in Book One is all you need, to play the game.

FEATS

A feat represents a talent or an area of expertise that gives a
character special capabilities. It embodies training, experience,
and abilities beyond what a class provides. Feats should be
considered entirely optional, and you should check with the
GM of your game before selecting one.

CHOOSING FEATS

In Amazing Adventures, all heroes may choose at first
level to reduce any four ability scores by 1 point, and in
exchange they may take a feat, and gain proficiency in any
two skills.

In addition, at certain levels, your class gives you the Ability
Score Improvement feature. Using the optional feats rule,
you can forgo taking that feature to take a feat of your choice
instead. You can take each feat only once, unless the feat’s
description says otherwise.

You must meet any prerequisite specified in a feat to take
that feat. If you ever lose a feat’s prerequisite, you can’t use
that feat until you regain the prerequisite. For example, the
Grappler feat requires you to have a Strength of 13 or higher.
If your Strength is reduced below 13 somehow — perhaps by
a withering curse—you can’t benefit from the Grappler feat
until your Strength is restored.

ABILITY BOOSTER FEATS

A number of feats herein have the express purpose of
granting advantage on saving throws, and expertise in
ability-score-based skills. These feats are Great Fortitude, Iron
Will, Keen Intellect, Nimble, Overwhelming Personality and
Powerhouse. Together these feats are collectively referred to
as “ Ability Booster Feats.”

While the Fifth Edition rules don’t generally categorize feats,



it’s important in this case. There are limits on the number of
these feats can take, because these feats are ripe for abuse; it
is conceivable that a character could gain advantage on all
saving throws by 19" level, with advantage in four saves by
12t Jevel.

As such, the name “Ability Booster Feat” has been given
to these for ease of reference; characters are restricted to
taking only one of these feats, to avoid unbalancing the
game. Remember always the spirit of feats is not to result
in overpowered characters, but to allow for a degree of
specialization.

REDUNDANT ABILITIES

Any time you gain an ability or proficiency from a class,
background, feat, or other area, and another feature, class,
background, feat, or the like gives you an identical ability or
proficiency, you do not gain that ability again, or improve
your existing ability. Thus, if you are already proficient in
science, and a feat gives you proficiency in science, you do
not gain expertise in science; the feat would simply have no
effect. If the feature gives you any other benefits, you still
gain those.

For example, if you already have proficiency in civilian land
vehicles, and you take the Ace feat, choosing to apply it to
civilian land vehicles, you do not gain proficiency again to
result in expertise in civilian land vehicles. That part of the
feat is simply redundant training and provides no benefit.
The feat does, however, still give you advantage on all checks
you make to pilot civilian land vehicles.

LIST OF FEATS

ABILITY BoOSTER: GREAT FORTITUDE

Prerequisite: Constitution 13 or better, no other Ability Booster feats
You are tougher than the average person.

e  When you roll hit points at each level, you may roll
your hit die twice, taking the higher of the two rolls.
Alternately, if you choose to take the average result for
hit points, add +1 to the hit points you gain.

e  You gainadvantage on constitution-based saving throws.

e You gain resitance to bludgeoning damage that is
nonmagical

ABILITY BoosTER: IRON WILL
Prerequisite: Wisdom 13 or better, no other Ability Booster feats

Your willpower is astounding.

e  You have resistance to psychic damage.
¢  You gain advantage on wisdom-based saving throws.

e Choose any wisdom skill. You gain proficiency in that
skill.

ROUNDING OUT THE CHARACTER
ABiLiITY BoosTER: KEEN INTELLECT

Prerequisite: Intelligence 13 or better, no other Ability Booster feats
You are a certified genius.

e  You gain advantage on intelligence-based saving throws.

e Choose any intelligence skill. You gain proficiency in
that skill.

e Choose any two intelligence skills in which you are
proficient. You gain expertise in those skills, adding
double your proficiency bonus on associated checks.

AgiLITY BoosTer: NIMBLE
Prerequisite: Dexterity 13 or better, no other Ability Booster feats

You are exceptionally graceful and dexterous.

e You gain advantage on all Dexterity saves.

e Choose any one Dexterity-based skill. You gain
proficiency in that skill

e Choose any two Dexterity-based skills in which you
are proficient. You gain expertise in those skills, adding
double your proficiency bonus on skill checks with them.

ABILITY BOOSTER: OVERWHELMING PERSONALITY

Prerequisite: Charisma 13 or better, no other Ability Booster feats
Your force of personality is astounding.

¢  You gain advantage on all Charisma saves

e Choose any one Charisma-based skill. You gain
proficiency in that skill.

e Choose any two Charisma-based skills in which you
are proficient. You gain expertise in those skills, adding
double your proficiency bonus on skill checks with them.

ABILITY BoosTER: POWERHOUSE
Prerequisite: Strength 13 or better, no other Ability Booster feats

You are capable of great feats of strength.

¢  You gain advantage on Strength saves
e Your carrying and lifting capacity is doubled

e You gain proficiency in Athletics. If you already have
proficiency in athletics, you add double your proficiency
bonus on skill checks with this skill.

Ace
Prerequisite: Dexterity 13 or better

This character is either a classic wheelman or hot dog pilot.
You can pull bootleg turns, storm barns, and work a vehicle
like Van Gogh worked with color. You have an intuitive
knowledge of how to operate just about any vehicle, from a
basic sedan to a high-tech stealth bomber —you can drive or
fly anything.
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You gain proficiency with one class of vehicles (Civilian
or military land, air, or water)

¢ You gain advantage on all checks to pilot vehicles in that class

e  You may take this feat multiple times. Each time, you
gain proficiency with a new class of vehicles.

ANIMAL TRAINER

Pulp adventures are full of stories of heroes with loyal animal
companions. Where would the Lone Ranger be without
Silver, for example?

e  You gain proficiency in Animal Handling

e Any character who chooses this feat at the start of the
game should automatically begin play with an animal
companion of the player’s choice (subject to GM approval)
which is trained to serve as a faithful companion and
obey its master’'s commands. This creature may be no
higher than challenge rating Va.

The creature is an exceptional member of its species, and
advances in effectiveness as you do, using your proficiency
bonus instead of its own to attack and damage rolls and
to strength, dexterity and constitution saves, as well as
adding it to its AC. It acts on your turn in the initiative
cycle, and you can command it as a bonus action.

If you lose your animal companion, you must spend at
least one month of game time training another with the
Animal Handling skill.

Comeat DoMINANCE

Prerequisite: Proficiency with martial weapons
You are exceptionally adept at combat with melee weapons.

e You gain advantage on melee attack rolls when fighting
opponents with a challenge rating less than 1, so long as
you direct all attacks in a combat round against creatures
that meet this criteria.

e When you reach sixth level, this ability applies to
opponents with a challenge rating of 2 or less.

GRAPPLER
Prerequisite: Strength 13 or higher

You've developed the skills necessary to hold your own in
close-quarters grappling. You gain the following benefits:

e You have advantage on attack rolls against a creature
you are grappling.

e You can use your action to try to pin a creature grappled
by you. To do so, make another grapple check. If you
succeed, you and the creature are both restrained until
the grapple ends.

Mebic

Prerequisite: Intelligence 13 or better, proficiency in Medicine skill
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Whether a doctor, nurse, EMT or other healthcare professional,
you have formal training in the medical sciences.

e  You gain expertise on Medicine checks, adding double
your proficiency bonus to these rolls.

e You automatically succeed at attempts to stabilize
someone at zero hit points.

e When you treat another’s wounds, you may spend one
minute to restore extra hit points. The subject rolls one
hit die and regains the resulting number of hit points.
They need not expend the rolled hit die.

Power

You have a mutation, cybernetic implant, or a bit of super
science that gives you a benefit above and beyond those of
normal people.

e You gain 5 gadget points. You may use these to purchase
a gadget per the guidelines in Chapter 4, or you may bank
them for later use. You must follow all stipulations, including
those limiting gadget/power level, and usage limits.

e If you bank the points, you may use them for “on the fly”
gadgets (see the Gadgeteer) but you may not break down
such gadgets later — they simply become part of your overall
arsenal. They may also manifest as permanent superpowers.

e  You may take this feat more than once, gaining 5 more
gadget points with each successive purchase.

RELENTLESS WARRIOR

Prerequisite: Constitution 13 or better

You are extremely difficult to take down, and when you go
out, it’s going to be as a hero.

e  When you reach zero hit points, you may make a
Constitution save to continue fighting and acting
normally. The DC of this check is equal to 8 plus the total
damage of the strike that reduced you to zero hit points.
If you succeed, you may act as normal for one round.

e  Eachround thereafter, you may attempt another Constitution
saving throw at the same DC to keep acting normally.

e At the end of the battle or when you fail a Constitution
save, you immediately collapse, unconscious. Further,
any successful hits you suffer during this time count
as a failed death saves when you can no longer remain
conscious. Thus, if you suffer three hits while acting at
zero hit points, you die at the end of combat, or when
you fail a Constitution Save to remain conscious.

STiLL Boby

You have mastery over your vital bodily functions.

e  With a successful DC 15 Constitution check, you can
slow your body functions to appear to be dead. To any
examination, you appear to have no heartbeat, breath, or
vital functions.



e You may maintain this state of feigned death for ten
minutes per character level.

e  Detecting this subterfuge requires a Wisdom (Medicine)
check at a DC equal 8 + your proficiency bonus + your
Constitution bonus.

Two-WEaAPON FIGHTING
Prerequisite: Dexterity 13 or better

You have been specifically trained in the simultaneous use of
small weapons.

e  When fighting with a weapon in each hand, you may add
your ability bonus to the bonus attack

e  When firing two handguns in this manner, you don't suffer
disadvantage for the initial shot on your off-hand weapon,
and your double-tap penalties are not an additional -5 (see
Two-Weapon Fighting in Book 5: Rules of Play).

e  When using two-weapon fighting with handguns, both
weapons can double-tap, but both additional shots are
at disadvantage. If using Advanced Firearms Rules
in Appendix A, each weapon may fire its full rate of
fire, with accuracy bonus and recoil penalties tracked
separately, applying only to that weapon.

WEALTHY

You have money and means above and beyond most of those
in your profession.

Prerequisite: Charisma 13 or better

e You have proficiency on Wealth checks, even if you
normally wouldn’t.

e You automatically succeed in any wealth check to
purchase any mundane item, from a cigarette lighter to
an automobile.

e  You gainadvantage on all wealth checks you do have to make.

WiLb TALENT

You have a touch of the psychic in you. This grants you
certain abilities above and beyond those of normal people.
When you take this feat, you gain the following:

e  BASIC PSYCHIC SENSES: You gain advantage on Wisdom
(Perception) checks to sense danger, spot hidden things,
or intuit something unusual.

e IRON WILL: You gain advantage on Wisdom saves against
mind-altering effects and the charmed condition.

e BASIC PSIONIC POWER: Choose one basic psionic
power from among the following: Combat Awareness,
Empathy, Psychic Defense, Psychometry, Telepathic
Probe. You may use this power as standard, including
Psychic Backlash on failed checks. This feat does not
provide proficiency with the Psionics skill. See Psionics
for more information.

You may not take this feat more than once.

ROUNDING OUT THE CHARACTER
CHARACTER BACKGROUNDS

Every story has a beginning. Your character’s background
reveals where you came from, how you became an adventurer,
and your place in the world. Your gadgeteer might have been
a grizzled auto mechanic or a high school shop teacher. Your
occultist could have been an abused kid or a fallen priest. Your
hooligan might have gotten by as a street kid or commanded
respect in an organized crime family.

Choosing a background provides you with important story
cues about your character’s identity. The most important
question to ask about your background is what changed?
Why did you stop doing whatever your background
describes and start adventuring? Where did you get the
money to purchase your starting gear, or, if you come from
a wealthy background, why don’t you have more money?
How did you learn the skills of your class? What sets you
apart from ordinary people who share your background?

The sample backgrounds in this chapter provide both
concrete benefits (features, proficiencies, and languages)
and roleplaying suggestions. Always remember,
however, that this list is far from comprehensive; if you
cannot find the background you need in the list below,
you will find guidelines to customize backgrounds or
even create your own.

In the end, treat these as examples, but feel free to work with
your GM to truly build a character that is unique to your
concept and story. Whether that means tweaking one of these
backgrounds or designing an entirely new one, it’s all about
realizing your character vision.

PROFICIENCIES

Each background gives a character proficiency in two skills.
In addition, most backgrounds give a character proficiency
with one or more tools.

If a character would gain the same proficiency from two
different sources, he or she can choose a different proficiency
of the same kind (skill or tool) instead.

LANGUAGES

Some backgrounds also allow characters to learn additional
languages beyond those given by intelligence or class.

SUGGESTED CHARACTERISTICS

A background contains suggested personal characteristics
based on your background. You can pick characteristics, roll
dice to determine them randomly, or use the suggestions
as inspiration for characteristics of your own creation. In
general, you should choose two personality traits, an ideal, a
bond and a flaw for your character.

IDEALS IN AMAZING ADVENTURES

In standard 5e fantasy games, the ideals that characters choose
as part of their background are loosely tied to one of the nine
alignments. Amazing Adventures has given ideals a more
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nebulous feel and hasn’t taken the alignment approach. This
is largely because while alignments exist in this game, they're
an optional inclusion and they don’t fulfill as important a
purpose as they do in fantasy games. If you want to tie them
to alignments, feel free to do so, and to change or swap them
out as you see fit.

WHERE’S THE EQUIPMENT?

Players of 5e fantasy games will note that there are no
equipment lists provided in these backgrounds. That's
because equipment works a bit differently in Amazing
Adventures. Instead of a pre-generated equipment list based
on class and background (though classes do get some basics),
characters in a modern game simply equip themselves with
whatever their character would reasonably own and possess,
based on who they are, their general wealth, and the era in
which the game is set.

See BOOK 3: EQUIPMENT for more details on how equipment
is handled.

If you are adapting these backgrounds to a 5e fantasy
game —and most are quite suitable for such a game—you
will need to add equipment. It is suggested to add a toolkit
appropriate to the background and potentially a weapon
that is appropriate to someone of the social class the
background represents (usually a small simple or martial
melee weapon).

CHARACTER TRAITS

Finally, choose two personality traits, one ideal, one bond,
and one flaw. If you can’t find a feature that matches your
desired background, work with your GM to create one.

CUSTOMIZING A BACKGROUND

You might want to tweak some of the features of a background,
so it better fits your character or the campaign setting. To
customize a background, you can replace one feature with
any other one, choose any two skills, and choose either two
tool proficiencies, or two languages, or one tool proficiency
and one language appropriate to the background you are
customizing.

Using these guidelines, it's also very easy to create a
background on your own if the concept you have for your
character isn’t represented by those listed here.

EXISTING BACKGROUNDS

There are a wealth of backgrounds in the core Fifth Edition
Fantasy Player’s Guide. Many of these are just as applicable
to a modern era and multi-genre game as they are to a fantasy
game. Some require a few tweaks; others can be dropped right
in. With your GM’s approval, feel free to choose or modify
one of those for your hero instead of those herein. In the end,
what matters is you're creating the character and background
that you want to play.
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SOCIALITES AND CHARACTER BACKGROUNDS

Careful readers will note that most character backgrounds
have features that grant access to help and contacts from a
specific area of society. A socialite character gains advantage
on any associated checks that might be called for when using
a background feature involving calling upon a business,
work, or cultural colleague for help and aid.

ARCHAEOLOGIST, ANTHROPOLOGIST OR
HISTORIAN

You have spent your life living in the past. That is, you are
interested in the artifacts of the past, or the way cultures
evolve, adapt and interact. If you are an archaeologist, you
are interested in the artifacts that past cultures leave behind
to tell their stories, whether it’s the ancient Egyptian tomb of
a lost Pharaoh, or a new cache of dinosaur bones uncovered
in the Utah desert.

If you are an anthropologist, your interests span the whole
of history. From the earliest human cultures to those of the
modern day your interests are focused on the interaction
and cultural exchanges of these people, how they share
information, relate to one another, their traditions and
practices. Either way, you seek to understand the way that
we affect the world.

SKILL PROFICIENCIES: History, Investigation



TOOL PROFICIENCIES: Archaeologist’s tools or Anthropologist’s
Tools (your choice)

LANGUAGES: Choose one

FeaTure: FiELD EXPERTISE

Choose one specific area of expertise for your studies. It
might be the indigenous cultures of Mesoamerica, the study
of dinosaurs, the history of ancient Egypt, or any other
archaeological or anthropological specialization you can
think of. Whenever you make an Intelligence, Wisdom, or
Charisma check with a skill in which you are proficient, that
is directly related to that area of expertise, you add double
your proficiency bonus to the roll.

SuGGESTED CHARACTERISTICS

Historians, anthropologists and archaeologists view the
world in the context of what came before. They believe that
the interaction of human culture, why people behave towards
each other as they do, and the lessons of what has happened
in the past are the key to progress in the future. They are
constantly on the lookout for people making critical mistakes
that history has shown unwise. For some, their perspective
can be limited when it comes to things going a different way
than they’ve gone before, while for others the exception to the
rule is what counts more than anything.

D8 PERSONALITY TRAIT

I am supremely confident in my knowledge about

! ancient cultures.

2 I always have to be the smartest person in the room,
and I cannot brook challenges to that fact.

3 I have neither the time nor the patience for people of
lesser intellect.

4 I never show emotion, except to express excitement
about a new discovery

5 I have infinite patience with those of lesser intellect,

and am always eager to find a new teaching moment

I have an unfortunate tendency to assume others
6 don’t understand me, so I always feel the need to
over-explain everything.
I live in the past all the time, which unfortunately
makes me prone to misunderstand modern references.

My excitement and eagerness often get the better
8  of me; I get frustrated with people who overthink
things.
D6 IDEAL

Knowledge. The key to all enlightenment is
1l undiscovered knowledge, and new discoveries are
what I live for.

Artifacts. Artifacts are the record of what every
community leaves behind. They are our link to the past.

Records. Written history is our best link to the
3  personality of those who came before us. Without
written history, we are nothing.

ROUNDING OUT THE CHARACTER

Relationships. The way people interact is the story
4 of civilization. Our links to others are formed by the
bonds we create with others.

Language. It's not the words that are important, but
the language we use to convey those words. There
is beauty in the written symbol and in the ways we
form the sounds we use to communicate.

The Search. True enlightenment isn’t about the
6  discovery, but the search. The only reason to discover
something new is to open the door for a new quest.

D6 BOND
I have a field notebook that is my most prized

1  possession. It is the record of everything I've done
and all that I am.

I have a specific tool in my kit that was a gift from
2  my mentor. It's a reminder that everyone starts
somewhere.

I keep an artifact that I gained from a prior dig. It's a
3 symbol to me of a civilization or historical figure that
I deeply admire.

I have an article of clothing that I wear all the time.
It's a connection to who I am.

I carry a lucky charm. It was an item I was holding
5 onto during a disaster on an expedition, and I have
convinced myself it's why I survived.

I keep a memento from the first field experience I
ever had. If it went well, it'’s a reminder of my first

6 success. If it went poorly, it's a reminder of mistakes
never to repeat.

D6 FLAW

1 I am arrogant in my knowledge and don’t brook
disagreement from lesser people.

5 I cannot resist the thrill of new knowledge and am

compelled to investigate any new discovery.
3  Iamreckless and always tend to leap before I look.

When I get on a task, I focus on it to the exclusion
4 of all else. This leads me to ignore potential risk and
danger around me.

I am scatterbrained and easily distracted, especially

5) . . . .
when new and interesting discoveries surround me.
I do not relate well to living people; I am very literal-
6 minded and don’t understand the idea of insults or

emotional responses, aside from my own frustration
with others.

ARTIST / CRAFTSPERSON

You are adept at some sort of art or craft, whether it’s
drawing, painting, sculpture, woodcarving, photography,
creative writing or any other form of artistic or craft
pursuit. But to you, your art is far more than a talent or
skill; it’s more even than a vocation. It's who you are.
Artwork goes to the very core of your being, and you
firmly believe that it’s the most important means of
expression human beings have.
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You take great pride in the works you produce, and you have
a deep admiration for the creative pursuits of others. You also
tend to feel things very deeply; after all, what is an artist if not
one that expresses their emotions through creation? Whether
a gifted amateur or a professional artist who made a living at
your craft, you define yourself by what you create and you
judge others the same way.

SKILL PROFICIENCIES: Insight, Investigation

TOOL PROFICIENCIES: Choose one type of artisan’s tools

FeATURE: SuBcULTURE CONTACTS

As an artist, you know how to navigate your way around
the local artistic subculture, and how to find and navigate
such a culture in other cities you visit. You can usually
count on people in the local art scene to provide a place to
crash, or information regarding goings-on in a given city
or town. You may even be able to find a place to hide, if
necessary, among others of your kind. Still, those who do
not know you will only accept any danger on your behalf;
they are not necessarily inclined to put their lives on the
line for you.

SuGcGESTED CHARACTERISTICS

Artists are all about either the means by which they achieve
inspiration, the process of creation, or the actual end result
of of their efforts. Whatever the most important aspect of
creation, each artist views the world and judges others in the
context of the art they create and love.

D8 PERSONALITY TRAIT

I tend to be morose and melancholy; I am possessed
1 of a deep sense of ennui, and it is from this darkness
that my art comes.

I am hyper and always on the go. My brain is
2 constantly overflowing with new ideas and I talk
about them rapidly...and incessantly.

I am deeply interested in the origins of artwork,
3  and I can relate almost any incident to some great
artwork of the past.

I am very serious and focused. Artwork is all about
4  concentration, and distraction is not something I
appreciate.

Art is life, and life is experience. I want to live life
to the fullest, see everything there is to see, and
experience all that life has to offer. Art and life are all
about the sensuality of existence.

When inspiration strikes me, I have to start the
6  projectimmediately; if I can’t, I become very grumpy
and taciturn.

I am entirely right-brained and get extremely
7  frustrated with math, science and the like —secretly,
this is because these things make me feel dumb.

I am hyper-critical of almost every piece of art or
8  craft I see, and I cannot help but nitpick the least
details of all of it.
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D6

IDEAL

Creation. Artwork is all about the creative energies
and forces put into play. The act of creation is
everything to me.

Completion. A true artist always completes their
work. I am never satisfied with a job half-done. Until
the job is finished, I am not ready to start another.

Perfection. I am never satisfied with any less than
perfection. The most minor flaw digs at me and I
feel compelled to pursue perfection in everything
I do.

Inspiration. The truest form of art is in the concept.
It’s not so much the execution that matters, but the
idea that gets you going in the first place.

Celebration. Art is a celebration of life. That means
if there’s a party somewhere, there’s a way for me to
find new ideas for my artwork.

Emotion. To make true art, one must be able to
understand the full range of human emotion, from
darkest part of the human soul to the passionate
abandon of two people coming together in the night,
to the joy of celebration. Love, hate, pain, joy, bliss
and melancholy all have value. I wear my heart on
my sleeve and seek to feel deeply while encouraging
others to do the same.

D6

BOND

I have a specific artist’s tool (pen, carving knife,
palette, or other) that means the world to me and
which I consider “lucky.”

I always have a notepad or sketchbook with me and
without it I'm distracted at best.

I have a lucky charm I keep with me at all times. I
firmly believe it’s the source of my inspiration.

Another person is my muse. I don’t know what I'd
do if T lost them.

A specific band or musician is my muse. [ can’t work
without their music.

Someday I will win the approval of another artist
that I greatly admire.

FLAW

My inner darkness is so deep I tend to self-medicate
rather than face my demons

I'm hyper-critical of everyone and everything; if they
can’t take the criticism, that’s their problem.

I feel like a fraud all the time; someday everyone will
realize what a hack I am.

I push other people away. It could be because
everyone near me gets hurt, because I don’t deserve
love, because I'm terrified of the loss of my freedom,
or any other reason. I simply can’t bear to let others in.

I get insanely jealous of someone I perceive to be a
better artist than me

I am never satisfied with my creations; they’re never
good enough



ATHLETE

You are all about the physical aspect of life, keeping your
body at peak performance, and you have a deep passion
and talent for engaging in some kind of sport, whether it’s
body building, football, soccer, baseball, lacrosse, running,
wrestling, boxing or any other activity that encourages
physical fitness. Keeping your body in top physical condition
matters to you and you understand that a healthy body is
the key to a long life, even if you're always putting yourself
in danger. After all, you can take a hit better than everyone
else as well!

Decide what sport held your character’s passion when you
choose this background. You may have been a talented minor
leaguer or you may have done your time as a pro. Regardless
of whether you ever made it in the big leagues, you were
really good at what you did, and it’s a constant source of
pride for you.

SKILL PROFICIENCIES: Athletics, Survival

FeATURE: ROUuGH AND TUMBLE

As an athlete, you're used to rough and tumble situations,
and you know how to apply your sports skills to your
adventuring life. Whenever you can apply your specific sport
training to a Strength (Athletics) check, you gain advantage
on the check. You can use this ability one time per game
session, and it requires the GM’s approval.

In addition, anywhere you might be able to demonstrate
your knowledge of the sport, or where your face or
reputation might be known, you can find friends who are
willing to help you out. This could be a free meal, drinks on
the house, possibly even a place to lie low for a few hours
when you’re on the run. Such fans won’t put their lives on
the line for you, but they can help you avoid emergency
situations.

Obtaining help in these situations requires a Charisma
(Athletics) check, as opposed to a normal Strength (Athletics)
check. The DC of this check is set by the attitude of the person
or people with whom you are speaking. For someone already
favorably inclined towards you, the DC is 10. For someone
who might know your name but perhaps isn’t a huge fan
(maybe they’re not a fan of your sport) the DC is 15. You
cannot use this ability on those who don’t know you, who
are hostile towards you, or who couldn’t care less about your
reputation and abilities.

SuGGESTED CHARACTERISTICS

Athletes tend to define themselves by three things: the play,
their physical fitness, and the quest to always be the best.
Their personality traits, ideals, bonds and flaws reflect the
ways in which this appreciation for sports, physical activity
and competition has formed the way they view and interact
with the world.

D8

D6

ROUNDING OUT THE CHARACTER
PERSONALITY TRAIT

I model myself after a particular famous athlete and
I am constantly referring to them and comparing
myself to them.

I was once wronged or snubbed in some way by a
famous athlete and I have spent my entire life attempting
to prove I'm worthy of them, or better than them.

I tend to look down upon those who are less
physically fit than I am.

I have an annoying habit of constantly coaching
other people in the best path to live a healthier, more
physically fit life.

I am highly competitive; everything is a contest and
even if it isn’t, I'll make it one.

I can’t handle sitting still. I have to always be on the
move, engaged in some sort of physical activity or it
drives me crazy.

I'use my physical stature to get my way and am constantly
trying to bully others into giving me what I want.

Might makes right and the brute force approach
is always the best way to go. I have no patience for
people who take an intellectual approach to problems.

IDEAL

D6

Force. I firmly believe that the proper application of
force is the best way to handle any situation.

Responsibility. My body affords me great power,
and with that comes a responsibility to protect and
help others. I think I read that in the pulps or a comic
book somewhere.

Honor. I always keep my word and expect others to
do the same. If they don’t, that’s when I step in to
make sure they honor what they’ve promised.

Competition. Healthy competition is the way people
improve themselves, and there’s no prize for coming
in second.

Fun. The joy of sports is in the game. It's all about the play
and it doesn’t matter who wins or loses; it's about bonding
with your buddies and throwing the ball around.

The Fight. Sports are all about hitting things. Ilove a
good rough-and-tumble, whether it's with an enemy
or a broken nose I get from a buddy.

BOND

I'have a set of cufflinks, a jersey, a game ball or other
memento I got from my sports hero. I keep it with
me all the time.

I idolize a specific sports figure and constantly try to
live up to the example they set.

The respect of others is extremely important to me. I
go to great lengths to prove my worth in any situation.
My body is my temple. Keeping in absolute peak physical
performance is the only thing that keeps me going,.

I feel a driving need to be the best in everything I do,
and if I'm not, I'll do whatever it takes to get there.
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Sports are all about the team, and my compatriots
6  are like my chosen family or pack. I'll give them the
shirt off my back because that’s what you do.

D6 FLAW

I am full of anger and I have a really hard time
1  containing my aggression. If the opportunity comes
to pick a fight, I'm going to do it.
I don’t take insults well, and I don’t let them slide. I

2 live by the motto, “an eye for an eye.”

3 I turn to chemical substances to give me the edge I
don’t have naturally.

4 I am a really poor loser, even to the point of cheating
to get a win or accusing others of cheating if I lose.

5 My one big failure haunts me and I'will take unnecessary
risks to avoid ever feeling that failure again.
I was expelled from my sport due to a scandal, the
embarrassment of that incident haunts me to this

6 day. I may drink or abuse substances rather than face

my demons, I may go to great lengths to cover up
what happened, or any other manifestation of this
personal failure.

BLUE COLLAR

Blue collar families know what it means to work for what
they have. These are factory workers, mill workers, miners,
auto mechanics, tradesmen, and others who know what it
means to work hard and play hard. Some live a comfortable
life, while others work paycheck to paycheck, one financial
disaster from being on the street. Their loyalty and work
ethic, however, is what defines them.

As someone from this background, you know what it means
to work hard to get ahead, and you know what it feels like to
not quite make it to the gold ring. You may firmly hold onto
the idea that if you work honest and hard, you'll eventually
get what you deserve, or you may harbor a secret anger and
bitterness at the system that’s left you behind. Regardless,
when the chips are down, you're the one who will tend to pull
yourself up by the bootstraps and get to work fixing things.
Your education has likely been as practical as it has been
formal, and you’ve picked things up from life experience as
much as from learning your trade.

Skill Proficiencies: Choose any 1 skill you've picked up
along the way.

Tool/Vehicle Proficiencies: Choose any one toolkit or vehicle
type that is germane to your profession.

Languages: Choose one language you’ve encountered enough
on the job to speak with some degree of fluency —if there are a
lot of Latino Americans on the job site, for example, you may
have learned passable Spanish.

FeaTure: GeT THE JoB DONE

You have the guts and wherewithal to push through difficult
situations and get the job done as expected or required,
whatever the situation. Once per session, you may use the

82 AMAZING ADVENTURES

“Push Through” function of Inspiration (see Inspiration
Points, next section) without needing to spend an Inspiration
Point. You may even use this ability if you don’t have
Inspiration Points to spend.

FeaTure: UNION SuPPORT

You have the support of a labor union behind you. This
means that when you need to call upon help that is related
to your job skills, you can find it. Union brothers and sisters
look out for one another, and they’ll get your back when
needed and when possible. They will also, however, expect
the same from you, and if you start putting other union folk
or their families in danger, you might quickly find yourself
blacklisted...

SuGGESTED CHARACTERISTICS

As a blue-collar worker, you tend to view the world through
the lens of someone who works for what they have and for
what they want. Some more corrupt members of a union may
cheat and lie to get where they are, while others might expect
the same sort of loyalty and work ethic from others that they
possess. Where you fall on this spectrum determines your
outlook on the world.

D8 PERSONALITY TRAIT

I have very little patience for laziness and sloth. I

. expect everyone to pull their weight all the time.
2 I carry a lot of anger inside me and it leads me to fight
for the underdog while raging against those in power.
3 There’s no use complaining, and if you want
something done right, you have to do it yourself.
4 I work to take care of people, because it’s in my core
and my nature. I'm a caregiver at heart.
Nobody has ever given me anything, and I'm
5 convinced if I want something, I have to take it.
I might try the honest approach first, but if that
doesn’t work...
I don’t quit. No matter how many times I get knocked
6 . : .
down, I will always find my feet again.
I spent years working to get ahead and it never got
- me anywhere. Anyone who thinks they can work

hard and realize their dreams is a sucker, and I won’t
hesitate to call them out on it.

I'll sacrifice whatever I must to get the job done. It's
8 all about the road in front of you, not the dreams
you've left behind.

D6 IDEAL

Work Ethic: I value a hard day’s work above
1  anything else. It's what I live for; getting up, putting
in eight ours, and working for the weekend.

Loyalty: The entire reason I work is because I'm
2 loyal to the company and the job. Loyalty matters,
possibly more than anything else.

Success: I work hard for one reason, to get ahead in
life. If I can’t find success, what's the point?



Skill: I take great pride in what I do and the skill I've
4 developed in the job. I also appreciate when other
people show great skill in my field.

Family: I work for my family, and value those among
my chosen family as much as my blood family.

Productivity: Work is nothing without it producing
6  something. I value results more than the work itself,
and any way to improve productivity is good.

D6 BOND

My family history is in this line of work. I'm several
1  generations deep in it, and it forms a legacy to my
personal history.

I own an antique that represents an important part of
my trade’s history. It's a reminder to me of my roots.

There is a specific person—a spouse, a child, a sibling
3 or even a close friend—for whom I am willing to
sacrifice everything.

['am extremely loyal to my trade union and wouldn’t
betray them for anything.

My work itself ties me to the world, and I'm happy
5  to point it out any time I pass a project upon which
I worked.

I'have a dream of a better life, and it’s what keeps me

6 getting out of bed every day.

D6 FLAW

1 I am bitter at never having made it further in life
than I have, and I take that bitterness out on others.

2 I tend to believe that everyone in the world shares

my work ethic, which makes me a bit gullible.

I'm loyal to a fault, and I will cover for people that
3  perhaps don’t deserve it. It may have gotten me in
trouble once or twice...

I'will work myself to the point of exhaustion if there’s
a job done. I don’t believe in work-life balance. The

4 jobis all that counts, and it tends to alienate me from
those closest to me.
5 I am overly critical of the work of others and am

outspoken about my criticism.

I have very little respect for people in positions
6  of authority. Usually they got there from failing
upwards, and I can’t hide my contempt for them.

BUSINESSMAN/WHITE COLLAR

You work in one of the white-collar professions. In general
terms, this means you wear a suit and tie to work. In the more
common vernacular, it means you're in the top ten percent,
if not the top one percent. You are a successful attorney, a
doctor, a stockbroker, middle- to upper management in a
major corporation, a financier, or any other business-world
mover and shaker.

Unfortunately, your success has got you admitted to a sort
of ivory tower where you are divorced from the problems
of most of the people in the world. You don’t know what

ROUNDING OUT THE CHARACTER
it’s like to have to worry about your next meal, and if you
once did, you've likely forgotten. You might do your best
to remember where you came from, but when your biggest
problem is whether to buy a Porsche or a Jaguar, it’s hard to
keep perspective.

SKILL PROFICIENCIES: Choose two from Deception, Insight,
Investigation, Persuasion, and Science

LANGUAGES: Choose any one language which you may have
encountered in your field of employment.

SPECIAL: You gain +4 to your Wealth score (see Wealth in
Book 3: Equipment).

FeATURE: MOVER AND SHAKER

You have connections in the white-collar business world.
Whenever you need to find information in that area of the
world or funding for a project, you can usually find someone
you can call upon for help or a favor. That person may not
always be willing to help, and very often, asking for a favor
means owing a favor in return. When you're dealing with the
upper crust, those favors are not always savory. The GM may
require one or more appropriate skill checks to secure the
help you need.

SuGGESTED CHARACTERISTICS

You may not have been born chewing on a silver spoon, but
you’ve certainly reached the point where you've got one in
hand. Your success defines the way you look at the world.
Perhaps you don’t understand why other people begrudge
your wealth; possibly you seek to help others lift themselves
up, only to succeed in unintentionally angering them. Not
everyone in a successful white-collar job is a bad person—
indeed, many got where they are through a quest to help
others and are genuinely good at heart.

Still, when you are so separated from the common person
it can be difficult to truly understand their plight from your
position of privilege. In a very real way, your wealth defines
your outlook on the world.

D8 PERSONALITY TRAIT

“If the peasants can’t eat the bread, then let them eat
cake!” I have nothing against the poor; I just don’t
understand why they complain, or why I should
pay for them.

I have to stand up for the poor, downtrodden, and
2  marginalized. After all, they can’t stand up for
themselves, and someone has to!

I worked very hard to get where I am, and I
don’t understand why other people can’t just
pick themselves up and work to get out of their
circumstances.

I worked very hard to get where I am, and now
that I'm here, it's time for me to live up to my

4  responsibilities and help those in need. I have no
patience for others that turn a blind eye to the plight
of those who have less.
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D6

We all have a responsibility to each other, and to the
world. That's just the way it is, and it’s time everyone
got with that program.

There’s just too much ugliness in the world. It's up
to us to bring a bit of beauty and joy to those who
don’t have it.

I give to charity and I even threw that homeless guy
a few bucks on the street; isn’t that enough?

I am plenty self-aware enough to realize I don’t
connect properly with people of lesser means
or advantages. I feel bad about that and always
look for ways to expand my horizons and
perspective.

IDEAL

D6

Greed: Greed is good, as the famous film said. All
I care about is the pursuit of more money. It might
not buy happiness, but it certainly buys a lot of the
things that make me happy.

Charity: I firmly hold to the idea that it's the
responsibility of the wealthy to provide aid to those
who are less fortunate.

Prosperity: I firmly believe in the idea that the
prosperity of the wealthy trickles down to the
masses.

Power: Wealth buys power, and power is what
everything comes down to. It's the only way a
person can truly control their own destiny.

Generosity: It's just money. If someone else needs
and I have, why not float them a loan or help them
out?

Happiness: All I really care about is living my life
in a way that feels good to me, and in seeing and
helping others achieve their own dreams.

BOND

My bank accounts are everything to me. Without my
personal dollar value, I am nothing. I am entirely
defined by how much I'm worth, in a monetary
sense.

My things matter more than anything else. It's more
about possessions than it is cash. I'd miss my house
and my things more than the paper in the bank if I
lost it all.

I'have a specific heirloom item that has passed down
through the generations. It's more than a lucky
charm; it’s my connection to my family’s past, the
root of all that we are.

I have a close childhood friend who is the only
person that has ever really known me for who I am.

I have made a vow to help those less fortunate than
me, and this vow is what keeps me grounded.

My social status means more to me than money or
possessions, but it's my ability to hoard money and
possessions that allows me to maintain my social
status.
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D6 FLAW

I cannot turn down an opportunity for a party, and
1  when I party, I party hard, usually to my detriment
when I wake up the next morning.

I am a complete sucker for a pretty face, and it’s led
2 me into more than one compromising situation with
a colleague or rival’s significant other.

I've grown completely numb to the world, and I have
3  turned to rare and expensive chemical substances
just to feel something.

My family was involved in a scandal that
completely ruined us. I have changed my name
and worked hard to get some semblance of my
life back, but I am terrified that one day my secret
will come out. I'll kill to make sure that doesn’t
happen.. literally.

I view anyone with less position, power, and wealth
5 as lesser and barely worth my time, if at all, and I
don’t shield my contempt well.

I can’t resist a chance to make more money, and the
excitement of a gamble is something I simply cannot
pass by. It's cost me more than I care to admit, and
yet I keep on gambling.

CHEF / RESTAURATEUR OR CUSTOMER SERVICE

You are in the food service or customer service industry,
whether as the owner of a four-star restaurant, a burger-flipper
at Jerry's House of Beef, or a clerk in a retail store. As someone
who deals with the best and worst of humanity on a daily
basis, you've had the opportunity to see it all. Whether you got
into the business because you needed a job, because cooking
is your passion, or because you enjoy helping outers in need,
working this job has made you part of a brotherhood that only
others who have worked there can understand.

In general, characters with this background will be
very different depending on whether they are an actual
restaurateur, worked in a takeout, quick service or fast food
establishment on the line, or as a fry cook. What they have
in common is the ability to cook and an unique outlook on
humanity, as well as the skills to deal with difficult people.

SKILL PROFICIENCIES: Insight, Persuade

TOOL PROFICIENCIES: Artisan’s Tools (Cook’s Utensils)

FeATURE: DEFUSE

People who work in these industries know how to
defuse situations that are about to go bad. No matter how
unreasonable the person is, when dealing with someone who
will not give ground and is about to cause a major problem,
you may add twice your proficiency bonus to Charisma
(persuade) rolls to defuse the situation. If you choose this
feature, you don’t get the Negotiate feature.

ALTERNATE FEATURE: NEGOTIATE

You're a master of the up-sell, which also means you know



how to get the best deal when negotiating. You may add twice
your proficiency bonus to any rolls you make while negotiating
or trying to get the best deal on an agreement or sale. If you
choose this feature, you don’t get the Defuse feature.

SuGcGESTED CHARACTERISTICS

Your entire world view has been shaped by the experiences
you’'ve had dealing with the public in one way or another.
Whether you’'ve had great regular customers who brighten
your day and have made you see the best in humanity, or you
have seen the worst of the bottom feeders, it’s really been an
important part of the way you see other people.

D8 PERSONALITY TRAIT

People are idiots and it’s only a matter of time before
1  someone says something incredibly stupid that’s just
going to disappoint me.
Sarcasm is the way to happiness; in fact, it's about
the only defense mechanism I've got left.

Hi, welcome to Jiffy Burger! How can I make your
dreams come true today?

4 Enjoy your meal...sir.

Look, I understand that people get upset sometimes,
5  but I am absolutely certain there’s a way to work it
out for the best all around.

The customer really is always right, and I firmly
believe that’s the best way to do business.

I'have a story about an amusing, enraging, or difficult
7 customer that matches just about every situation in
which I find myself, and I'm going to tell it.

Whether you're making a hamburger or building
a skyscraper, what matters is the pride you take in

8 what you do. I hold myself high and am not ashamed
of who I am.
D6 IDEAL

Service: I got into this industry because I genuinely
1 like to help others, and I get fulfillment out of
providing a service.

Product: I'm in it for the product I deliver. If it’s
food, I'm a total foodie and I love the food I serve.
If it’s another business, I'm in it because I love the
products I put forth.

Paying the Bills: Really, all I care about is making
3 this week’s bills and keeping food on the table. As
long as I can do that, it’s all golden.

Dreams: I'm in this because I've got dreams I want to

4 pursue, and this job is a temporary stop on the way.
5 Camaraderie: A connection to other people is vital to
a meaningful life.
6 Respect: I want people to remember me as having
made a positive impact on their lives.
D6 BOND
1 Tommy (or Gina) is at home, and we are all that

we’ve got. We'll hold onto that until the bitter end.

ROUNDING OUT THE CHARACTER

I'm damn good at what I do, and having people
recognize that is what keeps me going.

The people I work with are like family to me, and
3 Ireally value them. The job is fun, and the people
keep me coming back.

I have a loyalty to the business for which I work.
4  They've treated me well and I've turned down
potentially better opportunities to go elsewhere.

Every night after work I head to a local watering
hole to throw back a few. That place keeps me going.

I couldn’t ever admit it to anyone, but I've got a
6  major thing for someone at work (possibly my boss),
and just seeing them every day is everything to me.

D6 FLAW

I am quietly vengeful towards people who give me a
hard time. I've tampered with more than one meal.
On occasion, when I'm in a bind, the cash register
has been known to come up a few bucks short.

I'm constantly and desperately trying to make a

3  connection with another person, which has led me to
make the rounds at work.

My customer service face is a complete front. I
despise people and always feel like I'm on the edge

4 of snapping. This leads me to say really unfortunate
things to nice people on occasion.
5 I constantly feel like I need to prove that I'm worthy

to be a part of the group.

I make a big show of my disdain for the stupidity of
humanity and constantly pass judgment on others,

6  but in reality, it’s all just a front and I beat myself
up for working a McJob when I feel like I should be
doing more.

CLERIC

You have spent your life in the service of a church, temple,
monastery or other holy sect. You act as an intermediary
between the realm of the holy and the mortal world,
performing sacred rites and offering sacrifices in order to
conduct worshipers into the presence of the divine. You are
not necessarily a Hallowed - performing sacred rites is not the
same thing as channeling divine power.

You should work with your GM to detail the nature of your
religious service. Were you a lesser functionary in a cloistered
Buddhist temple, raised from childhood to assist the priests
in the sacred rites? Or were you a Catholic priest who
suddenly experienced a call to serve God in a different way?
Perhaps you were the leader of a small group outside of any
established temple structure such as a Wiccan coven, or even
a former member of a dark cult that served a fiendish master
whom you now deny.

Note: This particular Background, while common in fantasy
role playing games, could take on a different, more sensitive
tenor in a game set in modern eras. Much like the Femme
Fatale Social Tradition under the Socialite (See Book One:
Basic Character Creation), you should be careful that nobody
in your group will take offense to this kind of character.
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Skill Proficiencies: Insight, Religion

Languages: Two of your choice, which should be related to
your religion in some way

FEATURE: SHELTER OF THE FAITHFUL

As a cleric, you command the respect of those who share your
faith, and you can perform the religious ceremonies of your deity.
You and your adventuring companions can expect to receive
free healing and care at a temple, shrine, or other established
presence of your faith, though you must provide any material
components needed for spells. Those who share your religion
will support you (but only you) at a modest lifestyle.

You might also have ties to a specific temple dedicated to
your chosen deity or pantheon, and you have a residence
there. This could be the temple where you used to serve, if
you remain on good terms with it, or a temple where you
have found a new home. While near your temple, you can call
upon the priests for assistance, provided the assistance you
ask for is not hazardous and you remain in good standing
with your temple.

SuGcGESTED CHARACTERISTICS

Clerics are shaped by their experience in temples or other
religious communities. Their study of the history and tenets
of their faith and their relationships to temples, shrines, or
hierarchies affect their mannerisms and ideals. Their flaws
might be some hidden hypocrisy or heretical idea, or an ideal
or bond taken to an extreme.

D8 PERSONALITY TRAIT

I'idolize a particular hero of my faith, and constantly

1 refer to that person’s deeds and example.

I can find common ground between the fiercest
2  enemies, empathizing with them and always
working toward peace.

I see omens in every event and action. The gods try
to speak to us, we just need to listen

4 Nothing can shake my optimistic attitude.
I quote (or misquote) sacred texts and proverbs in

d almost every situation.

6 I am tolerant (or intolerant) of other faiths and
respect (or condemn) the worship of other gods.

- I've enjoyed fine food, drink, and high society among

my temple’s elite. Rough living grates on me.

I've spent so long in the temple that I have little
8  practical experience dealing with people in the
outside world.

D6 IDEAL

Tradition. The ancient traditions of worship and

. sacrifice must be preserved and upheld.

Charity. I always try to help those in need, no matter
2

what the personal cost.
3 Change. We must help bring about the changes the

gods are constantly working in the world.
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Power. I hope to one day rise to the top of my faith’s
religious hierarchy.

Faith. I trust that my deity will guide my actions. I
have faith that if I work hard, things will go well.

Aspiration. I seek to prove myself worthy of my
6  god’s favor by matching my actions against his or
her teachings.

D6 BOND

I would die to recover an ancient relic of my faith

. that was lost long ago.
5 I will someday get revenge on the corrupt temple
hierarchy who branded me a heretic.
3 I owe my life to the priest who took me in when my
parents died.
Everything I do is for the common people.
I will do anything to protect the temple where I served.
6 I seek to preserve a sacred text that my enemies
consider heretical and seek to destroy.
D6 FLAW

1 Ijudge others harshly, and myself even more severely.

I put too much trust in those who wield power

2 within my temple’s hierarchy.
3 My piety sometimes leads me to blindly trust those
that profess faith in my god.
I am inflexible in my thinking.
I am suspicious of strangers and expect the worst of them.
6 Once I pick a goal, I become obsessed with it to the

detriment of everything else in my life.

LAW ENFORCEMENT

From the local sheriff’'s department to federal “alphabet
soup” agencies, you are part of a long legacy of those
dedicated to upholding law and order. Most people get into
law enforcement from a desire to protect the public from
criminal activities, but it’s a difficult path to walk and keep
your idealism and dedication intact. Some fall to anger and
bitterness, viewing everyone as a potential criminal. Others
are prone to corruption and become indoctrinated into
another, darker brotherhood — that of cops on the take.

Still, the majority of law enforcement officers are good at heart
and are out to protect and to serve, whether it’s stopping a
bank robbery, breaking up a playground fight, or battling
enemies of the state.

You have been, or currently are, a part of this brotherhood
in blue, and when you choose this background you should
clarify at what level, and which organization you serve.
Is it a family legacy for you? Did you decide to turn to law
enforcement due to an eventin your childhood? What brought
you to where you are now, and how do you feel about being
a member of law enforcement?

SKILL PROFICIENCIES: Investigation, Perception
LANGUAGES: Choose any one language



WEAPONS, ARMOR AND VEHICLES: Choose one from pistols,
shotguns, police riot armor, or civilian land vehicles.

FeATURE: FRATERNITY OF PoOLICE

The FoP is a union to which most police officers belong, but it’s
more than that. It's a brother- and sisterhood of law enforcement
professionals. Police will give each other the benefit of the
doubt in situations that look bad and will cover for each other
when needed. They'll also band together to avenge the death
of one of their own. Being a member of this fraternity gives
you several advantages. You have a network to which you
can turn for help, contacts and information, allowing you to
add twice your proficiency bonus to applicable investigation
checks when this network comes into play.

Second, as a police officer, you have powers of arrest.
Depending on the era in which you're playing, you can
legally carry a firearm (and are expected to) and you can
arrest and detain criminals with justifiable cause, for a certain
period of time. Such alleged criminals must be delivered to
an authorized detention center—a local police station with
holding cells—and must be properly booked. In the United
States, anyone detained must be read their Miranda Rights
before they can be questioned.

SuGGESTED CHARACTERISTICS

As a police officer, you tend to view the world in terms of law
and order. The law serves one of two purposes that is vital to
the functioning of society, and possibly both, depending on
your world view. Either laws are in place to ensure the proper
functioning of society and to keep people from descending
into anarchy, or they are a code to tell us what is right and
wrong. While these two outlooks may seem similar, there
are areas where they starkly differ. Is murder illegal, for
example, because it's wrong, or because if it were legal society
would collapse? How you feel about the role of law and its
effectiveness defines your world view.

D8 PERSONALITY TRAIT

There’s no room for humor out on the streets. I take
1 my job seriously, and I demand the respect that’s
due to me.

Community relations are vital to an effective police
2  force, and I try to be friendly and respectful to
everyone I meet.

Criminals cause so much pain to so many people, and
3 my compassion for victims and the downtrodden
runs deep.

I'velearned that the effectiveness of any cop is limited
at best, and you may as well take the opportunities
that come to you. I'm a survivor, now, and I'll do
what I have to.

Sometimes you’'ve got to use a taser, nightstick or
5  tonfa to beat sense into people that need to be taught
a lesson. That's just the way it is.

I'm arrogant about my position as a police officer. I
6 know it, I deserve it, and I don’t care whether people
like it or not.

ROUNDING OUT THE CHARACTER

You've got to have perspective. Criminals come in as
7  many shades as innocent people, and knowing the
difference is what keeps us human.

I'm part of the first line of defense against chaos.
8 My job is to protect people, and I'm always on the
lookout for those in need of help.

D6 IDEAL

Law. The law is the foundation of our society. It's
1  what sets us apart from the animals, and my job is to
make sure people follow it.

Order. An ordered society is a peaceful society.
2 People who serve anarchy and chaos are anathema
to keeping the peace.

Protect. Police are in place to protect the innocent
and those who can’t defend themselves.

Serve. Cops are here to serve the people. It doesn’t
4  matter if it’s stopping a mugging or rescuing a cat
stuck in a tree.

Community. Police are in place to foster a sense of
5  community and connection. We should be building
bridges between people.

Survival. The streets are tough, and you've got to do
whatever you've got to do, to survive. It was being

6 a cop, being in a gang, or being a victim. The police
seemed to offer the best of all worlds.
D6 BOND

The badge is everything to me. I joined the force
1  because I believe in what the police do, and being a

cop is my whole identity.

The Fraternity is what matters. I don't ever betray
2 another law enforcement officer, and I stand up for

my brothers and sisters.

The idea that I'm making a difference is what keeps
3  me going. Every criminal I put behind bars, even for
24 hours, is time that they’re not hurting someone.

I do this for my loved ones, and the knowledge that
I'm keeping them safe is my core.

This is a family legacy for me. My folks were cops,
5  and so were theirs. Hopefully, someday my kids will
also be cops, if I live long enough to have any.

Being a cop has given me the ability to survive on the

e tough streets, and that survival is all that matters to me.
D6 FLAW
1 I can be overzealous in my enforcement of the law,

and people have gotten hurt as a result.

I'm on the take. There are certain criminal elements
2 that have me in their pocket, and I wouldn’t say no
to others who also wanted to pay up.

I'm idealistic and naive. That leads me to have too
much faith in people’s desire to be good.

I am distrustful of people. I've seen too much in
4  my work to believe that anyone is anything but a
criminal waiting to happen.
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I tend to play judge and jury on the streets. If I think
someone is a violent or horrible criminal, and I think
I can get away with it, I'll end them when nobody
else is looking.

I once crossed a line, and it resulted in a violent
criminal getting off on a technicality. They later

6  hurt a lot of people before I stopped them. The guilt
of that haunts me, and no matter what I do, I can’t
make the visions stop.

MEAN STREETS

You grew up on the streets, either as a loner trying to survive
in a cold world, or as a member of a gang or crew because
there’s strength in numbers. You may be a willful criminal,
or you may just have decided that what you want from the
world, you've got to take. Maybe you had absentee parents;
perhaps you were an orphan. Maybe your parents were
criminals. Regardless, you long ago decided that you didn’t
have anything to offer society and society didn’t want you, so
you became a survivor.

It's possible that since then you’ve managed to claw your way
up and out, and even become a positive member of society.
Maybe you run a youth or homeless shelter trying to give
other kids options they might not otherwise have. Maybe
you became a cop, trying to protect others from going down a
dark path. On the other hand, maybe you're a career criminal,
taking what you want from the world at the expense of others.
Either way, you know what it’s like to fight for scraps.

SKILL PROFICIENCIES: Choose two from Deception, Persuasion,
or Intimidation

LANGUAGES: Street lingo (see the Hooligan character class),
plus one other, the dominant language of the streets where
you grew up.

TOOL OR WEAPON PROFICIENCIES: One toolkit, or proficiency
with handguns, rifles, or submachineguns (choose one).

FEATURE: LAW OF THE STREETS

You know how things work on the streets, and you know
where to find things that others don’t, whether it’s a fence,
drugs, or just a safe place to squat. When you're on your
home turf, you don’t need to roll Investigation or Survival
to find the quickest path between two points, or to find any
resource or community you need on the streets (though
finding a specific person may still be the purview of a
skilled investigator). When you're in another city, you gain
advantage on Investigation rolls to do so.

SuGcGESTED CHARACTERISTICS

Whether you got out or became indoctrinated in, your life
on the streets has toughened you up in a way that other
people can’t imagine, and often don’t understand. Your
entire life is defined by your background; you've seen the
worst of humanity and you know what it takes to muscle
through. Everyone has their strengths and growing up on
the streets means going through a crucible of fire to find
those strengths.
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D8

PERSONALITY TRAIT

D6

I'm a survivor, pure and simple, and I have no
patience for people who whine about their lot in life.
Suck it up and move on.

I have zero respect for money, power or authority.
The man never did anything for me, and he can
screw himself.

I'm unflinchingly loyal. After all, the only way to get
through is with personal connections. It’s the family
you choose that matters, at least as much as (if not
more than) your blood family.

Keeping your nose down and hiding is the best way
to survive. I've been victimized and I know how to
avoid drawing attention to myself. Best way to keep
it from happening again.

I'm morose and full of anger; there’s no room for
joy on the streets, and if someone tries to tell me
different, I've got a fist to show them.

I'm idealistic and hopeful. I got out, and there’s
always a way to pull yourself up and make good.

I have a deep compassion for those who are still
trapped in the patterns I once suffered. I'll go out of
my way to help others on the street.

You don’t get anywhere by following. You take out
the leader, then take their place. That’s the key to
survival —step on anyone in your way and take what
you want.

IDEAL

D6

Loyalty. The only way to keep going, to survive in
a harsh world, is by loyalty. I give loyalty to my
companions, and I expect as much in return.

Strength. The world isn’t giving you anything. You
take what you want, by force if necessary.

Perseverance. Strength of mind and will, and a drive
to keep going. That’s what matters, and that’s what
allows me to survive when everything else is against
me.

Power. The only way to really survive on the
streets is to make them what you want them to be.
That means grabbing power where I can get it and
wielding it as I see best.

Compassion. Understanding that other people are
going through tough times and helping each other
whenever I can is what matters. I never want to see
anyone else suffer like I did.

Greed. There’s only one way out of the streets, and
that’s to buy your way out. That means taking the
cash anywhere I can get it. It doesn’t matter where
that cash comes from.

BOND

My people are what keep me going, whether it’s
a gang, a support group I've formed, or a family
group. I'd never leave them behind.

The fight is what matters to me. I prove my worth
daily to myself and to everyone else just be being
willing to keep going.



I work for or run an organization dedicated to
3 helping others on the streets, and that mission is
what keeps me going.

I have a select few people Ilove and care for. Keeping

4 ; oo S T

them safe from harm is my mission in life.

I have an item that is my connection to someone
5 from my past. Perhaps it's a mother I've never met,

a long-lost sibling, or some other person. The hope
that I'll find them someday binds me to this world.

A specific person took me in and got me off the
6  streets. No matter what I do, I will never be able to
repay that favor.

D6 FLAW

I'm not a fighter. If the odds are against me, I'll run
and hide rather than stand and fight.

I'm overly aggressive and always feel the need to
prove to everyone just how bad I am.

I can’t pass up the opportunity to take something I
3  want, whether it’s a pile of cash or that handbag I
saw in the window of a store.

I don’t consider the long-term consequences of
4  my actions. After all, there might not even be a
tomorrow, so why bother?

Putting your trust in other people is a sign of
5  weakness. I've been burned by that before and itll
never happen again.

6 Here’s the simple fact: I'm a killer, born and bred.

MEDICINE

Whether a nurse practitioner, an EMT, or a medical doctor,
you have formal training in medicine and the medical fields.
You may have been a field medic in the military or completed
twelve years-plus of formal degree and residency training
to get where you are, but in the end, you're a healer. You're
bound by your skills, abilities, morals, and ethics to treat the
wounds, ailments, and illnesses of other people.

Whatever it was that led you on the path to become a medic,
you're now a part of a long and noble tradition. You may put
all of your faith in science and modern medicine, or you may
be a holistic healthcare provider with training in the ancient
ways. Either way, your primary concern is healing others and
keeping them from getting sick in the first place.

SKILL PROFICIENCIES: Medicine, plus choose either nature or
science

TOOL PROFICIENCIES: Herbalism kit
LANGUAGES: Latin, Greek

FeaTuRE: THE LATEST TREATMENTS

Whenever you need to treat an ailment that is new, rare or
unusual, if you don’t have the means on hand to treat it,
you know where to find them. Though the means might be
inaccessible or exceptionally difficult to come by or obtain,
you know where to find them, and if you don’t, you know
where to find the information about where they are. You have

ROUNDING OUT THE CHARACTER

access to a wide library and database of all the latest medical
journals, both scientific and holistic.

SuGGESTED CHARACTERISTICS

Your entire life is defined by the oath and commitment
you took to aid other people. Whether it's the EMT Oath
and Code of Conduct, the Hippocratic oath, or simply the
personal commitment you've made to serve as a healer,
you’'ve dedicated yourself to healing the sick and unwell.
That doesn’t mean you're necessarily a good, selfless, or
altruistic person, however. Throughout history there have
been doctors who conducted horrible experiments on people
for the purpose of furthering medical knowledge. The kind
of medical professional you are defines your outlook on the
world and the people you encounter.

D8 PERSONALITY TRAIT

I cannot stand to see another person in pain, and I

! will do anything I can to ease that pain.

Years of dealing with terminal patients has made
2 me hard and callous. I don’t let people in because it
hurts too much to lose patients.

I am highly emotional when I'm in the moment, and
3  my desperation to get things right sometimes shows
itself a bit more clearly than I'd like.

I'm deadly serious, as is my craft. I expect the same
of other people.

I work very hard to maintain a balance between
5  work and play, and I try to always keep things in
perspective.

I am always on edge, always ready to move when

6 I'm called upon to do so.
7 I know I'm good at what I do and I'm cocky about it.
Other people should recognize my brilliance.
3 I'am a joker and a clown, always trying to use humor
to lighten the mood in the darkest situations.
D6 IDEAL

Healing. Healing is what I do, who I am, and why
1 I exist. Making sick or injured people well again is

my calling.

Oath. I took an oath, and that means everything to
2 me. The sheer idea of breaking that oath is anathema

to everything I am.

Science. What interests me about this calling is the
3  science behind it. New discoveries fascinate me and
I'm always looking for the most unusual cases.

Puzzle. It’s all about problem solving and unlocking
4 the mystery for me. The more difficult the case, the
more in my element I am.

Excitement. I'm never more alive than when I'm
5 in the middle of a critical moment and one mistake
could cost everything.

Reputation. I'm the best there is in my field, and if
I'm not, I need to do whatever it takes to get there.
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D6 BOND

Someone I went to med school or went through
1  training with, is my anchor, my conscience, and my

everything.

I carry a token with me that’s a reminder of exactly
2 why I do what I do. It serves to ground me when

things get out of hand.

I'lost a very special patient once, and their memory
3  keeps me going. I've sworn never to lose someone
like that again.

The quest to extend life and even prevent death is

4 what keeps me going.

5 I care deeply about humanity and helping others. I
seek an opportunity to do so every single day.
All T care about is making new scientific discoveries,

6 uncovering new knowledge and information, and
advancing knowledge. I'm not that concerned about
the people I save.

D6 FLAW

1 Because I've lost one too many patients, I'm callous

and have a very poor bedside manner.

I am more than willing to let someone die, or even
2 Dbe the cause of a death, if it means something good
comes out of it for science.

As a defense mechanism, 1 sometimes make

3 inappropriate jokes at bad times.
I get very tense and tend to snap at people when

4 :
things get stressful.

5 I'm too emotional and I always take it personally
when someone gets sick or injured on my watch.
I'm very arrogant about my skills and knowledge,

6 and I think that makes me an expert in everything.
I get rude when people don’t acknowledge my
expertise.

MILITARY

Your background is entirely in the military. Perhaps you've
done several tours of duty in a war zone. Maybe you're a
career officer. Possibly you were just a military brat who grew
up on bases around the world as your career military parents
moved from place to place. Regardless, you've grown up
around soldiers, and developed the mindset of a soldier and
the pride that comes with standing up for what you believe in
and defending the honor of your country.

Decide what country your character is from, and in what
branch of the military they served. Think about their history
in the armed forces; did they complete their duty and were
honorably discharged? Was there a scandal that saw them
washed out with dishonor? Did an injury end their career
prematurely? All of these will shape how your character
views the world and the military they serve.

SKILL PROFICIENCIES: Athletics, Survival

WEAPON AND ARMOR PROFICIENCIES: You are proficient with
all firearms and modern armor.
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VEHICLES: Civilian land vehicles, plus choose one type of
vehicle from civilian or military land, air, or water vehicles.

LANGUAGES: Choose one

Feature: TAacTicAL MINDSET

Because of your years in the military, you're always thinking
in the most tactical terms. Whenever you're assessing a
situation for tactical advantage or the best possible approach,
you can automatically discern weak points, defensible
locations, good setups, and all the details of the surrounding
terrain or circumstances.

This feature is not intended to be a substitute for standard
ability checks; it will not allow you, for example, to
automatically sense when someone is being untruthful, or to
automatically spot hidden people or those lying in wait for
an ambush; this would still require the appropriate ability
and skill checks. You might, however, discern upon receiving
the details of the location that it is an opportune spot for an
ambush. At the GM’s discretion, you may gain advantage on
certain checks, as the GM deems appropriate, due to your
tactical world view.

SUGGESTED CHARACTERISTICS
D8 PERSONALITY TRAIT

I'am gung-ho and ready to fight at all times. I believe

! the direct approach is the best approach.

Combat engineering has always been my passion.
2 That means if there’s a chance to blow stuff up, I'm
going to take it.

I'm always calm, cool and collected. Losing your

E head never wins a battle.

4 I comport myself with honor in all things. If I give
you my word, expect that I'll keep it.

5 I can’t help but tell old war stories, and I've got one

for just about every situation.
6 I'm a stone cold killer, and I'm not ashamed of it.

No matter how bad things get, we never, ever leave
another soldier behind.

I've seen way too much during my time in the
8  military. It's left me jumpy, on edge, and prone to
bouts of anger and aggression.

D6 IDEAL

1 I value every person’s right to choose their own way
in life.

5 I may not agree with what you have to say, but I'll

fight unto death for your right to say it.
3 My honor is everything to me.

I take pride in making tough decisions others can’t,
and it doesn’t bother me when my hands get dirty.

5 Kill ‘“em all; let God sort ‘em out

We have a responsibility to defend those who cannot
defend themselves.



D6 BOND

My unit is my family. If I am to trust them with my
life, they must be able to trust me in all my dealings.

This is my gun. There are many others like it, but this

2 L
one is mine.
3 I fight so that one day I can get back to living a
normal life.
4 I have a real family back home; one day we'll all be
together again.
My word is my bond.
Iam never more alive than when the bullets are flying.
D6 FLAW
1 I am reckless; I leap without looking, and it’s gotten

people killed in the past.
2 My anger gets the better of me all too often.

I've seen too much and it’s left me cold, emotionless

: and unable to form personal bonds.

4 I care far too much about the people around me and
it gets me in trouble.
I absolutely cannot break my word once it’s given,

5 . h
no matter what the circumstances might be.

6 I tend to see something of the enemy in just about
everyone I encounter.

PERFORMER

You have a background as a performer, be it in film, theater
or television, or in music. You have either enjoyed a stint as a
working actor or actress, you were a well-known musician (even
if only in niche circles) or you grew up around the community.
This background can also include work on the production end of
the industry. Perhaps you were a director, a production assistant,
stunt person, musical producer, sound engineer, grizzled roadie
or any other support or production personnel. In the end, you
know how to put on airs, mix with the elite in the industry, and
work your way around a production.

You should first decide what kind of performer you were.
Did you work in film? Television? The theatre? Were you a
rock or pop star? In what capacity did you work? Did you,
in fact, work in the industry at all, or are you the child of a
Hollywood legend? This will help to determine the outlook
and approach you have to the industry.

SKILL PROFICIENCIES: Deception, Performance or Persuasion
(choose two)
LANGUAGES: Choose one

TOOL PROFICIENCIES: Disguise Kit or Musical Instrument
(choose one)

EQUIPMENT: Disguise kit or musical instrument (choose one);
actor’s pack; fine clothes; a prop from a production or a gift
from a fan (your choice).

ROUNDING OUT THE CHARACTER
FeaTure: FAME AND FORTUNE

You have notoriety in certain circles. In any situation where
someone might recognize you, they gain advantage on
Wisdom checks to recall who you are, and Intelligence checks
to recall information about you. If you have not suffered any
scandals or negative publicity, you in turn have advantage on
charisma checks to interact with such “fans” or other industry
people. You also increase your Wealth score by 2.

SUGGESTED CHARACTERISTICS
D8 PERSONALITY TRAIT

I can liken any situation to a production in which I

L took part

5 I cannot resist engaging in gossip about the
performing arts industry

3 I can’t resist the spotlight; when an opportunity
arises to be center stage, I take it

4 I am insanely jealous of other people who get more
attention than me

5 I'm not afraid to use my fame and position to open

doors or get things

I've never had to work a steady job, and not only do I
6  not know how to change a tire, I find it insulting that
someone would ask.

I spent way too many years crawling and scraping
7  to get to the top, and nothing, and nobody will ever
knock me down again.

I feel a deep responsibility to use my fame and

8 success to make the world a better place.
D6 IDEAL

1 Beauty: It's my place to bring a bit of beauty into the
lives of the downtrodden.
Art: Art is life, and it’s my place to present it to the

2 .
world in the form of performance.

3 Creativity: I live to find new creative challenges, be
it in song, a new role, or other ways.
Money: I don’t care about the art; for me it’s all

4
about the payout.

5 Human Engagement: All that matters is engaging
with other people and making that connection.

6 The Mask: I get off on the character I portray, and I
love that people associate me with that persona.

D6 BOND

1 My craft is absolutely everything to me, and without
it I'm nothing.

5 I have a memento from a memorable production that

I'm never without.
My fans are my world, and I'm devoted to them.
My wealth and fortune are everything to me.

I once had a stalker or was the victim of a crime
5  related to my fame, and now I constantly advocate
for victims.
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I saw something on a production or gig once that
6  deeply marked me for better or worse, and it has
defined my life.

D6 FLAW

I became addicted to drugs and/or alcohol during my
career, and I've battled that addiction every day of my life.

I cannot turn down an opportunity for notoriety
I suffered a scandal during my career, and it haunts me.*

I once insulted a powerful figure, and they have
gone out of their way to make my life difficult.

I wear my heart on my sleeve all the time.

I am exceptionally arrogant about being me.

*In this case, you don’t gain advantage on Charisma rolls to deal with those who
recognize you, though you may add your proficiency bonus to Charisma checks where
your negative association might benefit you.

POLITICIAN

You have been enmeshed in the world of politics and diplomacy
your entire life. When it comes to getting things done, you
know how to do it, even if it means selling out. Honesty is not
your best trait, but you know how to play to a crowd. Your
alliances shift with the winds, and you sometimes allow others
of your colleagues to dictate your opinions and ideals.

That being said, you've got contacts where it counts, some of
whom even owe you favors, and when the chips are down
you know what needs to be done to help your friends. You've
made charges go away, you've gotten desperately needed
resources, and you've opened closed doors. Unfortunately,
that means you also owe favors, and those might not be to the
most savory individuals.

SKILL PROFICIENCIES: Insight, Persuasion

LANGUAGES: Choose one

FEATURE: WHEELING AND DEALING

Whenever you or a close friend needs something done, you
know where to go to make it happen. You've got friends,
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allies and contacts in high places and you can always find the
right person to try and convince to help in a given situation.
That doesn’t mean, however, that they are always willing to
help, or that said help comes free. It also means you've made
a few enemies, and you might owe a favor or two to people
you’d rather not owe.

SUGGESTED CHARACTERISTICS

As a politician or the child of a politician, you've seen the best and
the worst of humanity at the highest levels. You know that morals
and ideals are a luxury, and a luxury you might not always be
able to afford. Your worldview is defined by corruption and the
idea of doing what must be done, to make things happen.

It could be that you're a political outsider, still holding onto
those ideals and determined to change the world for the better,
or you could be a grizzled, corrupt veteran who's given into the
temptations of the office. Either way, you've learned quickly
that keeping your ethics intact in politics is an uphill battle.

D8 PERSONALITY TRAIT

I approach interactions with other people much like
1  a used car salesman. I've always got a line and I
know how to sell it.

I take my position seriously. I do what I have to do,
and I don’t expect others to like it, nor do I care.

I don’t even remember what it’s like to not be in this
3  position, but I know it’s a bad place to be, and I'll do
whatever it takes to maintain my status.

I started this path to help people, and that’s still what
I try to do every single day. I hate that sometimes I

& have to make compromises, but if the end result is
better for everyone, you do what you must.

5 I am going to change the world. This system is corrupt
and broken, and I'm the one that’s going to fix it.

6 Nothing surprises me, and nothing shocks me. I've
seen it all.

- I try my best to always keep a poker face, but when I

break, I really break.



D6

My job is to be behind the scenes. I'm not a field
person. If things get ugly, I'm going to find a way
to extract myself from the situation, even if it means
leaving others behind.

IDEAL

D6

Power. Politicians are the rulers of the modern
world. They might not be nominal world leaders,
but they’re what really makes things happen. I live
for that level of power and control.

Strategy. Politicsis all about strategy and positioning.
I define myself by my ability to strategically position
myself in a way that’s advantageous to me and mine.

Change. There’s no better way to affect change than
through politics. It's much better and more peaceful
to change the system from the inside.

Party Values. I am a card-carrying champion of the
values my party engenders, and I don’t give ground
on those core issues.

The Status Quo. Change is dangerous and deadly.
The real job of a politician is to maintain the status
quo exactly as it is. That’s how society continues to
function.

Money. Have you seen the perks and benefits that
come from this job? The only reason to be a career
politician is to continue to live the good life.

BOND

D6

I am my own bond. I do this for me, myself, and
I, and I'll do whatever I must, to keep myself in a
position of comfort and power.

I have family and my only goal is to protect them.
The more power I amass, the safer they’ll be, even if I
sometimes have to protect them from my own allies.

My ideals are my bond. I have to remind myself
every day why I do this and fight to keep from
falling to corruption.

There’s no such thing as black and white, and the
only way to survive in this theater is to have and
keep perspective.

There is a political figure, either current or historical,
that I greatly admire, and I try my best to live up to
their example.

The way other people see me is everything to me. I'll
go to any length to protect my image in the eyes of
others and save face.

FLAW

I have a very hard time turning down the
material benefits of my position, even if it means
compromising my values.

I'm willing to go to extremes to protect my
position, even if it means “disappearing” sources of
controversy or scandal.

I've been at the center of a major scandal and it cost me
a lot. I've spent most of my days since then trying to
erase it from history and fighting to get my image back.

ROUNDING OUT THE CHARACTER

I am too prone to backing down when it comes to
4 conflict. I'm just not good at the fighting part of
politics.

5  Ifyou pay meenough, I'll support any cause or stance.

I'm too idealistic and hardline about my values and
it costs me the ability to get things done on occasion.

SCIENTIST

New discoveries, the acquisition of knowledge and a strict
reliance on the scientific method are the way in which you
relate to the world. You believe in order, experimentation,
and skepticism. The world is a rational place, and everything
that is, can be proven. At the same time, however, a negative
cannot be disproven. Many scientists, when faced with
inescapable evidence of the supernatural, become obsessed
with either proving its existence or with thoroughly
debunking it.

Whether you are a physicist, a biologist, a chemist, a
technologist, engineer or any other kind of scientific mind,
you live your life to gain new knowledge and, hopefully, to
contribute to the advancement of humankind. The first step
when choosing this background is to determine what kind
of scientist you are; this will affect the approaches you take
to problems and may determine circumstances wherein you
gain specific advantages on checks.

SKILL PROFICIENCIES: Investigation, plus choose either nature
or science

TOOL PROFICIENCY: Choose one toolkit appropriate to your
branch of science

LANGUAGES: Latin

FeaTurRe: LABORATORY ACCESS

As a credentialed scientist, whenever you need laboratory
facilities or a workshop to engage in research, experimentation
or other work related to your field, you know where to find
them, and you can generally manage to get access. Depending
on the specific facility, your access may be limited, but you can
usually at least come across the basic equipment and space
you need to perform brief research and experimentation. This
feature doesn’t, for example, grant you security clearance to
get into government-secured facilities, but a local university
may be willing to grant you short-term access to lab space
and some basic equipment.

SuGGESTED CHARACTERISTICS

As a scientist, you tend to view the world very much in terms
of black and white. Things either are or they aren’t, hypotheses
exist to be proven or disproven, and theories are prone to
change when a new and better theory comes along. However,
things either are, or they aren’t for scientists. Because of this,
there tend to be two varieties of people who pursue science:
those who seek to expand human knowledge and prove the
as-yet unknown, and those who seek to debunk any new
ideas that come along.
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Ethics also play a vital role in science. Are you one who
believes in tempering scientific study and advancement
with responsibility, holding back against the concern that
humanity isn’t ready for new knowledge? Are you, on the
other hand, a scientist who believes that new discoveries and
new knowledge are all that matters, and morals and ethics
shouldn’t play into it, because the good always outweighs
the bad? The answers to these questions will define how you
view the world.

D8 PERSONALITY TRAIT

If I seem scatterbrained, it’s because I've constantly
1  got one hundred ideas assaulting me at all times,
and it’s hard to focus on just one thing.

I am very literal in all things. I don’t understand
2 sarcasm or irony, and I don’t understand why others
can’t just say what they mean.

I am short-tempered and low on patience when it
comes to the need to explain what I'm doing to people.

As a consummate teacher, I'm excellent at connecting
4  with others and explaining difficult concepts in
terms that others can clearly and easily understand.

My lack of social skills sometimes makes me
5 come off as caustic when in fact I'm trying to be
complimentary.

I get extremely excited about any new discovery,
6  and my enthusiasm is either infections or annoying,
depending on the person.

I am always cool, calm, collected and measured in
7  everything I do. It does nobody any good to lose
your head in stressful situations.

There’s no need to rush into things; the best result

8 always comes from sitting down to think things out.
D6 IDEAL

Knowledge. I value knowledge above all else.
1 Knowledge is what allowed humankind to rise

above the animals, and it’s my role both to learn and
to teach.

Research. The journey is what drives me forward.
2 The only reason to reach the end goal of a new
discovery is so that I can start on my next project.

Discovery. Finding something new is the key to

3 advancing mankind. I thrive on new discoveries.

4 Credit. What's important is that I get the credit I deserve
for the work I do. Someday I'll win a Nobel Prize.
Debunking. What’s more important than
finding new knowledge in this day and age,

5 is discrediting the vast number of phonies,

frauds, and garbage theories out there. It’s all
that matters because without debunking, true
progress gets held back.

Skepticism: Skepticism is not about disproving
things; it's about approaching problems critically,

6 and that's where a scientist best thrives, by
understanding that nothing is certain if it cannot be
proven.
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D6 BOND

The work is what binds me to the world, and I have
1  to constantly be pursuing some branch of research,
or I feel useless.

I keep meticulous notes about everything I do, from
2 research to what I had for breakfast. It's my way of
keeping my world in perfect order.

Results are what’s important, not how one gets there.
3  It's not even all that important to remember how to
reproduce those results.

Enlightenment is the key to evolution, and science
4 the key to enlightenment. Everything I do is towards
that end.

I have dedicated my life to the advancement of
human potential.

I have dedicated myself to science because of
someone in my life. Perhaps they have a sickness
I seek to cure; perhaps I lost them in an accident
that could have been prevented. Maybe I just want
them to see a better world. Regardless, they are my
driving force.

D6 FLAW

I have no sense of humor; there isn’t time for frivolity
when there’s work to be done.

I am horrible at keeping track of what I'm doing,
what I've done, and where I'm going. It causes
constant trouble with my research and my life in
general.

I always say what I mean in the bluntest way
3  possible. I have no time for people whose feelings
get hurt by the simple truth and the direct approach.

I don’t temper my research with trivial things like
morals and ethics.

Everything is a numbers game. I care about people,
5  but if a few people have to suffer to help millions,
so be it.

My attention and passions constantly shift from one
target to another, and I cannot focus on only one

6  thing at a time. On occasion, my deep feelings and
indecisiveness have held me back from potentially
making major breakthroughs.

SCHOLAR/ACADEMICIAN

You live your life in the hallowed halls of academia. Your
specific area of study can be just about anything from arts to
humanities to sciences and beyond, but what sets you apart
is that you're a card-carrying member of a school, college,
or university. You make your living in studying, teaching
and research.

Academics live a rather comfortable life, particularly after
they achieve tenure. The work of a professor in academia
carries with it facilities, money, prestige and even the ability
to travel to conferences on the university’s dime. On the other
hand, getting to the point where you have tenure can be highly



stressful and most of your life is dedicated towards building
the reputation and publishing credits you need, to achieve
this level. Is your character a comfortable tenured professor,
confident in their position, or are they a struggling associate
professor working hard and driven towards making a name for
themselves so that they can get the recognition they deserve?

SKILL PROFICIENCIES: Choose any two skills related to your
field of study

LANGUAGES: Choose one language

Feature: THE HALLOWED HALLS

You have colleagues in your field all over the world.
Whenever you need information or expertise on a subject
remotely related to your area of study, you know who to
talk to, to find the right books, databases, knowledge and
information. You may be able to gain access to ancient texts
and even private collections and libraries, depending on the
relationship you have with the contact in question, or your
reputation as a scholar. Likewise, you may be called upon to
provide the same services to someone else in academia.

SuGcGESTED CHARACTERISTICS

As an academic, you have two approaches to life: you are
a teacher and a researcher. Your life is defined by your
approach to knowledge. While some academics live to pass
on what they know, others exist to publish their theories and
ideas. Finally, there are those who enjoy a balance between
the two extremes. These are the scholars that believe we must
pass on what we know, but by the same token, knowledge
must always be moved forward.

Either way, the core trait of a scholar is that they are all
about learning. Whether for themselves or to teach others, it
is research, study and gathering knowledge that drives the
academic forward. What differentiates them from scientists
is that while a scientist is focused on experimentation and
practical application of knowledge, the academic scholar
focuses on theoretical and textual learning.

D8 PERSONALITY TRAIT

Every moment is an opportunity to teach and to

1 learn, and I am always looking for that opportunity.

I have neither the time nor the inclination to explain
complex ideas to people of lesser minds.

My door is always open to anyone in search of
3  knowledge. I truly enjoy exchanging ideas with
other people.

I am opinionated and argumentative; as an expert in
my field I don’t like to be challenged.

I use big words as often as humanly possible; after
5 all, the broadest vocabulary is the truest sign of a
great intellect.

I get very irritable when I am taken away from my
studies for any length of time.

There’s nothing I love more than a spirited and
respectful debate.

ROUNDING OUT THE CHARACTER

I am absent-minded and can sometimes come off as
scatterbrained.

D6 IDEAL

1  Learning is the key to all human advancement.

Teaching is what enables the next generation to take
up the torch and continue our evolution as a species.

3  Everyone can learn to change for the better

We learn as much from failure as we do from success,

if not more.
5 Sometimes in order to learn, the lessons have to be
harsh.
6 Patience is the single most important quality an
educator must possess.
D6 BOND
1 My books and notes are everything to me. I don’t
know what I'd do without them.
5 I always have at least one notebook and pen with
me, and I consistently jot down my observations.
3 I had a mentor who taught me everything I know.
Living up to their example is what keeps me going.
4 My job as an academic allows me to live an easy life,
and I wouldn’t want to have to struggle after losing it.
5 My students are the most important thing to me; seeing
the spark of inspiration in young eyes is why I do this.
6 I've dedicated my entire life to one single theory,
idea, or question.
D6 FLAW
1 I am easily distracted, especially when the promise
of new information appears
5 I hold a grudge for a long time, especially against

those who steal or disprove my ideas

I cannot resist learning something new, even if it
3  puts my life in danger —I'm the one who takes notes
on zombies while others run for their lives

4 I am often insulting to those of lesser intellect

I rarely take the time to truly think things through
before acting

I am prone to look for the most complex solution to
any given problem.

INSPIRATION POINTS

WHAT IS 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
important people. Or inspiration can let you call on your bond
to the defense of your friends and family to push past the effect
of a spell that has been laid on you.

5™ EDITION ADVENTURES 95



BOOK TWO:

The basic use of Inspiration will be found in Book Five: Rules
of Play. This particular system is an enhanced, alternate way
to use Inspiration that is recommended to reflect the heroic
levels of play engendered in Amazing Adventures. If used,
it replaces the standard rules for Inspiration. The core rules
in this book assume the use of Inspiration Points, so while
they are nominally an optional rule, if you choose to eschew
Inspiration Points in favor of the basic Inspiration rules in
Book Five, you may have to make allowances for certain class
abilities, Feats, and the like.

WHAT ARE INSPIRATION POINTS?

Inspiration points, as mentioned above, are awarded for a
variety of in-game reasons related to playing your character
well. They are spent to give your character an edge in a specific
situation. The most common and basic use of Inspiration is
to grant advantage to a single d20 roll. Other uses will be
defined in detail below.

The core inspiration rules are quite binary—either your
character has it, or they don’t. At many tables, this can result
in characters that either always have advantage, or never have
it when they need it. Inspiration points expand the utility of
the system and while on one hand they add some tactical
considerations and resource management to the game, on the
other, they greatly increase the flexibility of how characters
use their “plot immunity,” reflecting the over-the-top, odd,
or unlikely luck that heroes in films, television, novels and
comics display.

STARTING AND REFRESHING INSPIRATION
POINTS

You begin play with five Inspiration Points which you can
use as you choose. These points, however, do not “refresh”
and once they’re used, they're gone. You don’t get to restore
your pool of Inspiration Points (IPs) from taking a short or
long rest, nor do you get a new pool when you advance a
level. They are expressly handed out by the GM. More on
how to acquire Inspiration points is found below.

WHAT DO INSPIRATION POINTS DO?

There are a number of things you can do with IPs as you rack
them up. An Inspiration Point can be spent for any of the
following purposes:

*  Heroic Action: Gain advantage on an attack, save or check
+ Aid an Ally: Grant advantage to an ally

*  Grin in the Face of Death: Spend hit dice

+ Inspired Defense: Add proficiency bonus to AC as a
reaction

*  Righteous Rage: Gain advantage on all attacks for a scene

¢ Push Through: Gain an extra bonus action or reaction or
use an ability in an unusual way.

+  Stroke of Luck: Gain a minor plot break

Heroic AcTiON

You can spend an inspiration point to gain advantage on
an attack roll, saving throw or ability check. This includes
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death saves. Spending inspiration in this way can offset
disadvantage imposed by another circumstance.

AID AN ALLY

By spending an inspiration point, you can give an ally
advantage on an attack roll, saving throw, or ability check. To
do this, you must describe exactly what your character is doing
to inspire or aid their ally, thus helping them in their efforts.

GRIN IN THE FACE oF DeATH

Spend one Inspiration Point, and you may then expend any
number of hit dice to recover hit points, exactly as if you
were taking a short rest. Once expended, these Hit Dice are
recovered as standard (half your level at the end of a long
rest—see "Resting" in Book Five).

INsPIRED DEFENSE

You may use a reaction to spend an Inspiration Point, and
add your Proficiency Bonus to your Armor Class until the
beginning of your next turn.

RicHTEOUS RAGE

By expending three inspiration points, you gain advantage on
all attacks until the end of the combat. You must have a good
dramatic reason to call upon this inner fury —you witness a
beloved companion murdered before your eyes, the villains
have just slaughtered a village full of innocents, etc.

PusH THRoUGH

You may spend an inspiration point to gain one additional
bonus action or reaction beyond those you normally have in
a round. This bonus action or reaction must be for a different
purpose than those you normally have.

You may not, for example, use an inspired bonus action to
gain an additional attack if you have already used a bonus
action to gain an extra attack this round. Nor may you
stack bonuses or advantages from multiple bonus actions
together with this ability. For example, you may not spend
Push Through to gain Inspired Defense as well as spending a
character archetype die to also raise your AC.

At the GM’s option, you may use Push Through to use a class
ability, skill or other special ability ina way thatitis notnormally
used. For example, a spell caster might use Push Through to
partially counter a spell cast by an enemy by expending their
spell slots to reduce the effectiveness of that enemy’s spell. In
such a case, the GM may call for an Intelligence (Arcana) check
to first identify the spell being cast and may limit the amount
of interference that can be employed. The specifics of this are
left to the GM and players, but be creative!

STROKE OF Luck

You gain a minor “plot break” which aids your character or
group. This can be anything from a sudden idea to having or
finding an object that would be useful in a given circumstance. It
cannot be something that irrevocably turns the tide of a situation,
but it can be used, for example, to affect a lucky escape.



ROUNDING OUT THE CHARACTER
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For example, if the PCs are being chased through alleyways by
a group of assassins who outnumber and outgun the heroes, the
heroes could climb a ladder to get to the rooftop, and then spend
an inspiration point for the ladder to be rickety and falling apart,
collapsing just as they make it up and slowing down the enemy
just long enough for them to gain important ground.

As another example, let’s say a group of characters have been
captured and robbed of their gear. They escape into a dungeon
complex but are largely unarmed and helpless. The fighter
spends an inspiration point to find an old, rotted skeleton
which just happens to have a functional longsword. It's not
high quality, but it'll suffice until they can get their gear back.

A third example occurs when the players are searching
for an item. They’ve combed the entire complex and have
come up empty, but they know it's here somewhere. The
Gumshoe has spent for advantage on their roll to search
the room, and unfortunately failed. Someone spends an
inspiration point to just find the information, secret door,
hidden compartment or other item of interest they’'ve
missed. Their character has a sudden idea or simply
stumbles across what they missed.

GAINING INSPIRATION POINTS

All characters begin play with 5 inspiration points at level
1. As the game progresses, the GM can choose to give you
inspiration for a variety of reasons. Typically, GMs 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 GM will
tell you how you can earn inspiration in the game.

Just a few common means of gaining inspiration include:

*  Outstanding role playing: when you expertly play your
character’s personality traits, bonds and flaws, especially
when it is to their detriment, they might gain inspiration.
Constantly harming the party just so you can rack up IPs,
however, should fail.

*  Entertaining banter and insight: When someone utters
an excellent quote that is in-character or germane to the
situation at hand, which is appreciated by the rest of the
table —especially in terms of raising the level of levity,
making others laugh, or is very insightful —they could
be granted an IP.

*  Heroic Self-Sacrifice: PCs who put themselves in the line
of severe danger to save an innocent, or otherwise put
the safety of those in need ahead of themselves or their
companions, can earn Inspiration. Throwing yourself in
front of an arrow meant for an NPC you're protecting,
or a fellow PC who is low on hit points is an example of
this, but so is working to evacuate civilians while your
companions hold off the Big Bad.

*  Unfortunate Events: Just as inspiration benefits the
players, awarding inspiration can benefit the GM.
Sometimes the GM needs something to happen—you
succumb to the spy’s sleeping poison, you get clubbed
over the back of the head and knocked out, the bad guy
just gets away this time. When these things happen,
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the GM can override other considerations to move the
story forward but should give the players from 1 to 3
inspiration points based on how severe the consequences
to them might be. Just be careful not to overuse this;
there’s a difference between dramatically moving the
story ahead and railroading your players!

There are many ways to earn inspiration points; these are just
a few. Again, your GM will award them as they see fit. If the
game is proceeding properly, characters should earn inspiration
atroughly the same rate as they spend it, though difficult battles
and exceptional circumstances could change this rate.

ADJUDICATING INSPIRATION

There is one key factor that always must be considered
when dealing with inspiration, and that’s that the GM is
running the game. Inspiration should be spent only when
it’s dramatically appropriate. The GM is well within their
rights to override any stated use of an IP, or to alter or limit
the results. This is particularly applicable in the Stroke of
Luck application but can apply across the board. The GM
may not want you to have advantage on a given saving
throw but may still feel it appropriate that you have a shot
at it. In such a case, they could override your expenditure
for Heroic Action, for example.

SPENDING INSPIRATION

Finally, there are limits as to how much inspiration you can
spend at any one time. You may only expend inspiration once
for any given purpose in a round. This means you may not
spend Inspiration twice on Push Through to gain both a bonus
action and a reaction. Nor can you spend it on Heroic Action
twice to gain advantage on an attack and a saving throw.

In addition, the limits on advantage outlined in Book Five
still apply. You cannot gain “double advantage” by spending
inspiration on Righteous Rage and later using Heroic Action,
though at the GM’s option, using both can help to offset
disadvantageous conditions—you may, for example, have
an offsetting advantage and disadvantage; this resets your
situation to nil, but adding a second advantageous condition
may grant you advantage if the GM deems it appropriate.

GRITTIER GAMES

Inspiration points are considered a core part of the
Amazing Adventures rules as they allow the kind of
over-the-top heroics and limited “plot immunity” that
heroes in adventure tales often display. However, for
GMs wanting a grittier game with less emphasis on this
kind of heroic play, you can choose to not use inspiration
points, or severely restrict their accumulation.

For a slightly grittier game that still has some use of
inspiration in play, treat it the way it is in standard Fifth
Edition Fantasy games —players either have Inspiration,
or they don’t. They can’t accumulate points. In addition,
Inspiration can only be used to gain (or give) advantage
on a d20 roll, and not for any of the other described uses.




BOOK THREE: EQUIPMENT

THE HIMALAYAS, 1901

Three figures in their early senior years trudged up the mountain
pass, pulling their parkas close against the whipping wind and
driving snow. Their heads were down and each trudge was hard work,
even harder on their fifty- and sixty-something-year-old bodies.

“This ain’t the final adventure I dreamed of, what?” one of them said.
“Why the Himalayas, Will? Couldn’t you have picked somewhere
warmer? I hear Florida in the U.S. is lovely these days.”

“It’s not a vacation, is it, Johnathan?” William St. John shouted
back. “This isn’t a vacation; we're here to do a job. Onward!”

Johnathan Trapp grumbled to himself and drew his parka closer.
He then turned to shoot a look at the elegant and handsome woman
who served as the third member of their party, so as to say, "Can
you talk to him? Lady Sylvia Morningside-St. John had been as
a sister to Johnathan for decades, ever since his first encounter
with the adventuring society that had come to be known as the
Brotherhood of William St. John. The woman’s capability, intellect,
determination, and strength never failed to get them through the
darkest of hours, and she in many ways served as a muse for many
of his inventions. Even now, in her early 60s, she was an ideal
specimen of womanhood, with streaks of silver shooting through
her sensibly-styled auburn hair, and her steely gray eyes as keen
and intelligent as ever. In happier days, Johnathan had stood
beside Sir William the day he and Lady Sylvia married.

Lady Sylvia returned his nod and worked her way closer to William,
so he could be heard without the need for shouting. “I fear we may be
above our heads this time, my love,” she said. “We've grown too old
for this sort of thing. Surely there must be a younger generation —”

“Doctor Serpent is my responsibility,” he insisted. “I've failed
for years to defeat him. Then, for years I thought him dead. Now
he’s surfaced once again, and I will end him, if it’s the last thing
Ido!”

“We don’t even know this is the work of the Black Dragon! And
what about the children?” she shouted back. “We have a family to
think of, now, William!”

“Don’t we? Don’t we know?” he shot back. “You saw that village
at the base of the mountain. You saw the slaughter, and you saw
the ritual pattern of the bodies. That was a ritual to Yig, and it was
rife with the symbols of the Serpent. As for the children, that’s why
I didn’t want you along on this trip. They must survive and carry
on my legacy.”

She shook her head and threw her hands up. “Of course I wasn’t
letting you do this alone,” she said. “You're ridiculous, and
frustrating, and confounding, and God I love you.” She kissed him.
“Let’s finish this, then, and get back to the children in London.”

He nodded and gave her a smile. “My faithful companion, ever at
my side. Right, then. Let’s do this.”

They trudged on until what passed for daylight in the gray wastes
faded to a deep, dark blue, and found a rocky outcropping with a
small cave-like inlet to camp for the night. Johnathan produced an
invention of his, a tent-like construction made of a fabric that would
capture the heat from a small campfire and contain it within, so that

it didn’t affect the snow around and cause an avalanche, and set
up a complex set of what appeared to be tin cans and narrow wires
connected to a small motor, which he said would detect intruders
and sound an alarm. Sir William made it a point, as always, to
recognize his brilliance.

The night passed largely without incident, until the next morning,
when Lady Sylvia leapt from her bedroll with a squeal, brushing at
her legs.
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“It missed!” she cried. “It missed, thank God!”

Sir William was on his feet in an instant, gun in one hand and sabre
in the other. Johnathan was directly beside him, his own revolver
outfitted with a complex clockwork optics and sound-dampening
system in hand.

“What? What missed?” Sir William hissed.

She pointed at her bedroll, and Sir William reached out with the
tip of his sword. He whipped the blanket aside, and reeled back as a
massive black cobra struck —and missed — then reared up, its hood
wide. Without a second’s thought or hesitation, William brought his
sword back around and lopped the creature’s head off. It fell to the
ground, jaws snapping as the rest of the body writhed and wriggled
before finally laying still nearly a minute later.

“Blimey!” Johnathan said. “It must be twenty feet long!”

“Aye,” Sir William said. “King cobra. And black in colour. Among
the largest I've seen, not a natural colour for this breed, and certainly
not a serpent that’s indigenous to the Himalayas.” He looked at
Lady Sylvia. “Are you all right? Are you certain?”

She nodded. “A bit shaken, but none the worse for wear. As I said, it missed.”

Johnathan produced a small vial of liquid. “Still,” he said. “Best
quaff this, just in case. I always bring antivenom when we’re
dealing with the Order of the Black Dragon.”

Sir William's jaw was set. “Are we at last all agreed, now, that we
are indeed dealing with Doctor Serpent?”

The other two could naught but nod in agreement. It was Lady
Sylvia, however, who broke the silence. “Let’s end the bastard once
and for all so I can get home to my children.”

They continued their journey up the mountain. The squall had
abated during the night, so going was easier. Still, it had obscured the
trail they were following, so it took all of Sir William's considerable
survival skills to work their way up the mountain, continuing to
follow the sparse trail led by their quarry, ever higher and ever
deeper into the mountains.

At length, they found a trail leading into a series of caverns. At the
mouth, a mass of writhing serpents blocked their way.

“This is it, then,” Lady Sylvia said.

“Right,” Johnathan added. “I've got this.” He produced a strange
device, roughly twice the size of his fists, and flipped a switch. There
was a spark and a whiff of ozone, and a dial spun on the top. The
serpents writhed more frantically for a moment, then dispersed.

“It produces a frequency they can’t stand,” he explained. “The new
electricity allows me to do a great deal more with my inventions.”

“So it would seem,” Sir William said. “Good show. Onward, then!”

“Wait!” Johnathan threw his arm out, moved forward a few steps,
then crouched. He reached forward and tweaked a nigh-invisible
tripwire, looked up where a counterweight held aloft a series of
spikes, the whole contrived from a complex (overly so, in Johnathan'’s
estimation) series of clockwork gears.
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“Good gracious!” Sir William breathed. “I should’ve seen that!”

“Good thing I did, innit?” Johnathan said. “This is his mark. Erik.
The Phantom. I think I can rig this to cut the wire and allow us to
safely pass. Just half a tick.” He produced a set of delicate tools and
went to work, rerouting tension wires, altering settings on gears,
and after a minute, he snipped the wire and everyone let out the
breaths that nobody realized they were holding.

“You know his methods,” Johnathan said. “Keep your hand at the
level of your eyes, lest the Punjab lasso take you.”

They moved deeper into the caverns, hands held beside their faces,
and the light faded to dark. Johnathan produced a small stick,
which he bent and shook, and it erupted into a soft glow. “A simple
combination of chemicals,” he explained. It should provide light for
several hours.

They moved further, Sir William leading the way. With every step
the tension grew, the silence in the cave becoming a deafening noise
unto itself. Someone was here. Someone had to be here. There was
an ambush somewhere, waiting to be sprung, and while luck had
been with them so far, Sir William knew from experience it couldn’t
last forever.

That’s when it happened. Sir William caught a flash of movement
out of the corner of his eye, there was the clickety-clack of a few
pebbles, then the roar of a cave-in, combined with the high, tenor
laugh of the Phantom, echoing through the cavern.

Then there was a wall of stone blocking his exit, and William was
alone. Frantic, he ran to the wall, pounded in vain with his fists, and
cried out, “Sylvia! Sylvia, are you there? Are you all right?”

The answer came back, faint through the rocks. “We're here, my
love! We're alive!” Then, a moment later, “Look out, Johnathan!”
and the sounds of qunfire.

“Sylvia!l” he cried. “Sylvia!”

“Ungh!” came a cry from behind the wall, followed by, “Go,
William! End this! We'll...be...fine!”

“Yesssss,” came an all-too familiar voice, slithering out of the dark
“End it, William. Ifff you cannnnn.”

“You filthy bastard,” William grunted. “Let’s end it, then.”
He walked off into the black.

Now it's time to equip your character for spy work,
adventuring, exploration, and wild heroics! This section lists
tools, weapons, and other gear your characters might need
during their exploits. We will not concern ourselves with
money for starting characters.

In fantasy games, the number of gold, platinum, and silver a
character has is part and parcel of the game. In more modern
games, where the acquisition of loot isn’t as much of a major
focus (with the exception of perhaps a single MacGuffin that
forms the focus of an adventure), tracking dollars and cents
generally just serves to slow the game down.



STARTING EQUIPMENT

There’s nothing worse for a player than designing a really
cool pulp costume for her character and then being unable
to afford to buy the outfit! Thus, at character creation, the
GM should work with players to determine what type of
equipment the character would reasonably have, and simply
equip the character as necessary.

While each character class has a suggested list of
starting equipment, and some backgrounds may provide
additional items, in the end, characters should begin play
with whatever makes sense for the character to have. Just
because a character’s starting equipment list doesn’t start
them with a laptop, smartphone, or tablet, for example,
doesn’t mean that they can’t have one in a game set in the
early mid-21* century.

To that end, consider class- and background-based equipment
lists to be jumping-off points. They’re things that characters
automatically get based on their class and history, but they
might not be the be-all, end-all of their possessions. Would a
character reasonably have a compact car, crossover SUV, or
motorcycle? Let them have one, regardless of whether it’s in
their equipment list.

Equipment in a modern game is as much set dressing as
it is essential gear and remember: most modern games
don’t revolve around killing things, taking their stuff, and
improving your gear. They’re about stories with plots,
intrigue, scheming, and sometimes—just sometimes—a
single, important McGuffin to acquire.

Still, be reasonable and remember, the GM has final say in
what equipment and gear is accessible to your character. No,
your former beat-cop-turned-private-investigator does not
possess a nuclear submarine. Why? Because, frankly, that’s
stupid, no matter what story you cook up to justify it.

WHY IS THE LIST SO SPARSE?

To be honest, while they often tend to be part and parcel of
role playing games, exhaustive lists of dozens of pages of
equipment aren’t necessary here. For games that exist in pre-
industrial eras, the standard Fifth Edition Fantasy Player’s
Handbook has an expansive equipment list that will more
than suffice. For games post-industrial revolution, most
players are familiar with what a given piece of equipment
is, and what it does. Everyone, for example, knows what a
smartphone or a laptop is, and when these things came into
common public use. While we have included a few common
and standard pieces of equipment here, the focus is more on
weapons and those things that have a direct mechanical effect
on game play.

Equipping a character, then, becomes a factor of “What would
they normally have access to?” Consider your character’s
class, background and probable wealth, and work with the
GM to determine what is reasonably available to a person of
that type in the world which you inhabit.

If a player wants their character to be exceptionally wealthy,
it is suggested to the GM to check out the Wealth system,
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below. From then on, player characters are assumed to be
able to purchase within their means. Pugilists, Hooligans and
Gumshoes are generally fairly poor —lower to lower-middle-
class. Arcanists, Raiders, and Socialites are likely fairly
wealthy (though the Arcanist is a toss-up). Mentalists can fall
anywhere in the picture, depending on their back story and
history. In the end, it’s up to the GM and players to come
up with a reasonable back story and determine what level of
income is appropriate for the game at hand.

WEALTH

Whenever a general guideline is needed as to what a
character may or may not be able to afford, turn to the
character’s Wealth rating. The system for wealth in Amazing
Adventures is fluid and freeform; that is, there is no tracking
of specific funds, and in general, when a player wishes his
or her character to purchase something, it’s up to the GM to
decide whether that’s possible. For those who wish a more
concrete method of purchasing and wealth, to represent the
treasure-hunting mentality of some pulp heroes, we present
this optional wealth system.

Rather than tracking every penny a character has, each
character has a Wealth rating based upon their class, level,
and any situational factors the GM deems appropriate. In this
system, Wealth essentially becomes its own Ability Score, and
certain classes have proficiency in Wealth.

STARTING WEALTH RATING

Each character begins with a Wealth Rating based upon their
character class. Wealth is expressed exactly as an Ability Score,
with a 3-18 range and associated bonus. The table below
outlines the class” starting Wealth Rating and whether or not
the character gains proficiency in Wealth checks. A designation
of “H” under “Proficient” means “Half.” Such heroes add half
their proficiency bonus (rounded down) to Wealth checks.

TABLE: WEALTH RATING BY CLASS

Class Ability Score Modifier  Proficient
Arcanist 14 T2 H
Gadgeteer 16 +3 Y
Gumshoe 12 +1 N
Hallowed 6 -2 H
Hooligan 8 -1 Y
Mentalist 10 0 H
Occultist 6 -2 N
Pugilist 4 -3 N
Raider 14 +2 Y
Socialite 18 +4 Y

IMPROVING WEALTH

Since Wealth works like an ability score, players can choose
to improve Wealth instead of their Ability Scores whenever
they gain an Ability Score increase, so long as there are solid
in-game reasons for it.
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In game terms, having proficiency in Wealth can be thought of
as possessing gainful employment that allows one to leverage
their funds effectively. As proficiency bonus increases, so
does the value of a character’s employment—cost of living
raises, etc. Thus, the first step in doing so is to gain Proficiency
in Wealth, if one has none or only half.

One point of Ability Score Increase gives a character “Half,”
or takes a character already at Half to fully proficient. Two
points of Ability Score Increase can take a character from not
proficient to fully proficient.

From there, Wealth can be increased as though it were a
normal ability score. Such additional increases in Wealth
reflect boons in a character’s finances—perhaps they get a
promotion or a merit raise. They might come into a small
inheritance, or some other reason.

Generally speaking, just like any other ability score, Wealth
for player characters caps at 20, except in extraordinary
circumstances (with the GM’s approval). The one exception
is the Socialite, who can increase Wealth as high as they like.

FLuctuaTiING WEALTH RATING

It is possible for characters to see increases or decreases to
their Wealth Rating based on in-game events. Indeed, this
is recommended and should occur based on world events
and the actions of the character. If a group, for example, of
characters end up in the employ of a government agency,
secret society, or adventuring guild, they might see their
wealth rating increased by +1 or +2 as a result of their new
resources. If the party discovers King Solomon’s treasure, the
GM may award them a permanent bonus of +4 or more to
their Wealth Ratings (and their reputation, to boot) as they
become fabulously wealthy and famous.

Conversely, in the case of games set in the Great Depression,
even the wealthy saw their finances lowered; the GM may
rule that all classes see their starting Wealth ratings reduced
by 2 as a result, or in a game where the players run through
the Black Tuesday Stock Market crash of 1929 may find
themselves suddenly facing a -4 or more to their Wealth
Ratings.

Usine WEALTH

Whenever an expense is required, be it purchasing a car or
bribing a prison guard, players make an ability check with
their Wealth score. The DC of this check is based upon the
expense in question. In general, inexpensive mundane items
like cigarettes or boots should not be subject to a Wealth
check, unless the character is exceptionally poor (their Wealth
rating is in the negatives), and even then, the DC should be
extremely low (DC 5).

Only expensive and luxury items are normally subject to this
check. In some cases, mundane items may become specialized
enough to require a check. For example, if a character is in a
foreign land and doesn’t have easy access to all of her funds,
a Wealth check may be required.

As arough guideline for wealth checks, see the following table:
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TABLE: VALUE AND WEALTH DCS

Real World Value (as of 2020) Wealth Check DC
$50 5
$100 10
$500 15
$1,000 17
$5,000 18
$10,000 20
$100,000 25
$500,000 30 or higher
Higher GM'’s discretion

As you can see, low-level characters will have a tough time
making the check to purchase really expensive items, making
it an attractive prospect to have a Socialite handy who also
has the Wealthy Generic Class Ability. There can also be
extenuating circumstances which can offset failed Wealth
checks, or complicate successful ones.

A character, for example, might fail a wealth check to buy
a million-dollar home, but there could be a substantially
lower DC applied to obtain a mortgage to purchase the home.
This mortgage could then result in a permanent -1 or -2 to
the character’s Wealth rating as long as they are paying on
the building (see “Fluctuating Wealth Rating,” below). The
Wealth system is intended to be very open and flexible,
allowing the players and GM to focus on the play of the game
and not tracking every dollar they have in the bank, which is
generally not ideal in modern era games.

Indeed, feel free to hand-wave wealth checks in general if
it’s appropriate. A Socialite character, for example, with
the business background and the Wealthy Feat whose
back story has them as the sole heir to the Rockefeller
empire, could reasonably be assumed to have the kind of
money to fund whatever operations they like, generally
without making a check. GMs should feel free to simply
say, “yes, with your resources you can afford it,” or “In
this case, make a check (with advantage or disadvantage
as appropriate).”

OpTIONAL RULE: PuLP ARMOR

Unlike in a traditional fantasy game, one doesn’t see
characters (with the possible exception of gadgeteers) in
adventure stories running around covered in chain mail or
steel plates from head to toe. Indeed, in many such stories
it’s looks that matter most! The cooler a character’s image,
the less likely he is to take a bullet to the heart or a knife to the
gut. This section serves as an optional addition to the AC rules
that grant each class an AC progression as it increases in level.

In a modern or high-tech multi-genre game, no character
is assumed to be proficient with armor, and any traditional
armor donned will impart penalties (save, possibly, modern
combat armor, but even then, only when worn by trained
individuals). Rather, these characters gain AC bonuses to
standard exploring or uniquely “heroic” outfits. Sure, it’s not
realistic, but it certainly is in-genre and a heck of a lot of fun!



Standard AC bonuses are as follows. No combination of
clothing pieces, however, should ever yield more than a
+3 AC bonus, regardless of how many costume elements
are stacked together. In addition, it’s left entirely to the
GM which pieces can stack to add to AC. A few suggested
costume pieces are listed below, but the list is by no means
exhaustive. In general, a full outfit (suit, safari gear, robes,
etc.) provides +2, while accessories provide +1.

The table can also serve to help in situations where players
are not wearing their costumes but may be wearing other
fancy pulpy clothes. For example, players at a black tie dinner
will always be wearing tuxedos and evening dresses, and so
would gain an appropriate AC bonus from these.

TABLE: SUGGESTED COSTUME AC BONUSES

Clothing AC Bonus
Fedora +1
Scarf or Sash +1
Mask +1
Body Suit +2
Ceremonial Robes +2
Evening or Formal Clothes +2
Flight or Bomber Jacket +1
Gloves, Long or short +1
Safari Gear +2
Motorcycle Jacket +1
Cape or Cloak +1
Martial Arts Uniform +2
Three Piece Suit +2
Trench Coat +1
Bulletproof Vest +2
Riot Armor +E

When using this system, it is inevitable that some players
will attempt to min/max their characters to always score
the maximum bonus on their pulp costume. The GM should
always feel free to require players to supply a detailed
description of their character’s pulp adventuring outfit,
increasing or decreasing the overall AC bonus based on how
subjectively “awesome” the character’s costume is.

Alternately, the GM can choose to allow AC bonuses for
some of the costume pieces above, but not all. For example,
the GM can rule that a bulletproof vest or riot armor still
grant their +2 and +3 bonuses, respectively, and even that a
trench coat or leather jacket adds +1, but that, for example,
a fedora and gloves aren’t allowable. This provides a more
balanced system that takes into account a more “realistic”
protective offering, rather than basing AC bonus on how
subjectively awesome a character looks.

MODERN ARMOR

If your game is set in the modern era, there are forms of armor
available to player characters. Again, only characters with the
proper training can wear this armor unpenalized. Those with the
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law enforcement background will be proficient with bulletproof
vests and riot gear. Only those with the military background are
proficient in full modern combat armor. Anyone, of course, can
don a leather motorcycle jacket or trench coat.

Many readers will note that the AC values given here amount
to more than the bonuses granted for the same types of armor
under the pulp armor system. This is because that system
still accounts for the class-based AC progression, while this
system allows wearing armor as a replacement for class-based
AC. It is intended to provide an armor system for modern
games which fits seamlessly into standard Fifth Edition rules
paradigms, and thus will be easily compatible with Fifth
Edition fantasy games.

When a character wears modern armor, they forfeit their
class-based AC progression in favor of the protection granted
by the armor. For items like motorcycle jackets and trench
coats, the player can opt to use either their armor-based AC or
their class-based AC; they need not forego wearing a trench
coat, for example, because they fear it will lower their AC.
The player can clarify, “my character wears a trench coat, but
is using his class-based AC.”

This system is also not designed to be used in conjunction
with the Pulp Armor system above; GMs should settle on one
of the two, or neither, simply sticking with class-based AC.
Like pulp armor, above, the modern armor system should be
considered optional for your game.

ARMOR AC NOTES
Motorcycle jacket ~ 11+Dex modifier Light Armor
Trench coat 11+Dex modifier =~ Light Armor

Bulletproof vest 13+Dex modifier ~Medium Armor

Riot armor 16 Heavy Armor
Military combat 18 iy e
armor

WEAPONS

Not every hero goes into a battle two guns a-blazing. Some
prefer the finesse or punch of a classic sword, hand axe, or Asian
martial arts weaponry. Weapons in Amazing Adventures are
divided into categories: archaic simple weapons, archaic martial
weapons, handguns, sub-machineguns, rifles, shotguns, heavy
weapons and explosives.

Each class has a list of weapon categories in which they are
proficient. Large melee weapons and archaic ranged weapons
(with the exception of the pistol crossbow) must always be
used two-handed.

For a more extensive listing of archaic and medieval weapons,
please refer to the standard Fifth Edition Fantasy Player’s
Handbook, which has an extensive list of medieval and
fantasy weaponry that can be dropped right into Amazing
Adventures.
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ARCHAIC SIMPLE WEAPONS

Melee Weapons

Weapon Damage Range Weight Properties

Makes unarmed attacks armed; cannot use another

Brass Knuckles +1 bludgeoning — — g e g,

Club 1d4 bludgeoning — 2 1Ib. light

Club, large 1d4 bludgeoning — 2 1b. Versatile (1d6)

Dagger, Knife 1d4 piercing 20/60 ft. 11b. finesse, light, thrown

Great club 1d8 bludgeoning — 101b.  two-handed

Hand axe 1d6 slashing 20/60 ft. 2 1b. light, thrown

Light hammer 1d4 bludgeoning 20/60 ft. 21b. light, thrown

Quarterstaff 1d6 bludgeoning - 41b. versatile (1d8)

Sickle 1d4 slashing — 21b. light

Spear 1d6 piercing 20/60 ft. 3 1b. thrown, versatile (1d8)
Ranged Weapons

Crossbow, light 1d8 piercing 80/320 ft. 51b. ammunition, loading, two-handed

Dart 1d4 piercing 20/60 ft. 1/41b. finesse, thrown

Shortbow 1d6 piercing 80/320 ft. 2 1b. ammunition, two-handed

Sling/Wrist Rocket 1d4 bludgeoning  30/120 ft. — ammunition

ARCHAIC MARTIAL WEAPONS
MELEE WEAPONS

Weapon Damage Range Weight Properties
Axe 1d8 slashing — 41b. versatile (1d10)
Tomahawk* 1d6 slashing 30/60 21b. Finesse, light, throwing
Flail 1d8 bludgeoning — 21b. —
Great sword 2d6 slashing — 6 Ib. heavy, two-handed
Longsword 1d8 slashing - 3 Ib. versatile (1d10)
Maul 2d6 bludgeoning — 101b.  heavy, two-handed
Rapier 1d8 piercing — 2 1b. finesse
Scimitar 1d6 slashing - 3 1b. finesse, light
Short sword 1d6 piercing — 2 1b. finesse, light
Whip 1d4 slashing — 3 1b. finesse, reach
RANGED WEAPONS
Blowgun 1 piercing 25/100 ft. 11b. ammunition, loading
Crossbow, hand 1d6 piercing 30/120 ft. 3 1b. ammunition, light, loading
Crossbow, heavy 1d10 piercing 100/400 ft. ~ 181b.  ammunition, heavy, loading, two-handed
Longbow 1d8 piercing 150/600 ft. 2 1b. ammunition, heavy, two-handed
Modern Compound Bow 1d10 piercing 150/600 ft. 51b. ammunition, heavy, two-handed

*The Tomahawk is similar to a hand axe, but is much more finely balanced, allowing its use as a finesse weapon by those trained in its use; it is, however, a martial weapon as opposed to
a simple weapon.

FIREARMS
Firearm Damage Range Notes
Pistols+
Pistol, Light@ 1d8 piercing 30/100ft Semi-auto/DA; 18-shot capacity; reload
Pistol, Medium@ 1d10 piercing 30/100ft Semi-auto/DA; 9-shot capacity; reload
Pistol, Heavy@ 1d12 piercing 30/100ft Semi-auto/DA; 7-shot capacity; reload
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Sub-machineguns

Sub-machinegun, Light 1d8 piercing 30/100ft Automatic fire; 40-shot capacity; reload
Sub-machinegun, Medium 1d10 piercing 30/100ft Automatic fire; 30-shot capacity; reload
Sub-machinegun, Heavy 1d12 piercing 30/100ft Automatic fire; 20-shot capacity; reload
Rifles
Rifle, Light 1d12+2 piercing 300/3,000ft  Single shot; 7-shot capacity; reload
Rifle, Heavy 2d8+6 piercing 300/3,000ft  Single shot; 7-shot capacity; reload
Assault Rifle 2d8+6 piercing 300/3,000ft  Select fire; 20-shot capacity; reload
Shotguns
Shotgun, Pump 1d8/1d10 piercing 30/100ft Single shot; 7-shot capacity; reload
Shotgun, Double Barrel 1d8/1d10 piercing 30/100ft 2-Shots; 2-shot capacity; reload
Explosives/Heavy Weapons
Heavy Machinegun 4d6+2 piercing 300/3,000 ft. ~ Automatic; 100-round capacity; reload; mount
Bazooka/RPG* 10d6 bludgeoning/fire  650/1,600 ft. ~ 20ft. radius; Dex save vs. attack roll for half damage
Hand Grenade*, ** 8d6 bludgeoning/fire 20/60 ft. 15ft. radius; Dex save vs. attack roll for half damage
Grenade Launcher (riflemounted)*  8d6 bludgeoning/fire 30/100 ft. 10 ft. radius; Dex save vs. attack roll for half damage

+On a natural roll of 1, an automatic pistol jams, stovepipes, or otherwise malfunctions, requiring an action and a DC 12 Intelligence check to clear the weapon before it can be fired again.

Proficiency bonus is added to the check if the character is proficient in the firearm.

@Light and medium revolvers have 6-shot capacity; heavy revolvers have 5-shot capacity, but revolvers are not subject to jams and malfunctions on rolls of natural 1. Misfires (dud rounds)

are still possible but have no game effect other than a normal miss.

*A miss indicates 50% chance of dealing half damage to target (with saving throw allowing for damage negation); a natural roll of “1” indicates a clean miss, plus either a dud or potential
severe collateral damage (including the possibility of innocent/friendly casualties, at GM’s discretion)

**Strength (Athletics) can be substituted for weapon proficiency.

ReADING THE TABLE

Guns are arranged by their type and caliber weight. The notes
in the table should be read as follows:

e  Automatic Fire: This gun can only fire in bursts or full
auto. See Combat for details.

e Semi-Auto/DA: These guns fire one round each time the
trigger is pulled (“DA” stands for “double action”). Such
weapons allow for the “Double tap” attack if the player
desires (See Combat for details). Revolver versions of
these guns exist and have a 6-shot capacity, regardless of
the caliber size (light, medium, heavy).

e  Select Fire: Such weapons can choose between semi-auto
and automatic fire.

e  Capacity/Reload: The capacity of a weapon defines how
many shots a character can squeeze off before needing to
take an action to reload.

e  Mount: Heavy machineguns are designed as anti-vehicle
and suppression weapons. They deal a great deal of
damage and are hard to control. These weapons are
stationary and require mounting and stabilization with
a tripod or bipod. Attempting to wield one without
such a mount requires a minimum Strength of 17, and
all Dexterity saves to avoid harm from the weapon are
made at advantage. In addition, such Dexterity saves at
advantage, if successful, result in no harm being done.

AbpvANCED FIREARMS RuULES AND OPTIONS

These rules are heavily abstracted in the interest of fast play,
and they absolutely don’t measure up to many real-world
firearms. For many players that won't matter. For others,
who desire a more robust system for firearms, or who simply

want more specific options for their weapons, see Appendix
A: Advanced Firearms rules.

Using the expanded firearms table with the streamlined rules
here will have the effect of making many firearms identical to
one another in a functional sense, but it will allow for a bit of
additional flavor, as well as differing damage codes based on
individual weapons. Guidelines on adapting those weapons
to these rules can be found in the appendix.
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TYPES OF AMMUNITION

There are a number of different types of ammunition that may
be available, and it’s left to the GM whether any are present
in your game world. If you choose to introduce these kinds of
ammunition, here is a general breakdown of the varieties you
may introduce, and what they do in game.

FuLL MEeTAL JACKET AMMUNITION

Full metal jacket ammo is the standard type of ammunition
purchased in sporting goods stores all around the country.
Unless otherwise stated, firearms are presumed to use these
kinds of loads. They have no special in-game statistics.

ARMOR-PIERCING AMMUNITION

If the GM includes modern armor, they may also choose to
include armor-piercing rounds for weapons. The availability
of such rounds is left to the GM to determine, but in general,
they are highly restricted and not easy to come by in the
legitimate market. In game terms, an armor piercing round
reduces the AC provided by a suit of armor by 2 points.

HoLLow-PoINT AMMUNITION

Hollow point rounds are designed to “mushroom” inside
of the target, doing a great deal more damage. They are less
likely, however, to penetrate modern armor. Hollow point
ammunition deals one extra die of damage, but if the target is
wearing armor, the AC is increased by 1.

NoN-LETHAL AMMUNITION

Non-lethal ammunition comes in a number of varieties—
plastic and rubber bullets, rock salt shells for shotguns,
and others. When you shoot someone with non-lethal
ammunition, instead of suffering damage, they must succeed
at a Constitution check with a DC equal to damage dealt or
suffer a level of exhaustion. A critical hit (natural 20) results in
1d4+1 levels of exhaustion instead of 1 level, and a successful
hooligan’s sneak attack ability using non-lethal ammunition
results in one additional level of exhaustion, in addition to
raising the DC of the Constitution check.

Unlike normal exhaustion rules (see “Conditions,” in book
Five), when a target reaches 6 levels of exhaustion they are not
dead but are instead incapacitated for 1d6 rounds. A creature
incapacitated in this fashion can repeat its last saving throw
at the end of each of its turns, ending the effect on themselves
with a success (but will still suffer 5 levels of exhaustion). In
addition, each hour’s rest (short rest) after being shot removes
one level of exhaustion from non-lethal ammunition. Those
completing a long rest after being subject to shots from non-
lethal ammunition will see all levels of exhaustion removed.

DRAGON’S BREATH SHELLS

These shells, available for 12-gauge shotguns only, launch a
gout of flame formed by igniting magnesium. They limit the
shotgun’s range to 100 feet maximum but unleash a cone of
flame in that direction. They deal an extra die of damage for the
shotgun, and all damage is fire damage rather than piercing. No
roll to hit is required; rather, all within range must succeed at
a Dexterity save (DC=8 + your attack bonus with the shotgun);
success means they suffer only half damage.
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HOW DO | GET AMMO/HOW MUCH DO IHAVE?

Whether or not you track the specific amount of ammo a
character carries at any one time is left solely to the discretion
of the GM. In general, it’s best to keep things fast and furious
and only worry about when the heroes need to reload,
as opposed to tracking the number of magazines they're
carrying or rounds they have on their person.

When the heroes are in a situation where they specifically
lack access to more ammunition, on the other hand, such as if
they’re transported to another world, are trapped on a desert
island or the like, it’s within the purview of the GM to state, for
example, that “You each have 100 (or 50 or whatever) rounds
of ammunition [or, “You each have 5 (or 10 or whatever)
magazines”]. When it’s gone, you're out.”

SCIENCE FICTION WEAPONS

What if you want to play a sci-fi game with Amazing
Adventures? Adapting the existing weapon statistics to sci-
fi variants is really as simple as changing or adding to the
damage type. A heavy pistol could easily become a heavy
blaster pistol, simply by changing the damage type from
“piercing” to “radiant,” for example. A long sword could
be used to mimic a vibro-blade by making the damage type
slashing and lightning. A plasma sword could be mimicked
by changing the damage type to radiant and fire.

MuLtipLe DAMAGE TYPES AND RESISTANCE

For weapons with two damage types, in order for damage
resistance to be effective, the target must be resistant to both
types of damage.

Creatures with immunity to one type of damage gains
resistance to the weapon. Creatures with immunity to both
types of damage are immune to the weapon.

Creatures with resistance to one type of damage but
vulnerability to the other are still vulnerable to the weapon.
Likewise, creatures with vulnerability to both types of
damage are vulnerable to the weapon.

For example, a creature being shot by a particle beam
weapon which is resistant to piercing damage, but not
lightning, would take full damage from the weapon.

A creature resistant to both types of damage is resistant to
the particle beam

A creature immune to piercing but not lightning is resistant
to the particle beam.

A creature vulnerable to lightning or piercing, or both, is
vulnerable to the particle beam.

More on damage types can be found in Book 5: Rules of Play.

The options are limitless. Here are a few very basic science
fiction weapons you can use as a model from which to build
others. These weapon statistics include additional numbers for
use with the advanced firearms rules in Appendix A. If using
normal rules, ignore “Rec,” “Acc,” and “RoF,” and see the
“Notes” section for semi-auto, select-fire or automatic function.



EQUIPMENT

Weapon Type Range Dam Rec Acc RoF Rcv  Cap Notes

Blaster Pistol R 40 2d8 2 +4 Bat 15 Semi-Auto; Radiant

Blaster Rifle R 200 2d10 3 +5 Bat 10  Semi-Auto; Radiant

Slug Pistol R 30 1d10 1 +2 4 Mag. 20  Semi-Auto; Piercing

Pulse Rifle R 50 d12+2 3 +1 5/A Mag. 100 fne(l)ﬁ'tfeige;grenzﬁzcli;ugricheyay ha
Particle Beam, Hand R 20 ds 0 2 A Bat 50  Automatic; Lightning, piercing
Particle Beam, Rifle R 100 2d8+2 0 +3 A Bat 50  Automatic; Lightning, piercing

Vibro Knife M n/a 1d8 n/a n/a n/a n/a n/a Lightning, piercing

Vibro Sword M n/a 1d10 n/a n/a n/a n/a n/a Lightning, Slashing

Energy Sword* M n/a 1d12 n/a +2 n/a n/a n/a Radiant, fire

*Extremely rare and unavailable on the open market. Few are proficient. Any non-proficient user who suffers an imploding result on an attack roll hits themselves, suffering the imploding
d6 die results in damage. Non-proficient users also cannot take advantage of the Accuracy bonus.

OTHER GEAR

Finally, we have other useful equipment for adventurers.
As discussed earlier in this chapter, this table is far from an
exhaustive list of things a normal person might own or to
which they might have access. We are focusing specifically on
a few examples of specialized gear that might come in useful to
adventuring and heroic types.

GMs should really play “fast and loose” with the type
of equipment available. Most fictional heroes have
signature equipment, represented by a character’s starting
gear list, and access to other resources based upon their
day job, income, or other factors. Keep your character
background and wealth level in mind when determining
what equipment a character may have on hand in a given
situation, but be careful not to undermine other characters,
particularly in the case of having a Gadgeteer in the party.
On the table below, sizes are listed merely as “Small,”
“Medium,” “Large,” or “Huge,” as a general reference to
the Game Master and players.

GEAR SIZE

Binoculars

Canteen, 1 quart
Car, standard

Car, high end luxury
Car, luxury
Cigarettes

Cigarette lighter
Computer, Desktop
Computer, Laptop
Computer, Tablet

v il < IS o fEe) T sl T O

Cooking/mess kit
Flashlight
Handcuffs

Heavy blanket

NG
=

7”

Matches, box of 50, “strike anywhere

[V P I eV p)

Motorcycle

Multitool

Oil Lamp / lantern

Phone, Cellular, 1980s

Phone, Cellular or Smartphone, Modern
Pint of oil

Pipe and tobacco

Pup tent, two-man (7" x 7’)

Rope or cable, 50 ft.

Smoking tobacco, 1 oz.

wiE o wnin < el w»

Toolbox (including hammers, ratchets, wrenches,
screwdrivers, drill and drill bits, various and
sundry power tools, etc.)

Watch, Gold pocket S |
Watch, wrist S

-

TOOLS

A tool helps you to do something you couldn’t otherwise
do, such as craft or repair an item, forge a document, or
pick a lock. Your race, class, background, or feats give you
proficiency with certain tools. Proficiency with a tool allows
you to add your proficiency bonus to any ability check
you make using that tool. Tool use is not tied to a single
ability, since proficiency with a tool represents broader
knowledge of its use. For example, the GM might ask you
to make a Dexterity check to carve a fine detail with your
woodcarver’s tools, or a Strength check to make something
out of particularly hard wood.

The toolkits here are just a few examples of the kinds of tools
your characters may be proficient in using. In general, if you
want your character to be good at something thatisn’t covered
by a skill, and it is something that produces a physical, real-
world result and actually requires the use of tools to produce,
a toolkit might be the way to go. Feel free to make up or add
additional kits for your game as needed. If there is a gray area
between whether something should be a skill or a toolkit,
remember the GM always has final say.
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TABLE: TOOLS

Item Weight
Anthropologist’s Tools 20 1b.
Archaeologist’s Tools 20 1b.
Artisan, Trade and Craftsman'’s tools
Brewer’s supplies 91b.
Calligrapher’s supplies 51b.
Carpenter’s tools 61b.
Cartographer’s tools 61b.
Cobbler’s tools 5 Ib.
Cook’s utensils 8 1b.
Electrician’s Tools 51b.
Electronics Tools 3 1b.
Glassblower’s tools 5 Ib.
Jeweler’s tools 2 Ib.
Leatherworker’s tools 51b.
Mason’s tools 8 1b.
Mechanic’s Tools 20 Ib.
Painter’s supplies 51b.
Potter’s tools 3 1b.
Smith’s tools 8 1b.
Tinker’s tools 10 Ib.
Weaver’s tools 51b.
Woodcarover’s tools 51b.
Disguise Kit 3 1b.
Forgery Kit 5 Ib.
Gaming sets
Board game set 11b.
Dice set —
Playing card set —
Hacker’s Toolkit 10 1b.
Herbalism Toolkit 3 1b.
Investigator’s Toolkit 10 Ib.
Musical inSTRuments
Bagpipes 6 1b.
Drum 3 1b.
Dulcimer 10 1b.
Flute 11b.
Guitar 10 Ib.
Lute 2 1b.
Lyre 2 1b.
Horn 2 1b.
Pan flute 21b.
Shawm 11b.
Violin 11b.
Navigator’s tools 21b.
Poisoner’s tools 2 Ib.
Portable Science Lab 10 1b.
Thieves’ tools 11b.
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ANTHROPOLOGIST'S TOOLS: These tools provide everything
needed to undertake field studies in other cultures. They
include a laptop, satellite phone, still camera, video camera,
notebook and pen, basic film and audio editing software,
sketch pad, forceps, basic first aid kit, sample collection
vials. Proficiency with these tools allows you to add your
proficiency bonus to studies involving other world cultures
and the way people interact with one another.

ARCHAEOLOGIST’'S TOOLS: These tools include all the things
needed to find and catalog artifacts, and conduct studies of
ancient civilizations, lost burial sites and the like. They include
a laptop, satellite phone, still camera, video camera, notebook
and pen, sketch pad, forceps, rubber gloves, and various
reference guides. Proficiency with this kit lets you add your
proficiency bonus to any ability checks you make regarding
ancient ruins, burial sites, lost artifacts and the like.

ARTISAN, TRADE AND CRAFTSMAN'S TOOLS: These special
tools include the items needed to pursue a craft or trade,
and also includes certain physical sciences such as a portable
chemistry lab. The table shows examples of the most common
types of tools, each providing items related to a single craft.
Proficiency with a set of artisan’s tools lets you add your
proficiency bonus to any ability checks you make using the
tools in your craft. Each type of artisan’s tools requires a
separate proficiency.

DISGUISE KIT: This pouch of cosmetics, hair dye, and small
props lets you create disguises that change your physical
appearance. Proficiency with this kit lets you add your
proficiency bonus to any ability checks you make to create a
visual disguise.

ELECTRONICS TOOLS: This toolkit includes a soldering iron,
multimeter, needle nose pliers, grips, magnifier, wiring,
alligator clips, a small mirror mounted on a metal handle,
a set of narrow-bladed scissors, tweezers, and other fine
electronics tools for bypassing high-tech security, forgery,
computer repairs, creation of circuit boards, and other
technological repairs, projects, and activities.

FORGERY KIT: This small box contains a variety of papers
and parchments, pens and inks, seals and sealing wax, gold
and silver leaf, a laptop with advanced image and document
manipulation software, advanced smartphone and other
supplies necessary to create convincing forgeries of physical
documents. Proficiency with this kit lets you add your
proficiency bonus to any ability checks you make to create a
physical forgery of a document.

GAMING SET: This item encompasses a wide range of game
pieces, including dice and decks of cards. A few common
examples appear on the Tools table, but other kinds of
gaming sets exist. If you are proficient with a gaming set, you
can add your proficiency bonus to ability checks you make to
play a game with that set. Each type of gaming set requires a
separate proficiency.

HACKER’S TOOLKIT: This toolkit provides you everything you
need to conduct computer hacking operations, from high
level security to illegal code breaking to writing and defeating
viruses and malware. It includes a laptop, tablet, smartphone,



burner phone, multimeter, soldering gun, flash drive and
portable hard drive with various software packages, soldering
gun and solder, wiring, Proficiency with this toolkit allows
you to add your proficiency bonus to any ability checks you
make involving computer hacking or anti-hacker activities.

HERBALISM KIT: This kit contains a variety of instruments such
as clippers, mortar and pestle, and pouches and vials used by
herbalists to create remedies and potions. Proficiency with this
kit lets you add your proficiency bonus to any ability checks you
make to identify or apply herbs. Also, proficiency with this kit is
required to create antitoxins and holistic herbal treatments.

INVESTIGATOR’S TOOLKIT: This kit contains a wide variety
of tools that are useful to on-site and crime scene analysis.
It includes a magnifier, camera, notebook, tablet or laptop,
smartphone, fingerprinting supplies, and basic chemistry
analysis equipment. Proficiency in this toolkit allows you
to add your proficiency bonus to ability checks you make to
analyze clues at a crime scene, such as determining whether
a chemical compound is gunpowder residue, pulling
fingerprints from a surface, etc.

MUSICAL INSTRUMENT: Several of the most common types of
musical instruments are shown on the table as examples. If
you have proficiency with a given musical instrument, you
can add your proficiency bonus to any ability checks you
make to play music with the instrument. A bard can use a
musical instrument as a spellcasting focus. Each type of
musical instrument requires a separate proficiency.

NAVIGATOR’'S TOOLS: This set of instruments is used for
navigation on land, in the air or at sea. Proficiency with
navigator’s tools lets you chart a vehicle’s course and follow
navigation charts. In addition, these tools allow you to add
your proficiency bonus to any ability check you make to
avoid getting lost while traveling.

POISONER’S KIT: A poisoner’s kit includes the vials, chemicals,
and other equipment necessary for the creation of poisons.
Proficiency with this kit lets you add your proficiency bonus
to any ability checks you make to craft or use poisons.

PORTABLE SCIENCE LAB: This toolkit is tailored to a specific
branch of the sciences and the branch should be specified when
the toolkit is added to character’s equipment package (biology
lab, chemistry lab, etc.). In general, it includes such things as a
microscope, slides, beakers, thermometer, bottles, vials, test strips,
brushes, forceps, clamps, multitool, various sensors and software
packages and other necessary tools to perform experiments and
analyses for a specific branch of science in the field. Proficiency
with this kit lets you add your proficiency bonus to any ability
checks you make to perform scientific experimentation or analysis
with a specific branch of science in the field.

THIEVES’ TOOLS: This set of tools includes a small file, a set of
lock picks, a small mirror mounted on a metal handle, a set of
narrow-bladed scissors, and a pair of pliers, glass cutter, and
other tools needed to pick mundane locks and get through
analog security systems. Proficiency with these tools lets you
add your proficiency bonus to any ability checks you make
to disarm traps, open locks or otherwise bypass mundane
security systems.

EQUIPMENT
EQUIPMENT PACKS

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. When choosing
your starting equipment, you can purchase a pack, which
saves time over picking the items individually.

A character may have more than one pack, though it’s
important to keep in mind the bulk and weight of carrying
these things around. In addition, always understand that,
for example, when you're traversing the city alleyways
chasing down a crime syndicate, you likely don’t have your
entertainer’s pack strapped on.

Alternate versions of these packs, more suitable for a fantasy
game, or any game set in the pre-industrial, pre-electricity era,
can be found in the standard Fifth Edition Fantasy Player’s
Handbook. In addition, players and GMs should keep the
era of their game in mind and alter or limit the contents of
these packs accordingly. A game set in the 1920s, for example,
won't have digital or tape recorders, let alone cell phones.

ACTOR’S (OR COSPLAY) PACK: Includes 4 costumes, makeup,
and a disguise kit. *

BURGLAR'S PACK: Includes a backpack, a change of clothes, a
bag of 1,000 ball bearings, 100 feet of string, a bell, a cigarette
lighter, a crowbar, a hammer, multitool, 10 pitons, a flashlight,
a harness, pulleys, grappling hook, cell or smartphone, and
100 feet of rope or steel cable strapped to the side of it.

EXPLORER’S PACK: Includes a backpack, a bedroll, a change
of clothes, a mess kit, a tinderbox, a flashlight, 10 days of
rations, a waterskin, crowbar, hammer, multitool, spikes, cell
or smartphone, and 50 feet of rope strapped to the side of it.

MUSICIAN’'S PACK: Includes an instrument tuner, a portable
amplifier, and tools and supplies for instrument maintenance.

PRIEST'S PACK: Includes 10 candles, a cigarette lighter or
matches, an alms box, 2 blocks of incense, a censer, vestments,
and a holy symbol.

REPORTER'S PACK: Includes a change of clothes, camera,
notebook, pen, tape (or digital) recorder, cell or smartphone.

SURVEILLANCE PACK: Includes microphones, listening devices
(bugs), GPS tracking devices, micro-cameras, full-sized
camera, laptop, tablet, smartphone, surveillance software, 1
costume disguise*

SCHOLAR’S PACK: Includes a backpack, several reference
books in an area of specialty, a pen, a composition book or
journal, a flashlight, and a multitool.

*The player does not need to choose the specific costumes
right away, and may choose them “on the fly,” as needed, but
once a costume is chosen, its place in the pack is fixed.

SCIENCE FICTION GEAR

No additional gear descriptions are required for science
fiction play; since most equipment is purpose-based, sci-fi
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versions of the above would simply need to be tweaked to
match the setting. A datapad, for example, is simply a highly
advanced version of a modern tablet. A medi-kit the high-
tech equivalent of a doctor’s bag, and a communicator no
different than a modern satellite phone with a planetary or
interplanetary range. Our modern “wearable tech” like smart
watches are already similar to the communication devices
seen in sci-fi films, and science fiction sensor suites aren’t
much different than miniaturized versions of hand-held
technology. Between this and the rules for gadgeteers (see
Book One) just about any sci-fi “effect” for equipment can be
easily worked up by enterprising game masters and players.

WHY NO PRICES?

We don’t include prices here because in modern games,
the goal isnt generally to track every dollar and cent the
characters have. Rather, they're equipped as befits their
background and necessity, and the GM rules what they
can and cannot have.

For those who wish a more “bookkeeping” approach,
Game Masters are encouraged to research the prices of
the day for keeping with the spirit of the era in which
you're gaming, keeping the exact decade (20's - 30’s,
80’s, 2000’s, or 2517) of their game in mind. Knowing,
for example, that a trip to the movies cost $0.75, or
an uptown bus ride ran the rider $0.05, adds a lot of
background flavor to a game. Still, the exact prices of
mundane entertainment and daily costs of living is not
essential to the kind of high-action gaming that most
multi-genre gaming entails.
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VEHICLES

Vehicles form an important part of a modern game. While
future sourcebooks will seek to greatly expand on this list, the
vehicles below represent most possibilities for cars, trucks,
motorcycles, sport utility vehicles, service and military
vehicles in the world today, with minor variations. Any
specific vehicle you should wish to construct should be easy
to mimic using the statistics below.

HOW TO READ THE STAT BLOCKS

Each vehicle is given statistics representing its basic
capabilities. How these come into play in game will be
explained in Book 5 - Rules of Play. Those already familiar
with the Fifth Edition rules will note that vehicular stat
blocks look very much like existing monster stat blocks, with
a few added elements. For now, here is what each statistic
represents in vehicle terms:

Vehicle size and type: This is a brief descriptive passage like
“Medium family hauler.” The sizes used are not the same as
creature sizes but are relative to other vehicles. See “Vehicle
Combat” in Book 5: Rules of Play for more on vehicle sizes.

ARMOR CLASS: Self-explanatory

HIT POINTS/HIT DICE: Self-explanatory. Vehicles can only
spend hit dice for “healing” if a mechanic spends time actively
repairing them.

SPEED: Unlike character speed, which is expressed in feet
per round, vehicle speed is expressed in miles per hour, and
will be split between cruising speed and maximum speed.



The cruising speed is the maximum safe speed, above which
drivers must make Dexterity (Driving) checks to maintain
control of the vehicle. Maximum speed is the fastest it can go
under normal conditions.

ACCELERATION: Acceleration increments are how fast each
round the vehicle can safely accelerate each round, or how
fast it can safely decelerate when coming to a stop.

STRENGTH: The vehicle’s power—used for things like
ramming, hauling capacity, towing, powering through
difficult terrain, etc.

DEXTERITY: The vehicle’s handling, how agile and adept
it is at maneuvering in difficult situations. When piloting a
vehicle, the driver uses their dexterity bonus or the vehicle’s,
whichever is lower.

CONSTITUTION: The vehicle’s toughness and ability to keep on
functioning after taking damage.

INTELLIGENCE: Represents any computer technology or
advanced systems the vehicle possesses. In modern vehicles
this can represent infotainment and driver aid/convenience
features like GPS systems, wi-fi hotspots and the like. In older
vehicles, this will likely be listed as n/a. In such occasions, the
driver’s Intelligence bonus is used when needed.

WISDOM: The vehicle’s basic optics systems or field of vision.
In modern vehicles this can represent advanced intelligent
safety systems like lane departure warning, frontal crash
mitigation, adaptive cruise control and the like. In older
vehicles, this will likely be listed as n/a. In such occasions,
the driver’s Wisdom bonus is used when needed.

CHARISMA: For most vehicles, this score is nil and non-
applicable, but it can represent the ability of a vehicle’s profile
to intimidate or influence others. It can also apply to vehicles
who are simply sleek—vehicles like high-end sports cars
may have a high charisma score, as can artillery and military
vehicles. Generally speaking, a vehicle’s ability to intimidate
another is expressed in a Wisdom saving throw DC equal to
12 + the vehicle’s Charisma bonus.

SAVES: Just as with monsters or characters, vehicles can
be tough enough to withstand heavy damage, can muscle
through tough situations, or are highly maneuverable. It’s
rare that a vehicle will have mental saves, but those with
advanced artificial intelligence systems, high-end optics,
shielding against EMP bursts or the like may have these.

SKILLS: SKILLS that vehicles mighthave caninclude Investigation
(GPS systems), Perception (Intelligent safety systems and
HUD), Stealth, Athletics, and even, if it has advanced computer
systems, things like history and even arcana.

DAMAGE AND CONDITION IMMUNITIES AND RESISTANCE: These
are self-explanatory.

SEATING: The number of passengers a vehicle can comfortably
carry. Exceeding this number of passengers may be possible,
at the GM’s discretion (people sitting on laps and the like) but
when this is done, all passengers suffer disadvantage to any
actions they take while in the vehicle.

EQUIPMENT
SPECIAL QUALITIES AND ACTIONS: Again, these are self-
explanatory. Actions will not list a full attack bonus for the
vehicle; this will always be dependent upon the abilities of the
person manning the weapon or taking the action. Ability checks
required for special qualities use the vehicle’s listed bonus. If
the driver is proficient in piloting the vehicle, they may also add
their own proficiency bonus to the check.

CIVILIAN VEHICLES
FORD MODEL T
Medium Passenger Sedan, 1908-1930s

ARMOR CLASS: 18
HIT POINTS: 30
SPEED: 30,50
ACCELERATION: 5

STR: DEX: CON: INT: WIS: CHA:
10 (0) 9(-1) 12 (+1) n/a n/a n/a
DAMAGE RESISTANCE: Bludgeoning

SAVES: Con +3
SEATING: 5

JEEP (WILLYS OR WRANGLER)
Medium Early SUV/ATV, Late 1930s-modern

Armor Class: 13
Hit Points: 20
Speed: 50/70
Acceleration: 10

STR: DEX: CON: INT:*
14(+2) 12(+1) 10(0) 13 (+1)

*Modern vehicles with active driver aid features only.

WiIS:* CHA:
10 (0) n/a

DAMAGE RESISTANCE: Bludgeoning
Saves: Str +4, Dex +3

Senses: Passive Perception 10*
Skills: Athletics +3, Investigation +3*
Seating: 5

SPECIAL QUALITIES

e Four-Wheel Drive: when driving through difficult
terrain, you treat it as normal terrain if you make a DC 15
Strength (Athletics) check using the Jeep’s bonus.

e Convertible: The roof on a Jeep is removable, resulting in an
open cabin. This frees up passengers to act unencumbered
(see Vehicle Rules, Book 5), but allows for targeting driver
and passenger without first targeting the vehicle.

e  Hauling: Jeeps have about 30 cubic feet of cargo space.

ACTIONS

e  Mounted Machinegun (Military Models Only): Ranged
Attack: 2d8+6/A piercing.
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MINIVAN/MICROBUS

Medium Family hauler, late 1940s — modern era

Armor Class: 12
Hit Points: 30
Speed: 55/100
Acceleration: 10

STR: DEX: CON: INT:* WIS:* CHA:
12(+1)  7(2) 12(+1) 15(+2) 14(+2) 7(-2)

*Modern vehicles with advanced driver aid and convenience systems only

Senses: Passive Perception 14*
Skills: Perception +4*
Seating: 7

SPECIAL QUALITIES

e Convertible Seating: Minivans can normally seat 7
people and have approximately 30 cubic feet of storage
behind the third row of seats. By removing the third row,
storage space can be increased to roughly 75 cubic feet.

MOTORCYCLE

Tiny 1- to 3-person (with sidecar) passenger vehicle

Armor Class: 12
Hit Points: 15
Speed: 55/115
Acceleration: 15

STR: DEX: CON: INT: WIS: CHA:
12 (+1) 15(+2) 7(-2) n/a n/a n/a

Saves: Dexterity +4
Skills: Acrobatics +4
Seating: 2 (3 with sidecar)

SPECIAL QUALITIES

e  Narrow Profile. With a Dexterity (Acrobatics) check, the
bike can fit through tight spaces other vehicles cannot.
The DC for this check is set by the GM, based on the level
of maneuvering required.

PICKUP TRUCK

Large 1913-modern era

Armor Class: 15
Hit Points: 65
Speed: 65/115
Acceleration: 15

STR: DEX: CON: INT:* WIS:* CHA:
18 (+4) 12(+1) 17(+3) 12(+1) 12(+1) 12 (+1)

*Modern vehicles with advanced infotainment and driver aid features only.

Saves: Strength +6, Constitution +5

Damage Resistance: Bludgeoning

Senses: Passive Perception 13*

Skills: Athletics +6, Investigation +3*, Perception +3*
Seating: 2-5 (depending on cab configuration and bed length)
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SPECIAL QUALITIES

e Four-Wheel Drive: when driving through difficult
terrain, you treat it as normal terrain if you make a DC 15
Strength (Athletics) check using the truck’s bonus.

e Towing: You can tow another vehicle with a towing
rig, up to 7,000 lbs. (some specific models can tow more
or less, depending on the model). While towing, all
Dexterity checks and save to steer the vehicle or avoid
obstacles are made at disadvantage.

e  Hauling: You have up to 50 cubic feet of cargo space.

SEDAN
Medium Mid-sized or full-sized; standard passenger vehicle

Armor Class: 13
Hit Points: 40
Speed: 65/120
Acceleration: 15

STR: DEX: CON: INT:* WIS:* CHA:
13 (+1) 14(+2) 13 (+1) 16(+3) 16(+3) 14 (+2)

*Only modern vehicles with advanced driver aid, safety and convenience features.

Senses: Passive Perception 15*
Skills: Investigation +5%, Perception +5*
Seating: 5

SEDAN, COMPACT OR SUB-COMPACT

Small standard passenger vehicle

Armor Class: 13
Hit Points: 55
Speed: 60/120
Acceleration: 15

STR: DEX: CON: INT:* WIS:* CHA:
8(1) 16(+3) 13(+1) 14(+2) 14(+2) n/a

*Modern vehicles with advanced driver aid, convenience and safety features only.

Senses: Passive Perception 14*
Skills: Investigation +4*, Perception +4*
Seating: 5

SPORTS/MUSCLE CAR

Medium Sedan-type, coupe or roadster

Armor Class: 15
Hit Points: 45
Speed: 70/250
Acceleration: 40

STR: DEX: CON: INT:* WIS:* CHA:
15(+2) 20(+5) 14 (+2) 16(+3) 16 (+3) 14 (+2)

*Modern vehicles with intelligent active safety systems, driver aid and convenience only.

Saves: Dexterity +7

Senses: Passive Perception 15

Skills: Acrobatics +7, Investigation +5, Perception +3
Seating: 2, 4 or 5 (depending on configuration)

Special: These statistics can also be used to represent a police
cruiser/interceptor.



SPORT UTILITY VEHICLE
Medium or Large 1950s — Modern Era

Armor Class: 14
Hit Points: 70
Speed: 65/110
Acceleration: 10

STR: DEX: CON: INT:*
14 (+2) 12(+1) 16(+3) 13 (+1)

WIS:* CHA:
13(+1) n/a

Senses: Passive Perception 13*

Skills: Athletics +4, Investigation +3*, Perception +3*
Seating: 5 (compact crossover) to 8 (3-row full-size crossover
with bench seats)

SPECIAL QUALITIES

e  All-Wheel Drive: when driving through difficult terrain,
you treat it as normal terrain if you make a DC 17 Strength
(Athletics) check using the SUV’s bonus.

e Towing: You can tow another vehicle with a towing
rig, up to 5,000 Ibs. (some specific models can tow more
or less, depending on the model). While towing, all
Dexterity checks and save to steer the vehicle or avoid
obstacles are made at disadvantage.

e Convertible Seating: SUVs can normally seat 5 to 7
people and have approximately 30 cubic feet of storage
behind their back row of seats. By removing or folding
the back row, storage space can be increased to roughly
75 cubic feet for a full-size 3-row crossover, or 50 feet for
a compact crossover.

STATION WAGON

Medium Family hauler, 1920s — modern era

Armor Class: 13
Hit Points: 40
Speed: 55/110
Acceleration: 10

STR: DEX: CON: INT: WIS: CHA:
13(+1) 14(+2) 13(+1) n/a n/a  7(2)

*Only modern vehicles with advanced driver aid, safety and convenience features.

Seating: 5

SPECIAL QUALITIES:

e Convertible Seating: Station wagons normally seat 5
people and have approximately 30 cubic feet of storage
behind their back row of seats. By removing or folding
the back seats, storage space can be increased to roughly
50 cubic feet.

CURTISS T-32 CONDOR*
Huge Multi-engine propeller or jet aircraft

Armor Class: 15 (Hull)
Hit Points: 150
Speed: 190/250

EQUIPMENT

Acceleration: 25

STR: DEX:* CON: INT: WIS: CHA:
15(+2) 10(0) 12(+1) N/A 14(+2) N/A

Damage Resistance: Bludgeoning, Piercing and Slashing
from nonmagical, non-vehicle-scale weapons.

Senses: Passive Perception 12, Blindsight 1 mile (radar)

SPECIAL QUALITIES
e Additional Fuel Tanks. Double maximum range

e Sleeping Quarters. Can carry up to 12 passengers in
luxury sleeper berths.

ACTIONS

e Machineguns**. Ranged Weapon Attack: +4 to hit, one
target, range 200/1,000. Hit: 14 (2d8+6) piercing damage
(10-round burst fire only).

* These statistics can be modified to represent any number of
civilian private jets and aircrafts. More modern private jets
will simply change out the speed and acceleration statistics.
The other stats should remain relatively consistent, though
modern versions with advanced sensor packages may have
an Intelligence score, and high-end models that are built to
impress may have a Charisma score.

**Generally speaking, civilian aircraft will not have weapons.
They are included here as an addendum for those wishing
their wealthy characters to have “modified for combat/
adventuring” versions and should only be available at the
GM'’s discretion.

MILITARY VEHICLES

FIGHTER JET, MODERN
Huge Air superiority fighter

Armor Class: 18

Hit Points: 120

Speed: 570/Mach 1.5 (Mach 2 for short bursts)
Acceleration: 75

STR: DEX: CON: INT: WIS: CHA:
15(+2) 21 (+5) 19(+4) 16 (+3) 17 (+3) 15 (+2)

Damage Immunities: Bludgeoning and slashing from non-
vehicle-scale weapons

Damage Resistance: Piercing from non-vehicle-scale weapons
Senses: Advanced optics package provides passive Perception
16, Blindsight (250 nautical miles)

Skills: Acrobatics +8, Athletics +5, Perception +6

SPECIAL QUALITIES

o Advanced Controls and Optics (Recharge 6). The pilot
can add both their dexterity and the jet’s dexterity
bonuses to all piloting rolls for the round.
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e  20mm cannon. Ranged Weapon Attack: +5 to hit, one
target, range 1,000 yd/7,400 yd. Hit: 10 (2d10) piercing
damage (B).

o Air-to-air missiles. Ranged Weapon Attack: +5 to hit, one
target,range1,000km/ 3,000 km. Hit:20 (5d10) bludgeoning
and fire damage. Any vehicle struck by a missile and not
destroyed must succeed at a DC 15 Constitution save or
suffer critical damage and be incapacitated.

e  Light bomb. Ranged Weapon Attack: +3 to hit, one target,
range n/a (dropped on target). Hit: 60 (2d6x10) to 150-
foot diameter area. Bombs cannot be used against other
aerial vehicles and must be dropped.

e  Multiattack. The jet fighter makes two attacks with its
cannons, or fires three missiles.

FIGHTER, WWII
Large Twin engine propeller or early jet aircraft

Armor Class: 16
Hit Points: 120

Speed: 295/400
Acceleration: 40

STR: DEX: CON: INT: WiS: CHA:
14 (+2) 17 (+#3) 12 (+1) n/a n/a n/a

SENSES: As pilot
SKILLS: As pilot

ACTIONS

e Machineguns. Ranged weapon attack: +3 to hit, one target,
range 1,000 yd/2,500 yd. Hit: 5 (2d10) piercing (Full auto
fire).

e  Rockets. Ranged weapon attack: +3 to hit, one target, range
500 yd/1,500 yd. Hit:20 (5d10) bludgeoning and fire
damage (20-foot radius).

FIGHTER, WWI BIPLANE
Large Single-engine propeller aircraft

Armor Class: 12
Hit Points: 40
Speed: 70/120
Acceleration: 10

STR: DEX: CON: INT: WiS: CHA:
10 (0) 11 (0) 8 (-1) n/a n/a n/a

SENSES: As pilot
SKILLS: As pilot

ACTIONS

e Machinegun. Ranged Weapon Attack: +0 to hit, one target,
range 200/1,000. Hit: 14 (2d8+6) piercing damage
(10-round burst fire only).

e  200-Ib. bomb. Ranged Weapon Attack: +0 to hit, one
target, range n/a (dropped on target). Hit: 60 (2d6x10)
bludgeoning and fire damage to 150-foot diameter area
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BOMBER, HEAVY, WWII-ERA
Gargantuan Multi-engine propeller or jet aircraft

Armor Class: 20 (Armored hull)
Hit Points: 150

Speed: 200/315*

Acceleration: 10

STR: DEX:* CON: INT: WIS: CHA:
18(+4) 10(0) 18(+4) 15(+3) 18(+4) 15 (+3)

Damage Resistance: Bludgeoning, Piercing and Slashing
from nonmagical, non-vehicle-scale weapons.

Senses: Passive Perception 17, Blindsight 2 miles

Skills*: Perception +7, Intimidation +6

*Modern versions can achieve Mach 1 or better, have Dexterity 16,
and may have Stealth as a skill.

ACTIONS

e Multiattack. The heavy bomber makes 6 attacks with its
machineguns and can drop anywhere from 1-14 bombs;
after 14 bombs, its payload is expended.

e Machineguns. Ranged Weapon Attack: +4 to hit, one
target, range 200/1,000. Hit: 14 (2d8+6) piercing damage
(10-round burst fire only).

e  Heavy Bombs. Ranged Weapon Attack: +4 to hit, one
target, range n/a (dropped on target). Hit: 120 (4d6x10)
bludgeoning and fire damage to a 200-foot diameter area.
Each additional bomb dropped expands the blast radius
instead of dealing extra damage.

TANK
Gargantuan Heavy mobile armored vehicle

Armor Class: 25 (heavy armor plating)
Hit Points: 200

Speed: 10/40mph

Acceleration: 5

STR: DEX: CON: INT: WIS: CHA:
30 9 30 18 18 18

Damage Immunities: Slashing; all damage from non-heavy,
non-vehicle scale weapons

Senses: Passive Perception 18

Skills: Athletics +14, Perception +8, Intimidation +8, Survival
+8

Saving Throws: Strength +14, Constitution +14

ACTIONS

e Multiattack. The tank makes 5 attacks; four machineguns
and one cannon

e Machineguns. Ranged Weapon Attack: +8 to hit, one
target, range 200/1,000. Hit: 14 (2d8+6) piercing damage
(10-round burst fire only).

o  Cannon. Ranged Weapon Attack: +8 to hit, one target,

range 1,000/5,000. Hit: 60 (2d6x10) bludgeoning damage
to a 50-foot diameter area



EQUIPMENT
EMERGENCY, SERVICE AND MISCELLANEOUS VEHICLES

The following table lists quick statistics for various service and emergency vehicles that player characters may encounter
in their adventures. While they aren’t full stat blocks, they provide the basics to be able to make most checks, as defined in
“Vehicle Combat” in Chapter 3. In general, these should have Strength, Intelligence, Wisdom and Charisma scores between 9
and 13, though vehicles with modern safety systems could have mental abilities of 14 or 15, and those with advanced optics
may reach 18.

Vehicle Dex Con Cr* Max* Acc* AC DR HP Notes

Ambulance 12 (+1) 17 (+3) 65 110 20 14 N/A 60 Contains medical equipment
Fire Truck 8(-2) 20(+5) 60 100 10 17 All 75  Also use for 18- wheelers
Paddy Wagon 10(0) 16(+3) 65 110 20 14 All 65  Reinforced van

Humvee 16 (+3) 19 (+4) 50 80 10 20 All 70  Military only

Eurocopter AS365 Dauphin 18 (+4) 15(+2) 90 130 40 15 90 Police helicopter

Boeing 747 10 (0) 18 (+4) 550 615 70 15 200 Commercial aircraft

*Cr = cruising speed / Max = Maximum Speed / Acc = acceleration.

SCIENCE FICTION VEHICLES

Science Fiction carries an entirely different set of assumptions than modern or fantasy gaming, and often, a GM will need to
create their own vehicles and equipment tailored to their specific setting. A few generic vehicles are presented here as a basis
upon which to build. In general, as mentioned above, science fiction “blaster cannons” deal energy damage, usually either
lightning, fire or radiant damage. In the table below “Men” refers to mental ability scores, the combined Intelligence and
Wisdom scores of the vehicle.

Vehicle Dex Con Men Cr* Max* Acc* AC DR HP Weapons
Starfighter* 21 (+6) 15(+2) 20(+5) 500 Machb5-plus 100 16 All 90 (2) Blaster cannons (3d8+5/A)
(2) Torpedo cannons (4d6; 6 shots total)
Hover Car 17 (+3) 15(+2) 15(+2) 75 220 25 12 None 50 (2) Blaster cannons (2d6+6)
Hover Bike 18 (+4) 10(0) 12(+1) 80 250 30 10 None 40 Blaster Cannon (2d6+6)

*Cr = cruising speed / Max = Maximum Speed / Acc = acceleration.
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SOUTH AMERICA, 1940

The guards lay twitching at the doorway. Natalya stood over them,
implacable behind her Fox mask, but the rest of the group knew her
well enough to know her jaw was set like stone. She wiped her blades
clean and slipped into the room, fading from view once more.

“Think she overdid it?” came Tennessee’s voice from the back.

“No,” Bucky coughed. “Screw them. Kill them all.” He coughed
again, and spat a globule of blood.

“Hey,” Maddie said, moving a lock of matted hair out of his eyes.
“Take it easy. It's just a good thing that Steve, Nat, and I were here.
We'll get you out, and we're all gonna get home. Much as I hate to
admit it, though, Nat’s got the right idea.” She sighed, and slipped
into the shadows on the other side of the door. She may not have been
psychic like Nat, but Maddie had her own talents, and having one of
the women out of sight on each side could come in handy.

Steve McPartland, a giant of a man, lumbered in the room,
supporting the barely-conscious Bucky. Tennessee and Mackie
brought up the rear.

o

“This is a cluster, no doubt about it, Darlin’,” Tennessee said. Then,
as Steve stepped aside, he added, “Oh, no, not one of these things
again.”

There, before the group, as they made their way into the cavernous
room filled with crates, machinery and strange, alien-looking
machinery, stood what appeared at a glance to be an oval mirror,
about ten feet high, with a brass frame covered in elaborate, runic
writing. Tennessee knew better than to try and translate it; he was
good, but this was an utterly alien tongue, one he now knew to have
originated on Venus, millions of years ago.

Mackie moved forward and breathed, “A Ring of Brass. The Order
has found one of the Rings of Brass. Do you have any idea what this
means?”

“Indeed I do!” came a voice that had the tenor of a stage whisper, but
the volume of a shout.

The group stepped back into a tight-knit formation, with the
wounded Bucky at the center, protected, as from behind the mirror
stepped a figure in black from toe to throat: black coat, black gloves,
black shirt and pants, black boots. Over his face he wore a mask in
the shape of a demonic cobra, and he held a rapier in one hand and
a .45 in the other.

“Doctor Serpent!” Mackie growled. “You son of a bitch!” She
pointed her snub-nose revolver at him...but couldn’t pull the
trigger. She tried, focused all her will on the task, but her finger
wouldn’t move, even as her whole body trembled.

“Put it down,” Doctor Serpent said, calmly, and Mackie’s hand
opened as if by its own volition. Her gun clattered to the ground,
several feet away. She looked to her companions, and they all
appeared frozen, unable to move.

Doctor Serpent sauntered towards her —actually, she reflected,
it really was more like a slither —and reached a cold, gloved hand
out to caress her cheek. She recoiled as a sense of base, instinctive
revulsion overcame her.

“Why would you even try?” he said. “None of you can overpower me.”

“No,” came a voice from the shadows, “But maybe we don’t need to.”

Maddie stepped from behind a statue, her nickel-plated .45 aimed
right at the villain’s chest. “Doctor,” she said. “Been awhile. I'd tell
you to give it up, but ah, screw it.” She pulled the trigger once, twice,
three and four times, and Doctor Serpent staggered backwards with
each shot, then hit the ground, where he lie still.

Maddie ran forward, intent on slapping her companions awake, when
Nat’s voice sounded in her head: Don’t do it! There’s more of them!
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There was a twang, and Maddie pitched forward with a cry, a black-
feathered arrow stuck through her shoulder. Then the soldiers ran
in, at least a dozen, with submachine guns. That roused Tennessee
from his trance, and he reacted instantly, training his dual Webley
revolvers on the new assailants and yelling, “Dive for cover!” He
opened up with both pistols and managed to drop two assailants
before they had a chance to react.

Then the gunfire erupted and the room was a cacophony of ear-
splitting typewriter sounds and blasts from hand cannons as chaos
took control. Steve was trapped in the middle of it all, until Nat’s
soft, Russian accent whispered in his ear. “Go,” she said. “I will get
Bucky to safety.”

Steve never doubted her orders; he knew in that moment that both
she and Bucky were invisible to everyone in the room, and would
remain that way until Nat did something to change it. He spun,
caught a bullet from one of his assailants, and hurled it back,
catching the thug in the throat. Steve charged the soldier and
grabbed him, slamming first his forehead into his enemy’s head,
then raining thick, meaty fists down like hammers.

Mackie dove for her gun, snatched it up, and started to rise before
realizing that Doctor Serpent’s body was nowhere to be seen.

“Gods dammit!” she cried. “Doctor Serpent’s not dead! He’s...”

Then the Ring of Brass sprang to life. First there was a shimmering,
swirling substance like mist, which cleared way to reveal an elderly
man in his late 60s, in what appeared to be a cave, grappling with
someone. The man’s visage was instantly familiar to Mackie, who
had carried his photo with her ever since she was a child. But it
couldn’t be him. He'd died four decades ago. So long ago she’d never
met him. It couldn’t be...

“...Grandfather!?” she shouted.

The man spun, and then she saw the figure withwhom he grappled — a

figure dressed all in black, wearing the mask of a twisted cobra over
its face. Mackie’s voice caught in her throat, and she froze in shock
just as, across the room, Lila stepped into the clear and drew her
bow, trained directly on Mackie’s heart.

Before she could release, however, there was a blur of motion and her
string snapped. The force of the breakage blew the bow backwards,
right into Lila’s face. She staggered backwards, to find herself facing
the lithe figure of Nat, in her Fox mask, moving with all the grace
of her chosen namesake in her crimson Kung-Fu outfit, her paired
rapier and main gauche swirling in a deadly dance.

Lila dropped her bow and kept her distance, matching the Fox step
for step.

“Fox,” she purred. “You know I'd love to see what’s under that
mask.”

“Many would, darling,” Nat spat back at her. “Keep wishing.”

With blinding speed, Lila’s hand shot behind her and forward again,
a Walther PPK in her grip. But the Fox was nowhere to be seen.

“Now you see me,” her voice floated through the air.

Lila spun, only to be faced with Maddie, her face a mask of pain,
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sweat matting down her blonde hair, and the arrow still protruding
from her shoulder.

“I wanted you to see this,” Maddie said, and ripped the arrow out
with another cry of pain, then tossed it away.

“That arrow,” Lila choked. “It was poisoned! You should be dead!”

“I should be dead a hundred times over,” Maddie grunted. “But I'm
immune to poison. Family heritage.”

Lila stepped back as Maddie came on, too shocked to even bring her
qun to bear. “But...you...how?”

“Let’s just say your boss isn’t the only serpent here. You know what
Maddie stands for?”

Lila’s face contorted and froze in horror as Maddie's beautiful
blonde face changed before Lila's eyes, growing hideously deformed,
covered in rotting scales. Her eyes glowed green, her hair came to
life, a thousand serpents writhing and snapping. A scream caught
in Lila’s throat, and every muscle in her body locked up.

“You're not going to die,” Maddie hissed. “But you'll wish you had.”

Lila’s skin turned ashen, hard. The petrification moved through her
muscles, into her nerves, up her throat.

“An eternity,” Maddie said, “Of life as a stone statue. Always
aware, never able to interact. Never able to speak. Just watching,
staring straight ahead, hearing everything, but feeling nothing but
cold, stark terror. You'll go mad, I guess. I wonder how long it'll
take?”

Inside, Lila screamed, and then the world turned colorless.

Maddie stepped back behind the statue and slid down. The pain in
her shoulder was intense. Then Nat was at her side.

“That wound,” Nat said. “It’s bad.”

“Yeah,” Maddie agreed. “I'm aware. I'll live, think, but I'm out of
this one.”

Nat nodded and looked at the grotesque statue that Lila had become.
“I've...never seen you take it that far.”

“I don't like to,” Maddie said. “It’s too easy. It feels too good.” Her
head lolled towards the statue. “But for her, for what she did to
Bucky, I made an exception.”

“I can’t obscure you,” Nat said. “Not with keeping Bucky out of
sight and fighting my own battles.”

Maddie nodded. “Just go help Mackie, Steve, and Ten,” she said.
I'll be all right. I've got these to back me up if anyone sees me.” She
lifted her twin .45's.

Nat nodded, and disappeared back into the fray. Maddie let out
a sigh and shivered. She turned her head to catch a glimpse into
the room, where Mackie still stood at the center of the maelstrom,
entranced in shock at the figures in the mirror.

This book is most important for Game Masters and players
running super science, superpowered and mystical characters



including the Arcanist, Gadgeteer, Hallowed, Mentalist and
Occultist. Herein you will find rules for creating gadgets and
superpowers, how to modify spell effects to create everything
from grenade launchers to cybernetics to superpowers. It will
also include rules for magic and psychic powers, as well as
complete spell tables and lists.

GADGETEERING

The Gadgeteer character class is predicated on building
gadgets (or purchasing powers, in the case of the Powered
Archetype) based on the effects of spells. There are a number
of restrictions that must be placed on such abilities in order to
balance the gadgeteer with other classes.

The key to any restriction on gadgets should fulfill three
important functions in game. First, it should maintain the
flavor of the game —a gadgeteer should never have a “magic
missile” gadget. They should have some sort of homing
blaster. Second, use of the gadget should maintain game
balance —first level characters shouldn’t be slinging around
5d8 area effects every round without consequence. Finally,
restrictions should have an in-game justification.

For example, a gadget that only works once per long rest is
battery powered and the batteries take 8 hours to recharge,
requiring a special power pack setup to begin the process.
Healing abilities based on nanotech might only be able to
generate so many nanites at one time, and it requires that
long to produce more. As the gadgeteer improves the gadget,
they can improve the technology for recharging, reducing it
to short rest and then at will, progressively.

Remember that spells purchased are the beginning of creating
a gadget, not the end. If a player wishes to do something that
is not strictly defined in a spell effect, the GM should work
to modify an existing spell and/or cost and restrict the effect
based on the closest available spell.

For example, if the player wishes to have, say, a robot snake
monster, the GM may score this as conjure animal except
the purchase gives a permanent robot snake instead of
summoning various living creatures, and base the HD, HP,
AC, attacks and other abilities of the robot on the guidelines
listed in that spell, as she sees fit. The trick here is to place fair
restrictions on gadgets such that the class don’t unbalance the
game, while not restricting the gadgeteer’s creativity.

Likewise, in the case of on-the-fly gadgets if an appropriate
level spell is not available but the player wishes to do
something that is roughly the same power level and would
make the game fun and interesting, roll with it! For example,
a character wishes to produce a device that scans for alien
technology. There’s no such spell in the list, but the Game
Master decides that it’s roughly equivalent in power to detect
magic, so scores the gadget similarly in terms of point cost and
level availability.

GUIDELINES FOR GADGET CREATION

It's important for a gadgeteer to envision a specific gadget
or power they want to have, and then work with the Game
Master to modify the necessary spell effects to suit that
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gadget or power suite. Game Masters are advised to carefully
adjudicate and monitor gadgets purchased by this character,
as some spells, when handed unrestricted to a player
character, can result in serious game imbalance. A character,
for example, who has the ability to create a Prismatic Sphere
whenever they feel like it is nigh unstoppable.

For this reason, the following guidelines are offered, and the
following restrictions for purchasing gadgets exist. Note that
these are suggested guidelines; your game master is free to
impose any additional restrictions they feel necessary, or can
ignore those listed here as they deem appropriate.

1. No spell effects above sixth level are possible as gadgets
(until the gadgeteer gains Quantum Tech/Cosmic Power
at 16" level).

2. A gadgeteer may not purchase a gadget that reproduces
effects of a higher level than half his currentlevel, rounded
up. Thus, a fifth- or sixth-level gadgeteer may purchase
third-level effects; a seventh- or eighth-level gadgeteer
has access to fourth-level effects, etc. At the GM’s option,
the level limit for gadgets can be suspended at character
generation (or at the beginning of a mission, in the case
of the gadgeteer with a Quartermaster, as below), but it
is recommended that no more than one gadget ever be
owned that is higher than the gadgeteer’s normal limit.

3. It is recommended that if a gadgeteer buys an effect at
maximum available spell level, they may use it once per
long rest, the rationale being that the battery burns out
and needs to recharge. Likewise, an effect purchased at
half or more the maximum available spell level may be
used only once per short rest.

Purchasing the effect again (at full cost) increases
usage: long rest becomes short rest; short rest becomes
unlimited. However, a gadgeteer must improve one
level beyond minimum before they may reduce long rest
to short rest, and three levels beyond minimum before
reducing short rest to unlimited.

For example, if a fifth level gadgeteer purchases lightning
bolt, a third-level spell, to create a Tesla Gun, he may
use it once per long rest before it needs to burn out, as
normally, a fifth level arcanist can only cast third level
spells maximum. If he purchases it a second time (which
he can only do starting at sixth level), he may use it once
per short rest. If he purchases it a third time (requiring
him to be eighth level), it may be used unlimited times.

This does result in the side effect that gadgets can be
purchased at a significant discount by simply waiting
until one is higher level to buy it. A gadgeteer who waits
until level 13 to purchase lightning bolt would only have
to purchase it once to get unlimited use, since level 3 is
less than half of the available spell level of 7.

4. Cantrip effects can always be used at will when
purchased, even by first level characters. In addition,
cantrip-based effects do automatically increase as per the
spell effect. The idea is that with these simple gadgets,
the gadgeteer is constantly tinkering to improve their
performance and reliability, and with powers, they
increase in effectiveness as the character grows into their
power suite. For example, if a gadgeteer buys fire bolt to
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create a napalm pistol at level one, it does 1d10 at first
level, 2d10 at 5" level, 3d10 at 11" level, and 4d10 at 17*"
level without the need for expending additional points.
This allows for gadgeteers to create a sort of signature
gadget that will improve alongside them, and will often
be a “go to” weapon or effect that they rely upon as a
base power, weapon, scanner, etc.

5. Any effect’s use can be restricted in a similar manner by
the GM, to prevent gadgeteers from having “runaway”
power. Consider what the ability does and limit it to
a reasonable number of uses per short or long rest. If
nothing else, consider the collateral damage created
by gadgets based on, for example, fireball or lightning
bolt. These will blast craters and holes in property
and can create unexpected injuries to innocents if
not used sparingly. If a player threatens to run away
with the game based on a gadget, the GM is in their
right to restrict the gadget, or otherwise force the
player character to feel the consequences (in game)
of unlimited use. In extreme situations, the gadget
could explode on a roll of natural 1 or be stolen by
an adversary...in which case the gadgeteer does not
regain the lost gadget points. A powered character
could have a power turn back on themselves in a
form of bio-feedback on a roll of natural 1, or suffer
“burnout,” causing them to lose access to the power
for a period of time determined by the GM.

6. Any spell that causes direct damage requires a normal
ranged attack roll by the character, regardless of the spell
effect in question. Thus, creating a ray gun through the
Magic Missile spell effect still requires the gadgeteer to
make a ranged attack roll with his gun (though The GM
may allow advantage on attacks with the item). Even
area effect spells such as Fireball even require such an
attack roll; failure could mean the gadgeteer himself is in
the burst area, having to make a Dexterity save for half
damage! TThe GM is well within their limits to impose
further limits on the use of such gadgets —perhaps
after five or ten shots they need to recharge for an hour
(requiring a short rest), or the gadgeteer must take a
round to reload with a new energy pack, just as with a
normal firearm.

7. Certain spells with a highly and clearly magical effect
such as raise dead, wish, and the like may not be available
to create as gadgets, at the GM’s discretion.

8. Effects that could provide measurable unbalancing
effects like cure wounds, mass heal, and the like may
be restricted by the GM even beyond normal per-rest
restrictions — perhaps the gadget is powered by batteries
which only have so many daily charges, or it produces
nanotech that knits wounds, and it can only generate
so many bots at a time. A solid guideline is always the
gadgeteer’s primary attribute (Intelligence, Wisdom, or
Charisma, depending on path) bonus between rests.

It could also be ruled that a given wound or set of
wounds can only be treated by such a gadget once,
because only so much medical healing can be done after
which the body’s natural processes must take over—so
after a battle, the gadgeteer can use his gadget on allies
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once, after which they must rely upon hit dice or long
rests to heal further.

If nothing else, any spell that has a specific material
component with a dollar value (see Chapter 4:
Paranormal) reflects a specific component required to
power the gadget. If, for example, a spell requires $500
worth of diamond dust per casting, the gadget requires
the same per use. Acquiring these components requires
a Wealth check at DC 15 + 1 per $500 component value,
though the specifics can be altered where it makes
sense—a spell, for example, that requires a figurine of
the caster could instead require some sort of detailed
3-D scan of the subject with the cost representing the
technology or energy needed to make the scan. The
character may make as many Wealth checks as they like,
until they fail. Each Wealth check, however, takes one
day to accomplish, and after failing, another check may
not be made for at least one week.

9. While gadget effects are based upon spells the player
should clearly describe what each gadget in his arsenal
is; never should a gadgeteer’s player say, “I'm using my
Magic Missile effect;” rather, he should say, “I pull out
my radium blaster.” If the gadgeteer fails to describe
his gadget properly and falls back on the spell name for
his effect, appropriate penalties should be put into play.
Perhaps the gadget malfunctions temporarily to comical
effect. Perhaps a penalty or disadvantage to any rolls
associated with the gadget is imposed, until the proper
terminology is used. Don’t unduly harm the character
with these, but hammer home the idea that flavor and
mood are important to the game.

IMPROVING GADGETS

When a gadgeteer decides to create a new effect, there is
no rule that states the effect must be installed in a brand
new gadget. For example, a gadgeteer at level one creates
what he calls “Tesla Gloves,” or gauntlets that allow him to
use the Shocking Grasp spell. By sixth level, he wishes to
create a “Tesla Gun,” picking up the Lightning Bolt spell.
He can, if he chooses, install the Tesla Gun effect right into
his existing gloves, giving him the option to use the effects
in both. In general, only complimentary or similar effects
should be installed together in a single gadget, but the GM
has final say in whether a gadget can be improved in this
manner, or how many effects can be built into a single piece
of machinery.

Likewise, a gadgeteer can improve the effectiveness of a
gadget. The cost to do this is the difference between the total
cost of the gadget’s new level, and any points already spent.

For example, the gadgeteer pays 3 points for magic missile
to create a radium homing blaster. The spell is purchased at
level one, allowing them to fire 3 bolts at 1d4+1 each, with
advantage on his attack rolls. When he hits 5th level, he
wishes to improve the blaster to effective 3rd level proficiency,
granting him a total of 5 bolts. The cost to do this would be
an additional 4 points (7, minus the 3 already spent), but only
once per long rest (max power level). If he waits till 8th level,
he'll retain unlimited usage.



POWER SUITES

In the case of powered characters, and in the same fashion
as improving gadgets (above), game masters and players are
encouraged to stop and think about superheroes in comic
books, and how their abilities tend to be “themed.” Rarely
does one see a character that has a complete set of utterly
disparate powers—cosmic-level superheroes who are the
last surviving members of their species aside. In general, a
character will have control over one element and most of their
powers will be related to that control in some way.

In the same manner, powered heroes should consider the
“theme” of their character’s abilities, and then choose (and
appropriately restrict and modify) powers that reflect that
theme. The Game Master should feel free to question any
powers that don’t seem to fit the theme but should also
be willing to hear justifications on the part of the player
character. Again, as with every aspect of the Gadgeteer, the
building of a powered character requires close collaboration
between player and game master at every level of play.

BIOTECH AND CYBERNETICS: SCHrl, CYBERPUNK,
AND THE POWERED CHARACTER

The rules for powered characters are the way you mimic
cybernetics and bioware in a cyberpunk or science fiction
setting. Another possibility is the use of find familiar to create
a specialized drone that would always be at the PC’s beckon
call, and later enhancing this ability with the various summon
spells, allowing for armies of robotic drones that can be
activated and put away as needed.

The possibilities for skinning powers and gadgets are endless.
it simply requires teamwork between the players and GM,
and a constant sight on balance between playability and
power level.

In playtest, one player used these rules to build a character
outfitted with bioware in a tech-noir near-future setting. The
rules don’t change at all; the beauty of the gadgeteer and
powered character is that it’s all in how you skin the abilities.
The player in question, for example, wanted an integrated
targeting system for his weapons.

He began by looking at true strike, which didn’t expressly
suit his needs, as it requires a full action to utilize. Instead,
he asked the GM if he could increase the level equivalency
by one (effectively purchasing it as a first-level power instead
of a cantrip) and use it as a bonus action instead. The GM
approved it, and the player how had an integrated targeting
system for his weapons.

PSIONIC POWERS

Psionic powers are abilities that impart great and broad
power but are far more focused than the magic wielded by
that of Arcanists. Mentalists may have far more control over
one or two areas of power but will never have the diversity
of effects available to them that their more traditional magic-
using counterparts have. Even still, psionics is a gateway
to vast power that creates suspicion and jealousy in more
traditional magic users.

PARANORMAL
Many games use psionics as not much more than another form
of magic; psionic power accomplishes many of the same things
that magic does, is broken down into spell-like lists of effects,
and Mentalists resemble little more than Arcanists or magi with
a different flavor. Worse, systems that do this fail to present
psychic powers that ring true of those we read about in many
science fiction novels, and those that fall into the realm of what
we grudgingly (and for lack of a better term) call “believability.”
We've all heard of clairvoyance, of ESS.P., of telekinesis, even
of pyrokinesis. Outside of systems that are trying to do little
more than simulate a different kind of magic, whoever heard
of psychic teleportation, or psychic time travel? This system
attempts to present a psychic powers system that not only is very
different from magic, but that remains in the realm of “familiar”
insofar as what psychic power is and what it can do.

USING PSIONIC POWERS

Psionic powers work off of an attribute check using the Psionics
skill. Unlike most other skills in the rules set, Psionics is not tied
to a specific ability score, but is combined with Intelligence,
Wisdom or Charisma, based upon the power in question.
Mentalists exhibit a range of powers dedicated across their
mental attributes. Unless otherwise noted, any psychic powers
that can be used on others have a range of “line of sight.”

The basic DC for a psionic power is 13 for a Basic power, and
15 for an Advanced power.

Each psionic power represents a broad range of potential
effects. Pyrokinesis, for example, can do a lot of different
things with fire. Since the range of effects possible with many
psionic powers is broad and varied, GMs and players are
encouraged to invent new effects and manifestations of their
powers, using those listed as examples.

The final DC to use these effects, as well as whether the power
is activated by a simple Attribute check or a Psychic attack
roll (see below) is always at the discretion of the GM. More
complex effects may see a higher DC than basic applications
of a power, though mimicking the effects of a spell usually
carries a DC equal to the base DC of the power, plus 1 per
level of the spell being mimicked (see “Psionics and Magic,”
below). This can act as a solid guideline for the GM to set the
DC of an unique application of a power —roughly what spell
level does it match in terms of raw power?

PsycHic BACKLASH

Any time a Mentalist attempts to use an ability beyond
their current expertise, there is a chance of suffering psychic
backlash, a sort of burnout for pushing their limits. If at any
time a Mentalist fails to achieve a minimum DC 13 to activate
a basic psionic power, or DC 15 to activate an advanced
psionic power (regardless of the required DC to activate the
power), she loses access to that power until she completes a
short rest. If, she rolls a natural 1, she loses access to the power
until completing a long rest, and also suffers 1d4 points of
psychic damage if the power is a Basic power, or 1d6 if it is an
Advanced power.

For example: Clara, a third-level Mentalist with 18 Wisdom,
attempts to activate her pyrokinesis power to mimic a fireball
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spell as cast at third level effectiveness. The DC for this use
of the power is set at 16 by the GM. She makes a Wisdom
(Psionics) check (pyrokinesis is a Wisdom-associated ability)
and gets a final total of only 11. The power fizzles, and Clara
cannot use pyrokinesis until she finishes a short rest.

If Clara had rolled a natural “1” on her check, regardless of
the final result of the check, she would not only lose access to
the ability until she completes a long rest, but she would also
suffer 1d4 points of psychic damage. In the case of a psychic
attack, you may successfully attack an opponent whose
psychic AC is below 13. In this case, the power works, but
you still suffer backlash, losing access to the power until you
complete a short rest.

For example: Clara attempts to use mental stun against a thug
whose psychic AC is a mere 11. She makes her check and
gets a result of 12. The thug suffers 1d4 psychic damage, fails
his saving throw, and is incapacitated and stunned for 1d4
rounds. Unfortunately, since Clara’s attack roll didn’t achieve
a minimum result of 13, she also loses access to her power
until she completes a short rest.

In addition, and at the GM's option, certain psychic powers
may rebound upon the Mentalist if the roll to use them is
failed. Pyrokinesis, for example, is particularly dangerous to a
Mentalist, for fire is hard to control. Likewise, biokinetic harm
can sometimes rebound if the psychic attempts particularly
powerful or deadly uses of this power. This is because pushing
psychic powers too far takes a toll on the Mentalist, who
must carefully weigh her power against the consequences
of its use. A psychic may have the ability to induce a heart
attack with biokinetic harm, for example, but attempting that
level of biokinetic manipulation could result in the psychic
themselves suffering an embolism that ends their own life!

This means that psychics must consider very carefully their
choice of effects when calling upon their abilities.

Psionics AND Magic

In general, psionics and magic should be distinct and separate,
but there are inevitably areas where the two will overlap (in the
example above, pyrokinesis is used to create flame effects similar
to fireball) In some cases—the aforementioned pyrokinesis in
particular, spell effects will often be used to mimic or to model
what a player wishes to accomplish with their abilities.

In general, a power that mimics an existing spell increases the
power’s DC by thelevel of the spell being attempted. The power’s
effect then functions identically to the spell it is mimicking.

Since fireball is at its basis a third level spell, and pyrokinesis
is a basic psionic power, the total DC to create a fireball with
psionics would be DC 16 (base DC of 13 for a basic power, plus
3 for a third-level spell effect). If the psychic wanted to cast it as
though using a fifth level spell slot, the DC would then be 18.

Finally, unless otherwise expressly stated within the
description of an individual power, Basic psionic powers
cannot mimic spell effects more powerful than half the level
of the Mentalist, rounded up. That is, a fifth-level Mentalist
could not create effects higher than third level spells, an
eighth-level Mentalist up to fourth level spells, etc.
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This is especially true in the case of powers that have
Advanced versions, such as the case of Mesmerism and
Mind Control. An Advanced power may be used for lesser
effects, but at a commensurate higher DC (it still has a
minimum DC 15 to activate). This allows for a Mentalist
who has suffered psychic backlash but has an appropriate
Advanced power to still attempt the same effect, with a
greater degree of difficulty.

PsycHic ATttAck RolLLs

In some cases, usually when a psychic power causes direct,
physical harm to an opponent (such as hurling an object with
telekinesis or using pyrokinesis to cast a fire bolt against a living
opponent) a power will indicate the necessity for a psychic
attack roll. In this case, no power activation roll is necessary;
instead, the Mentalist makes a psionic attack roll to strike the
target. Psionic attack bonus is calculated as follows:

Psychic’s Wisdom modifier + Proficiency bonus.

This presents an interesting aspect to the psionics rules. As
mentioned earlier, a character can successfully attack an
opponent with a psychic attack roll and still suffer psychic
backlash. As in the earlier example, the mentalist using
mental stun on a target with a mental AC of 11 (see below),
makes her psychic attack roll with a result of 12. She strikes
the opponent and the power works, but she still suffers
backlash for failing to achieve the base DC 13 to activate a
basic psionic power

AC vs. PsycHic ATTACKS

The AC of the target of a psionic attack, for attacks that create
physical effects, such as telekinetic attacks, is standard, unless
the effect mimics a spell, in which case the effect is subject to
the same restrictions as the spell it is mimicking (fireball, for
example, doesn’t require a roll vs. AC to activate; it goes off
based on the spell CL and is then subject to the same restrictions
and effects as the spell, and in fact wouldn’t require a psychic
attack roll; fire bolt, on the other hand, does require a psionic
attack roll which substitutes for the activation check).

For effects such as mental stun or biokinetic harm, which deal
damage by manipulating the victim’s biological processes or
using the psychic’s mental force to attack the mind of a target,
psychic AC is determined by adding the victim’s Wisdom
saving throw bonus to 10 (essentially, this is a passive Wisdom
Save); physical armor bonuses do not apply. As always, the
GM is the final arbiter of the target’s AC.

REsisTING PsioNic POWERS

In most cases, an unwilling victim of a psychic power resists
with a Wisdom-based saving throw against your psionic save
DC. On occasion, however, an Intelligence, Charisma, or
other saving throw may be indicated; in such cases, the ability
score save will be listed within the power’s description. In
cases where a psionic power mimics a magic spell effect,
the power (once successfully activated via the appropriate
Attribute check or Psychic Attack Roll) is subject to the same
restrictions, limitations, and resistances as the spell, including
associated saving throws.



BASIC PSIONIC POWERS

Listed below are descriptions of the Basic Psionic Powers.
These abilities have no prerequisite, and a psionic character
can select them any time a new power is available.

BIOKINETIC HEALING (CHA)

Biokinetic healingallows a psychic, with a successful Charisma
(psionics) check, to heal injury or disease in another. So long
as the patient is conscious and mobile (i.e. hit points are still
above zero) this Charisma check is a standard Attribute check.
The amount of damage that may be healed by this ability is
1d4 per every 2 Mentalist levels.

For patients who have been reduced below zero hit points,
two Charisma (psionics) checks must be made; the first
stabilizes the patient, and the DC for this check is increased
by 2 for each Death Save the patient has failed. Thus, if the
patient is currently at 0 hit points and failed 2 Death Saves,
the Charisma check to stabilize is at DC 17 (base 13, plus 4
for the two failed saves). The second is a standard Charisma
(psionics) that restores hit points as standard. Once a patient is
stabilized, no further stabilization checks need be made to heal
additional hit points; all checks heal hit points as standard.

In addition, this ability can restore 1d4 points of attribute damage
if the psychic makes a Charisma (psionics) check; in this case, the
DC is increased by the amount of attribute damage suffered; if a
patient has suffered 4 points of attribute damage, the Charisma
(psionics) check to attempt to restore is at DC 17 (Base 13 plus 4
for damage).

Finally, Biokinetic Healing can mimic the effects of lesser
restoration (DC 16) or greater restoration (DC 19).

This ability requires a “laying on of hands”; in other words,
the psychic must touch the patient to be healed. Note that
Biokinetic healing only works on others, not on the psychic.

CLAIRAUDIENCE (WIS)

Clairaudience is an ability that allows the psychic to hear
things far away. Unlike most psychic powers, this ability and
its cousin, clairvoyance, are designed to transcend normal
senses and step outside of “line of sight.” To use this ability,
the psychic must know exactly where his target is, or be
intimately familiar with the target (family member, lover,
very close friend, etc.), or must have some personal item of
the target to use as a psychic focus.

This ability is focused upon a living creature, not upon a place,
unless used in conjunction with a successful Clairvoyance
attempt (see below). Using this ability requires a Wisdom
(psionics) check with a DC equal to 13 plus 1 per 5 miles of
the target. If successful, the psychic can hear as though she
were in the room with the subject.

CLAIRVOYANCE (WIS)

Also known as “remote viewing,” clairvoyance allows
the psychic to see people, places, and things far from his
current location. The DC to use this ability is the same as

PARANORMAL
Clairaudience (see above) but Clairvoyance may be focused
upon a location or object as well as a person; the rules of
familiarity still apply just as with Clairaudience, however.
If a psychic makes a successful clairvoyance roll, he may
use any psychic powers he possesses as though his target
were in direct line of sight (including clairaudience, which
requires only a basic DC 13 Wisdom (psionics) check to
activate in this case).

Clairvoyance has another use as well, however; the psychic
can use it to gain visions of the future. This ability works
exactly as a Divination or Commune spell, but the answers
come from within the Arcanist, and require an Intelligence
check to activate; simulating a Divination spell is DC 17;
simulating a Commune spell is DC 18.

COMBAT AWARENESS (INT)

In many ways, Combat Awareness is an extension of the
psychic’s basic psionic insight but geared specifically towards
the dangers involved in battle. Activating the ability requires
an Intelligence (Psionics) check as a bonus action. While this
power is active, the psychic uses their psionic attack bonus
instead of any normal proficiency and ability score bonuses
during combat, when making ranged or melee attacks.

When determining damage, the Mentalist deals damage
equal to the weapon’s damage plus their highest mental
ability score bonus.

This ability does not affect skill checks, ability checks, or
saving throws. Once activated, this power lasts for up to 1
minute, so long as the Mentalist maintains concentration.

Finally, any time a Hooligan attempts to Sneak Attack the
psychic while this power is active, the psychic may make a
Wisdom Saving Throw against the Hooligan’s attack roll;
if the psychic wins, he is not caught off guard and is thus
immune to the extra damage from the Sneak Attack (but may
still be struck as a regular attack, if the Hooligan’s attack is
otherwise successful).

EMPATHIC TRANSMISSION (CHA)

Empathic Transmission lets you project an emotion at an
opponentand cause them to feel it. For example, you could cause
someone to feel afraid or hopeless, giving you an advantage
in combat; alternately, you could cause that suspicious police
officer to suddenly sympathize with your plight.

Use of this ability requires a full round; it cannot be used
while the psychic engages in combat, as it requires focused
concentration. Once successfully invoked, the power lasts
for one minute or as long as the psychic concentrates on the
victim, who resists with a Wisdom Save. Victims can repeat
this save every round at the end of their turn, ending the
effect upon themselves with a success.

Emotions that can be invoked with this power are generally
divided into the groupings of Easy, Medium, and Hard.
Unless otherwise noted, easy emotions have a DC 13 to
invoke; medium emotions have a DC 15, and hard emotions
have a DC 18. Some possible emotions are listed below; others
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may be devised by the player or GM as the game goes on.
Alternately, the psychic can evoke spell effects (one such
effect, confusion, is listed below).

Note that the GM should always roll uses of this power in
secret; unless he possesses the Empathy power (see below)
the psychic has no way of knowing if he was successful in
the use of this power until he observes the target’s behavior.

EASY EMOTIONS:
Suspicion: the target’s attitude is worsened by one step.
Good Will: the target’s attitude is improved by one step.

Trepidation: the target is shaken, suffering a disadvantage on
attack rolls, damage rolls, and saving throws.

MEDIUM EMOTIONS:
Amiability: the target’s attitude is improved by two steps.
Discord: the target’s attitude is worsened by two steps.

Fright: the target is frightened, fleeing as well as it can. If
unable to flee, the target will attempt to flee at the first
opportunity.

Love/Lust: the target is charmed.

Rage: The target enters a blind rage and attacks the nearest
creature immediately.

Weariness: the target feels fatigued, suffering 1 level of
exhaustion.

HARD EMOTIONS:
Antipathy/Sympathy: per the spell.

Confusion: The target is affected as per the confusion spell. This
effect is DC 19.

Hopelessness: The target loses all hope and submits to simple
demands from opponents, such as to surrender or get out. If
no foes are present to make demands, there is a 25% chance
that the hopeless creature is incapacitated with despair. If
the creature remains free to act, there is a 25% chance that it
retreats at normal speed.

Nausea: The target is unable to attack, cast spells, concentrate, or
do anything else requiring attention or concentration. The target
can do nothing on his turn except move at standard speed.

Panic: The target becomes panicked and suffers a -2 morale
penalty on all attack rolls, damage rolls, and saving throws,
and must flee at the first opportunity. If cornered, the
victim will simply cower. Generally, panic involves crying,
screaming, begging, and other noisy factors.

EMPATHY (CHA)

Empathy allows you to detect the emotional state of a single
creature, gaining insight into the target’s mood and attitude.
To perform this ability, you must spend an entire round
concentrating on the target and make a Charisma (Psionics)
Check. The target can resist with a Wisdom saving throw.
If the roll succeeds, you receive a general description of the
target’s emotional state. This ability grants the user advantage
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on all attempts to bluff, intimidate, persuade, or otherwise
non-psychically influence the target (this bonus does not
apply to the use of Empathic Transmission.)

MENTAL STUN (WIS)

Activation of this ability is accomplished by making a psychic
attack roll. The character fires a blast of psychic energy at his
opponent, causing nonlethal damage and potentially stunning
his opponent. This ability deals 1d4 points of psychic damage
and requires the opponent to make a Wisdom saving throw
or be stunned and incapacitated for 1d4 rounds. Victims
incapacitated in this manner may attempt a new Wisdom
save at the end of each of their turns, ending the effect on
themselves with a success.

Repeated uses of this ability against the same victim deal
additional damage and increase the amount of time the victim
remains incapacitated. Victims incapacitated in this manner
may attempt a new Wisdom save at the end of each of their
turns, ending the effect on themselves with a success.

MESMERISM (CHA)

Mesmerism requires a Charisma (Psionics) check resisted by
the target’s Wisdom Save. If successful, the psychic can create
the effect of any of the following spells: command (DC 14),
sleep (DC 14 and affects one creature only, but is not restricted
by HD), suggestion (DC 15), hypnotic pattern (DC 16), or other
spells and effects which, at the GM’s discretion, fall within
the overall umbrella of mesmerism; the psychic must declare
which effect they are trying to invoke before using this power,
and GMs should take care to maintain a difference between
Mesmerism and Empathic Transmission in terms of what
each can accomplish.

METABOLIC CONTROL (WIS)

The basic use of Metabolic Control works in an identical
fashion to Biokinetic Heal but works on the psychic rather
than on another and uses Wisdom instead of Charisma for
all checks.

A secondary, albeit just as important, use of this power is
the classic “mind over matter.” Any time a character with
Metabolic Control is required to make a Constitution Saving
Throw, they may as a reaction activate Metabolic Control with
a Wisdom (Psionics) check. If successful, they gain advantage
on the Constitution save.

OBFUSCATION (CHA)

Obfuscation is an ability that allows a psychic to move
undetected, even when in plain sight or in the middle of a
crowd. The psychic makes a Charisma (psionics) check to
activate the ability; any who might spot the psychic may
attempt a Wisdom saving throw to resist the effect.

While this ability is active, the psychic is able to move
completely undetected unless she does something to give
herself away (such as attacking an opponent, moving an
object in plain sight, etc.)



Note that this power does not actually render targets invisible;
it just telepathically convinces anyone looking at the target
that it isn’t, in fact, there. Thus, the target still may cast a
shadow on a sunny day, giving it away.

On the other hand, since this invisibility is based on a form
of mind control, successfully obfuscated Mentalists may be
invisible even to abilities that normally allow one to see the
invisible. In addition, the power is selective; the psionic can
choose, for example, to allow her allies to see her while her
enemies cannot.

PASS UNNOTICED. An alternate use of this power simply
allows the psychic to pass unnoticed, rather than unseen; that
is, people will remember someone having passed by, but will
be completely unable to remember anything about them. The
system for doing so is the same as for passing unseen. It does
not, however, work against electronic surveillance.

OBFUSCATION IN COMBAT. It is possible to use this ability
in combat; in this case the power works similarly to the
invisibility spell, including the psychic revealing themselves if
they engage in hostile actions as per the spell. After revealing
themselves in such a manner, the psychic must use an action
to attempt to re-activate Obfuscation.

As with other psionic powers, the psychic can attempt to
mimic greater invisibility with this power, but this carries a DC
17 to activate.

OBFUSCATING ANOTHER. It is also possible to obfuscate
another, but doing so increases the DC by 2, for a total DC of
15. In addition, the recipient must remain within sight of the
psychic (who can always see through their own obfuscation).
Attempting to obfuscate multiple targets is possible, finally,
but increases the DC by 2 per additional person beyond the
first. Thus, if the psychic wanted to obfuscate herself and two
others, the DC would increase by 4, for a total of 17 (13 for
the psychic, and 2 each for the additional two). If the psychic
wished to obfuscate three people, none of which were her,
she would need to make a DC 19 check (15 for the first, plus 2
each for the additional targets).

OBFUSCATING AN OBJECT. Obfuscating an inanimate object
of up to human size is possible as a basic use of this ability.
Each additional object (or each additional multiple of
roughly human size, or portion thereof) increases the DC by
1. Such objects need not remain within the psychic’s line of
sight to remain obfuscated, but the psychic must maintain
concentration to continue to obfuscate them (see below).

All uses of obfuscation require concentration to maintain, and if
the psychic loses concentration, all obscured targets are visible.

PSYCHIC DEFENSE (WIS)

Psychic Defense is a powerful psionic ability that builds a
mental wall up to protect the psychic’s mind and emotions
fromintrusion. The psychic may choose to substitutea Wisdom
(Psionics) check to activate this power for any attribute saving
throw that would normally require Intelligence, Charisma, or
Wisdom. Note this ability only works for saving throws, not
for other kinds of attribute checks. This ability stacks with the
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standard Mental Resistance ability granted by the Mentalist

character class.

PSYCHOMETRY (INT)

Psychometry is also often known as Object Reading. This
ability allows a psionic to detect properties, history, and
abilities (if any) of any inanimate, nonliving object she touches.
In a fantasy game, its most common use is to mimic the first-
level spell identify, requiring a DC 14 check as standard for
mimicking a first-level spell (Base 13 + 1).

Another use of psychometry is to discover secrets about an
item’s past. With a successful activation of the power, the
Mentalist can divine where the item has been, the ways in
which it has used, or even facts about its previous owners.
The DC for this test increases by 1 per five years in the past
the Mentalist attempts to look. Thus, attempting to divine
information about someone who owned the object a century
ago must make a DC 33 check. Each successful psychometry
check will divine 1d4 pieces of information about the item’s
past or about a past owner.

PYROKINESIS (WIS)

Pyrokinesis is the destructive ability to control heat and
fire. The DC to use this ability depends upon the effect the
Mentalist is trying to generate. The effects of any fire-based
arcane magical spell can be duplicated by this ability; the
DC of these effects is standard; to mimic Burning Hands, a
first-level spell, the DC is 14. Mimicking Fireball, a third-level
spell, has a DC of 16.

Controlling fire in other ways is also possible. Simple effects,
such as creating a spark to ignite kindling for a campfire in
dry conditions, or lighting a lamp or pipe, have a base DC
13. Moderately difficult effects (the kindling is soaked; a
small bonfire needs to be staunched) have a DC 16. More
difficult effects can have a DC of anywhere from 20 (engulfing
a carriage in flames) to 50 (engulfing an entire building in
flames) or greater, at the GM’s discretion.

This power is as dangerous to the Mentalist as it is to the
target. Any time a Mentalist fails a roll to activate a power,
the ability turns back upon him, dealing 3 (1d6) fire damage
per DC of the attempt above 13 (DC 13 effects deal no
damage; the backlash just causes a minor, small, but painful
burn). The Mentalist may make a Constitution save against
their own psionic save DC for half damage.

Any effect that mimics a spell which would normally require
a ranged or touch spell attack (fire bolt, for example), requires
a psionic attack roll instead of a psionic activation roll.

SPIRIT MEDIUM (WIS)

Spirit mediums possess the ability to sense, see, and
communicate with the spirits of the dead. Mediums are also
called spiritualists. This ability can present challenges to many
games — after all, if a character can speak to the dead, they can
instantly solve murders. To that end, it's suggested that Game
Masters set certain restrictions on its use, these based on the
laws of nature (or supernature, as the case may be).
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Rule the first. The dead are forbidden from speaking about
the afterlife. Any information a spirit attempts to provide
about what lies beyond death comes out as garbled
nonsense.

Rule the second. The dead cannot remember anything that
happened for at least an hour leading up to their death,
and the process of becoming a conscious spirit always
takes long enough that the dead person is well established
at the morgue or in the ground before they realize they
are separate from their body. While they may have vague
impressions about what happened to them before death,
they won’t be able to provide concrete answers. They
may, however, be able to provide clues based on these
impressions that can lead investigators to help them find
the cause of their own death.

As with other psychic powers, this ability can be used to
mimic a broad range of spell effects, with the DC of the
Wisdom (psionics) check equal to 13 + the level of the spell
effect. Detecting the presence of spirits is a basic check.
Seeing spirits increases the DC by 1 and communicating
with them, increases the DC by 2.

However, spirit medium abilities are strictly limited to sensing
and communicating with the dead; they may not summon,
command, channel or control the dead; this is the purview of
the advanced Necromancy power. The extent of their control
over a spirit should be limited to forcing the spirit to answer
questions put to it by allowing the spirit a Wisdom saving
throw to resist.

The danger of mediumship is that a failed roll not only results
in psychic backlash, it potentially (at the GM’s discretion)
opens the medium up to possession, assault, or other
unpleasantness by the spirit in question.

TELEKINESIS (INT OR WIS)

Telekinesis, as most everyone knows, is the ability to move
objects with the mind. The basic functionality of TK is one
of the simpler psionic manifestations. The Mentalist makes a
standard Intelligence (Psionics) check; the resultis his telekinetic
strength, functioning exactly as though it were the character’s
Strength attribute for purposes of using his Telekinesis. Thus, a
character who rolls Intelligence (Psionics) and achieves a result
of 15 can with his TK move any object that could be moved by
a character with a strength of 15. It is possible for a character to
use Telekinesis to wield a melee weapon in combat; however,
use of this ability requires maintaining concentration, and uses
a psionic attack roll instead of an Intelligence (psionics) check.
Aiming a standard ranged weapon (such as a bow or firearm)
is impossible using telekinesis, so such weapons cannot be
effectively wielded in this fashion.

Hurling an object at an opponent as a ranged attack is
possible, however, and requires a psionic attack roll after
standard activation. Standard activation is still required in
this case, to be sure the psionic has the mental strength to
lift and throw the object. Objects deal damage based on their
weight, as follows:
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OBJECT WEIGHT DAMAGE
1to51b. 2 (1d4)
6 to 10 Ib. 3 (1d6)
11 to 15 1b. 4 (1d8)
16-20 1b. 5 (1d10)
6 (2d6) + 3 (1d6) per 10 Ibs. of weight
211b and above (drop fractions) above 20 1bs." Delete

the rest of the information in that cell.

TELEPATHIC COMMUNICATION (INT)

This ability allows the Mentalist to send messages via
telepathy. It does not allow the reception of return messages.
Sending a message requires nothing more than an Intelligence
(Psionics) check; unwilling recipients resist with a Wisdom
save. Sending thoughts to multiple subjects increases the DC
by 1 per mind after the first and is not discretionary; all linked
minds will hear all thoughts transmitted by the psychic.
Maintaining this power requires concentration.

TELEPATHIC PROBE (WIS)

Telepathic Probe is, quite simply, mind reading. It is this
ability, in conjunction with Telepathic Communication, that
allows a Mentalist to conduct two-way psychic conversations;
using this ability to receive thoughts projected from friends
requires a Wisdom (Psionics) check with a DC 13 plus 1 per
willing mind after the first (opening communication with 4
people requires a DC 16 check), and requires concentration to
maintain. if you have both Telepathic Probe and Telepathic
Communication, you may concentrate on both at the same
time. This is an exception to the rule that only one ability
can be concentrated on at once. Using two-way telepathic
communication in this manner does not require an action, so
long as both powers are active and maintained."

It is also possible to read unwilling or unsuspecting minds
with this power, though this is a bit more difficult. Gleaning
immediate surface thoughts are the easiest; this requires a
Wisdom (Psionics) check, with unwilling targets permitted a
Wisdom saving throw.

Attempting to go deeper is more difficult; attempting to
read the mind of a target in order to learn secrets grants
the target a saving throw at advantage. Going even deeper,
to probe for the roots of phobias, childhood trauma, or
similarly blocked memories might impose disadvantage
on the Wisdom (Psionics) check to read the target, as well
as granting advantage on the save. At the GM’s discretion,
digging that deeply could also carry other consequences
such as exhaustion, psychic damage, incapacitation or
other effects.

ADVANCED PSIONIC POWERS

The abilities below may not be selected before the Mentalist
reaches ninth level. In addition, each ability has prerequisite
powers that must first be possessed before the advanced
version is selected.



BIOKINETIC HARM (WIS)

Prerequisites: Mental Stun, Biokinetic Heal

Biokinetic Harm is, quite simply, the ability to hurt someone
through manipulating their body. Heartattacks, hemorrhages,
lesions, contusions, all of these can be accomplished by the
psychic with this brutal power. All uses of this ability are
performed with a psychic attack roll against the target’s
psychic AC. A successful strike causes the victim to suffer
15 (3d10) points of damage. This damage can be psychic or
necrotic, at the discretion of the psychic.

Another use of this power is to cause temporary ability
damage to a victim, though this is more difficult. A psychic
attack is made as above, but victims of this attack are entitled
to a Wisdom saving throw at advantage, suffering no damage
on a success. A successful attack reduces an attribute of the
psychic’s choosing by 2 (1d4) points. Abilities reduced in this
manner are restored after the victim completes a long rest.

More powerful effects may be possible; a psychic could,
for example, attempt to mimic the effects of spells such as
contagion, divineword, power word or harm, but the consequences
of such uses are always at the discretion of the GM, and such
effects may, in lieu of an attack, require a psychic activation
check —a failed check on contagion, for example, could result
in the psychic suffering the effects instead of the target.

EMPATHIC BOND (CHA)

Prerequisites: Empathy, Empathic Transmission

This ability allows you to establish an empathic rapport
between yourself and another thinking creature.
Establishing this rapport requires ten minutes of total
concentration from both the psychic and the recipient of
the bond. At the end of ten minutes, the psychic makes
a Charisma (Psionics) check. If successful, the bond is
created for a duration of 4 (2d4) + the psychic’s Charisma
modifier in hours and requires concentration to maintain.
It has no maximum range; the shared bond can be felt
across opposite ends of the world.

It is possible to create a bond with more than one person
simultaneously; for each person after the first added, the DC
increases by 1.

While the bond is in effect, the joined parties can sense each
other’s emotional state, and general direction towards one
another, as well as perceive the general distance separating you
(very near, far, hundreds of miles, thousands of miles, etc.).

It is also possible to establish a permanent rapport between two
willing individuals. This requires a full day’s concentration, a
successful Charisma (Psionics) check, and the permanent sacrifice
of 1 point of Charisma by both the psychic and the target.

MIND CONTROL (CHA)

Prerequisites: Mesmerism, Empathic Transmission

By making a Charisma (psionics) check at the appropriate
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DC, the psionic can mimic the effects of the dominate beast
(DC 19), dominate person (DC 20), or dominate monster (DC 23)
spells. Targets are permitted a saving throw as though being
affected by the spell chosen.

NECROMANCY (CHA)
Prerequisite: Spirit Medium, Telepathic Probe

If being a Spirit Medium permits one to sense, see and
communicate with the spirits of the dead, a true necromancer
can actively summon and control such entities, whether
benign or malign. The most common use of Necromancy is
to perform a séance, wherein a deceased spirit is invited into
the psychic’s body to speak and act through them. It is worth
noting that in most settings the term “necromancy” will carry
distinct negative connotations, so most necromancers will
refer to themselves as advanced mediums or channelers.

Actively channeling a spirit into one’s body is a DC 18 effect,
and if the spirit chooses not to depart at the end of the séance,
the medium must succeed at a Charisma save to force the
spirit out. The DC for this save is equal to 8 + spirit’s charisma
bonus + spirit’s proficiency bonus. If the spirit's Challenge
Rating is higher than the Mentalist’s level, the save is made
at disadvantage.

Summoning spirits (including incorporeal undead and
angelic or demonic entities) is possible, with the DC equal
to 10 plus the spirit’s Challenge Rating. Goodly spirits of the
dead that have already moved on to their final reward (or
those spirits which have somehow been utterly destroyed or
trapped) cannot be forcibly summoned; they are beyond the
reach of the psychic to summon.

While a spirit is within the necromancer’s body, and provided
that the necromancer remains in control, they may access the
spirit’s knowledge, memories, and even potentially some of
its abilities, including telekinesis and a range of other psychic
powers. The specific abilities and knowledge available are at
the discretion of the Game Master, but should include any
supernatural powers the spirit possesses, according to its
listing in the Manual of Monsters. If the spirit attempts to
deny access to these abilities, it is entitled to a Wisdom save
against the psychic’s save DC to resist.

Other effects are possible at the discretion of the GM and
player; use these as an example, and any similar spell effects
as a baseline for determining check DC. As with spirit
mediumship, the danger of necromancy is that a failed roll
not only results in psychic backlash, it potentially (at the
GM’s discretion) opens the medium up to possession, assault,
or other unpleasantness by the spirit in question.

Exorcism. Exorcisms are possible by medium. For every ten
minutes of ritual, the medium must make a psychic attack
roll against the spirit’s psychic AC. Success deals 15 (3d10)
damage to the spirit. The spirit is entitled to a Wisdom saving
throw. If it succeeds, it suffers half damage and the medium’s
Charisma score is reduced by 2 (1d4) points. The psychic’s
Charisma is restored to normal after the medium completes
a long rest. However, if the medium rests before driving the
spirit out, it too recovers, requiring the entire process to start
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over. If the invading spirit reaches zero hit points, they are
cast out of the body and dismissed to the realms of the dead.
If the medium’s Charisma is reduced to zero, they are utterly
broken and will never break the possession.

Other effects are possible with this ability, including
mimicking spells such as dispel evil and good, and banishment,
though these generally only apply to spirits that have a
corporeal form or can at least be seen—a possessing entity
within the body of a victim, for example, cannot be banished,
as the spirit itself cannot be seen.

TELEPATHIC BOND (WIS)

Prerequisites: Telepathic Communication, Telepathic Probe

As Empathic Bond is with emotions, this ability is with
thoughts. The requirements are identical, but all rolls are
based on Wisdom, rather than Charisma, and as long as the
characters are bound, they know everything there is to know
about one another, including one’s deepest, darkest secrets.
This is an extremely personal ability, and most Mentalists only
use it upon those they trust and care for the most. Characters
bound by this ability are constantly and continually aware of
what each other is thinking, no matter how far apart they are,
so they generally know exactly what is going on with each
other at any given time; however, without a shared empathic
bond (see that power for details) they don’t experience the
emotions of one another.

Two characters bound in this manner can call upon the
knowledge and experience of one another, them to mimic
each other's intuition-based class abilities, though use
of mimicked abilities is at disadvantage. If the ability
in question doesn't normally require a check, it still
requires an Intelligence check at disadvantage to mimic.

Magical and spell knowledge is never shared, however,
as it requires spell components, the existence of spell slots
(which the psionic doesn't have), and an understanding of
the nature of magic that the bond does not communicate.

In general, any skills or abilities that are based on physical
attributes (Strength, Dexterity, or Constitution) are not
transferred, as these require muscle memory as much as they
do knowledge. Only non-magical skills and abilities based
upon Intelligence, Wisdom, or Charisma can be shared.

For example, James is joined to his raider friend, Alex, who is
not currently with the party. The party needs to attempt to
track a bugbear through the wilderness. James can call upon
Alex’s Wisdom (Survival) ability, using his own Wisdom, but
at disadvantage.

A secondary use of this ability is to establish full, 2-way
Telepathic Communication, both transmitting and receiving
messages with anyone they choose to include, within line
of sight. A formal bond is not required to establish such
communication; a Wisdom (Psionics) check at DC 15 plus
one per mind after the first establishes the communication
link but maintaining it does require concentration. Such
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communication is also discretionary; any who are linked can
send a message to one person within the communication web
without others hearing it.

TELEKINETIC DEFENSE (INT)

Prerequisites: Telekinesis, Psychic Defense

Telekinetic Defense allows the user to manipulate the kinetic
energy in the air surrounding himself or another, to the end of
making the target harder to hit in combat. In effect, he creates
an area of mild chaos in the air surrounding his body, making
weapons go astray as they target him. In game terms, the
character declares the AC bonus he wishes to add to a target;
the DC to activate this ability is equal to 15 plus double this
bonus. The ability can be activated as a reaction, lasting for
one round, or it can be maintained, requiring concentration.

Another use of this power is to create a telekinetic barrier.
This requires an Intelligence (psionics) check at DC 20, and in
all ways replicates the 5th level spell, Wall of Force.

TELEMAGRY (CHA)

Prerequisites: Obfuscation, Mesmerism

This ability, an advanced form of Obfuscation, allows the
Mentalist to create illusions in the minds of her victims, so
that she can appear as someone else, or fool the senses of the
onlooker in another way. In this manner, the psychic can
mimic the effects of the spell Alter Self or most other illusion
spells. Alternately, she can choose to make the victim believe
something that isn’t quite true; i.e. a quarter is actually a
dollar, or a napkin a $50 bill. The GM will determine whether
an effect requires an activation or psychic attack roll, and
opponents save (where applicable) with an Intelligence save.

SPELLS AND MAGIC

Magic permeates fantasy gaming worlds and often appears in
the form of a spell. This section provides the rules for casting
spells. Different character classes have distinctive ways of
learning and preparing their spells, and monsters use spells
in unique ways. Regardless of its source, a spell follows the
rules here.

WHAT IS A SPELL?

A spell is a discrete magical effect, a single shaping of the
magical energies that suffuse the multiverse into a specific,
limited expression. In casting a spell, a character carefully
plucks at the invisible strands of raw magic suffusing the
world, pins them in place in a particular pattern, sets them
vibrating in a specific way, and then releases them to unleash
the desired effect—in most cases, all in the span of seconds.

Spells can be versatile tools, weapons, or protective wards.
They can deal damage or undo it, impose or remove
conditions (see chapter 5), drain life energy away, and restore
life to the dead.

Uncounted thousands of spells have been created over the
course of the multiverse’s history, and many of them are



long forgotten. Some might yet lie recorded in crumbling
spellbooks hidden in ancient ruins or trapped in the minds
of dead gods. Or they might someday be reinvented by a
character who has amassed enough power and wisdom to
do so.

SPELL LEVEL

Every spell has a level from 0 to 9. A spell’s level is a general
indicator of how powerful it is, with the lowly (but still
impressive) magic missile at 1 level and the earth-shaking
wish at 9.

Cantrips —simple but powerful spells that characters can cast
almost by rote—are level 0. The higher a spell’s level, the
higher level a spellcaster must be to use that spell.

Spell level and character level don’t correspond directly.
Typically, a character has to be at least 17% level, not 9 level,
to cast a 9-level spell.

KNOWN AND PREPARED SPELLS

Before a spellcaster can use a spell, he or she must have the
spell firmly fixed in mind or must have access to the spell
in a magic item. Members of a few classes, including bards
and sorcerers, have a limited list of spells they know that are
always fixed in mind. The same thing is true of many magic-
using monsters. Other spellcasters, such as Halloweds and
Arcanists, undergo a process of preparing spells. This process
varies for different classes, as detailed in their descriptions.

In every case, the number of spells a caster can have fixed in
mind at any given time depends on the character’s level.

SPELL SLOTS

Regardless of how many spells a caster knows or prepares,
he or she can cast only a limited number of spells before
resting. Manipulating the fabric of magic and channeling its
energy into even a simple spell is physically and mentally
taxing, and higher-level spells are even more so. Thus, each
spellcasting class’s description (except that of the Occultist)
includes a table showing how many spell slots of each spell
level a character can use at each character level. For example,
the 3"-level Arcanist Umara has four 1*-level spell slots and
two 2"-]level slots.

When a character casts a spell, he or she expends a slot of
that spell’s level or higher, effectively “filling” a slot with the
spell. You can think of a spell slot as a groove of a certain
size—small for a 1%-level slot, larger for a spell of higher
level. A 1+-level spell fits into a slot of any size, but a 9"-level
spell fits only in a 9"-level slot. So, when Umara casts magic
missile, a 1*-level spell, she spends one of her four 1%-level
slots and has three remaining.

Finishing a long rest restores any expended spell slots.

Some characters and monsters have special abilities that let
them cast spells without using spell slots. For example, an
Occultist who chooses certain eldritch invocations, a vampire,
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and a pit fiend from the Nine Hells can all cast spells in such
a way.

CASTING A SPELL AT A HIGHER LEVEL

Some spells, such as magic missile and cure wounds, have more
powerful effects when cast at a higher level, as detailed in a
spell’s description.

When a spellcaster casts a spell using a slot that is of a higher
level than the spell, the spell assumes the higher level for that
casting. For instance, if Umara casts magic missile using one of
her 2"-level slots, that magic missile is 2" level. Effectively,
the spell expands to fill the slot it is put into.

CASTING IN ARMOR

Because of the mental focus and precise gestures required
for spellcasting, you must be proficient with the armor you
are wearing to cast a spell. You are otherwise too distracted
and physically hampered by your armor for spellcasting. This
includes modern armor such as riot gear and military combat
armor.

CANTRIPS

A cantrip is a spell that can be cast at will, without using a
spell slot and without being prepared in advance. Repeated
practice has fixed the spell in the caster’s mind and infused
the caster with the magic needed to produce the effect over
and over. A cantrip’s spell level is 0.

RITUALS

Certain spells have a special tag: ritual. Such a spell can be
cast following the normal rules for spellcasting, or the spell
can be cast as a ritual. The ritual version of a spell takes 10
minutes longer to cast than normal. It also doesn’t expend a
spell slot, which means the ritual version of a spell can’t be
cast at a higher level.

To cast a spell as a ritual, a spellcaster must have a feature that
grants the ability to do so. The Hallowed and the Arcanist, for
example, have such a feature. The caster must also have the spell
prepared or on his or her list of spells known, unless the character’s
ritual feature specifies otherwise, as the Arcanist’s does.

CASTING A SPELL
When a character casts any spell, the same basic rules are

followed, regardless of the character’s class or the spell’s effects.

Each spell description begins with a block of information,
including the spell’s name, level, school of magic, casting
time, range, components, and duration. The rest of a spell
entry describes the spell’s effect.

CASTING TIME

Most spells require a single action to cast, but some spells
require a bonus action, a reaction, or much more time to cast.
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BonNus AcTION

A spell cast with a bonus action is especially swift. You must
use a bonus action on your turn to cast the spell, provided
that you haven’t already taken a bonus action this turn. You
can’t cast another spell during the same turn, except for a
cantrip with a casting time of 1 action.

REAcTIONS

Some spells can be cast as reactions. These spells take a
fraction of a second to bring about and are cast in response
to some event. If a spell can be cast as a reaction, the spell
description tells you exactly when you can do so.

LoNGer CAsTING TIMES

Certain spells (including spells cast as rituals) require more
time to cast: minutes or even hours. When you cast a spell
with a casting time longer than a single action or reaction,
you must spend your action each turn casting the spell, and
you must maintain your concentration while you do so (see
“Concentration” below). If your concentration is broken, the
spell fails, but you don’t expend a spell slot. If you want to try
casting the spell again, you must start over.

RANGE

The target of a spell must be within the spell’s range. For a
spell like magic missile, the target is a creature. For a spell like
fireball, the target is the point in space where the ball of fire
erupts. Most spells have ranges expressed in feet. Some spells
can target only a creature (including you) that you touch. Other
spells, such as the shield spell, affect only you. These spells
have a range of self. Spells that create cones or lines of effect
that originate from you also have a range of self, indicating that
the origin point of the spell’s effect must be you (see “Areas
of Effect”). Once a spell is cast, its effects aren’t limited by its
range, unless the spell’s description says otherwise.

COMPONENTS

A spell’s components are the physical requirements you must
meet in order to cast it. Each spell’s description indicates
whether it requires verbal (V), somatic (S), or material (M)
components. If you can’t provide one or more of a spell’s
components, you are unable to cast the spell.

VEersaAL (V)

Most spells require the chanting of mystic words. The words
themselves aren’t the source of the spell’'s power; rather, the
particular combination of sounds, with specific pitch and
resonance, sets the threads of magic in motion. Thus, a character
who is gagged or in an area of silence, such as one created by
the silence spell, can’t cast a spell with a verbal component.

Somaric (S)

Spellcasting gestures might include a forceful gesticulation
or an intricate set of gestures. If a spell requires a somatic
component, the caster must have free use of at least one hand
to perform these gestures.
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MaTeriaL (M)

Casting some spells requires particular objects, specified
in parentheses in the component entry. A character can
use a component pouch or a spellcasting focus (found in
“Equipment”) in place of the components specified for a
spell. But if a cost is indicated for a component, a character
must have that specific component before he or she can cast
the spell.

If a spell states that a material component is consumed by
the spell, it is destroyed upon casting, and the caster must
provide this component for each casting of the spell.

A spellcaster must have a hand free to access a spell’s
material components —or to hold a spellcasting focus—but it
can be the same hand that he or she uses to perform somatic
components.

ADJUSTING COSTS FOR TIME PERIOD. Since this is a multi-
genre game spanning many different time periods, costs for
material components are listed in modern day U.S. dollars
to keep things simple. If running a game in the near past,
say 20 years, cut listed costs in half. If running a game as far
back as the 1950s or 60s, divide listed costs by 10. If running
a game in the pulp era 20s and 30s, divide listed costs by 10,
and halve them again. Thus, a spell with a listed material
component of $250 would see a value of $125 in the 1970s
or 80s, a value of $25 in the 50s or 60s, and a value of $13 in
the pulp era.

If you are running a science fiction game set in the future,
you may need to create your own economy and values,
as there is no realistic benchmark. If sticking with current
monetary values, you could simply assume that costs will
double every 30 to 40 years._

OBTAINING VALUABLE COMPONENTS. Material components
with listed values are more than just expensive—they are
difficult to come by, and almost always are part of very
powerful spells. It's important that the GM keep this in
mind to offset spellcasting characters running away with
the game.

For purposes of this game, “valuable components” refers to
any component that carries a value of over $500. Whenever
a character learns such a spell, obtaining the material
components for it requires first finding them, which requires
an Intelligence (investigation) check with a DC equal to 15 +1
per $500 value, followed by a wealth check at the same DC to
actually acquire the component.

Forcecage, for example, which has a material component of
$1,500 worth of ruby dust, requires a Wealth check at DC 18
to find enough of the component for each casting. That means
if a character wishes to cast the spell twice, they will need to
make two, DC 18, Wealth checks.

The character may make as many investigation and wealth
checks as they like, until they fail. Each combination of checks
(investigation followed by wealth), however, takes one day to
accomplish, and after failing, another check may not be made
for at least one week.



In some cases (such as true resurrection) a spell may have
a material component cost so high that it’s impossible to
make in a single check. In these cases, the GM can allow
for some sort of quest to obtain the necessary component,
or can allow for multiple checks to build the necessary DC.
If multiple checks are allowed, each check takes 1 week
to make, and the results of all checks are totaled until the
requisite DC is reached.

At some point, an enterprising player with a wealthy
character is bound to point out that they could simply
purchase $1,500 worth of rubies, and grind them up
themselves. The response to this is clearly that the ruby
dust required for the spell component requires a specialized
variety of rubies which are properly prepared and sanctified,
requiring additional resources and equipment, and thus
resulting in the same check.

Using material components to limit spells. As the GM, you
are within your rights to limit the availability of material
components in whatever manner you choose, so as to limit
the accessibility of certain spells in play. If you decide that
the resurrection spell exists in your world, but you don’t what
characters to use it at a whim, make the material component
a very specialized variety of black diamond which can only
be found in a certain Himalayan mine, or which exists in the
hands of an ancient criminal syndicate, with an exceptionally
high DC or requiring a quest to obtain.

DURATION

A spell’s duration is the length of time the spell persists. A
duration can be expressed in rounds, minutes, hours, or even
years. Some spells specify that their effects last until the spells
are dispelled or destroyed.

INSTANTANEOUS

Many spells are instantaneous. The spell harms, heals,
creates, or alters a creature or an object in a way that can’t be
dispelled, because its magic exists only for an instant.

CONCENTRATION

Some spells require you to maintain concentration in order
to keep their magic active. If you lose concentration, such a
spell ends.

If a spell must be maintained with concentration, that fact
appears in its Duration entry, and the spell specifies how long
you can concentrate on it. You can end concentration at any
time (no action required).

Normal activity, such as moving and attacking, doesn’t interfere
with concentration. The following factors can break concentration:

CASTING ANOTHER SPELL THAT REQUIRES CONCENTRATION.
You lose concentration on a spell if you cast another spell
that requires concentration. You can’t concentrate on two
spells at once.

TAKING DAMAGE. Whenever you take damage while you
are concentrating on a spell, you must make a Constitution

PARANORMAL
saving throw to maintain your concentration. The DC equals
10 or half the damage you take, whichever number is higher.
If you take damage from multiple sources, such as an arrow
and a dragon’s breath, you make a separate saving throw for
each source of damage.

BEING INCAPACITATED OR KILLED. You lose concentration on a
spell if you are incapacitated or if you die.

The GM might also decide that certain environmental
phenomena, such as a wave crashing over you while
you're on a storm-tossed ship, require you to succeed
on a DC 10 Constitution saving throw to maintain
concentration on a spell.

TARGETS

A typical spell requires you to pick one or more targets to
be affected by the spell’s magic. A spell’s description tells
you whether the spell targets creatures, objects, or a point of
origin for an area of effect (described below).

Unless a spell has a perceptible effect, a creature might
not know it was targeted by a spell at all. An effect like
crackling lightning is obvious, but a more subtle effect, such
as an attempt to read a creature’s thoughts, typically goes
unnoticed, unless a spell says otherwise.

A CLEAR PATH TO THE TARGET

To target something, you must have a clear path to it, so it
can’t be behind total cover.

If you place an area of effect at a point that you can’t see and
an obstruction, such as a wall, is between you and that point,
the point of origin comes into being on the near side of that
obstruction.

TARGETING Y OURSELF

If a spell targets a creature of your choice, you can choose
yourself, unless the creature must be hostile or specifically a
creature other than you. If you are in the area of effect of a
spell you cast, you can target yourself.

AREAS OF EFFECT

Spells such as burning hands and cone of cold cover an area,
allowing them to affect multiple creatures at once.

A spell’s description specifies its area of effect, which typically
has one of five different shapes: cone, cube, cylinder, line, or
sphere. Every area of effect has a point of origin, a location
from which the spell’s energy erupts. The rules for each shape
specify how you position its point of origin. Typically, a point
of origin is a point in space, but some spells have an area
whose origin is a creature or an object.

A spell’s effect expands in straight lines from the point of
origin. If no unblocked straight line extends from the point of
origin to a location within the area of effect, that location isn’t
included in the spell’s area. To block one of these imaginary
lines, an obstruction must provide total cover.
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CoNE

A cone extends in a direction you choose from its point of
origin. A cone’s width at a given point along its length is equal
to that point’s distance from the point of origin. A cone’s area
of effect specifies its maximum length.

A cone’s point of origin is not included in the cone’s area of
effect, unless you decide otherwise.

CusBe

You select a cube’s point of origin, which lies anywhere on
a face of the cubic effect. The cube’s size is expressed as the
length of each side.

A cube’s point of origin is not included in the cube’s area of
effect, unless you decide otherwise.

CYLINDER

A cylinder’s point of origin is the center of a circle of a particular
radius, as given in the spell description. The circle must either
be on the ground or at the height of the spell effect. The energy
in a cylinder expands in straight lines from the point of origin
to the perimeter of the circle, forming the base of the cylinder.
The spell’s effect then shoots up from the base or down from
the top, to a distance equal to the height of the cylinder.

A cylinder’s point of origin is included in the cylinder’s area
of effect.

LINE
A line extends from its point of origin in a straight path up to

its length and covers an area defined by its width.

A line’s point of origin is not included in the line’s area of
effect, unless you decide otherwise.

SPHERE

You select a sphere’s point of origin, and the sphere extends
outward from that point. The sphere’s size is expressed as a
radius in feet that extends from the point.

A sphere’s point of origin is included in the sphere’s area of
effect.

SAVING THROWS

Many spells specify that a target can make a saving throw to
avoid some or all of a spell’s effects. The spell specifies the
ability that the target uses for the save and what happens on
a success or failure.

The DC to resist one of your spells equals 8 + your spellcasting
ability modifier + your proficiency bonus + any special
modifiers.

ATTACK ROLLS

Some spells require the caster to make an attack roll to
determine whether the spell effect hits the intended target.
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Your attack bonus with a spell attack equals your spellcasting
ability modifier + your proficiency bonus.

Most spells that require attack rolls involve ranged attacks.
Remember that you have disadvantage on a ranged attack
roll if you are within 5 feet of a hostile creature that can see
you and that isn’t incapacitated.

THE SCHOOLS OF MAGIC

Academies of magic group spells into eight categories called
schools of magic. Scholars, particularly Arcanists, apply these
categories to all spells, believing that all magic functions in
essentially the same way, whether it derives from rigorous
study or is bestowed by a deity.

The schools of magic help describe spells; they have no rules
of their own, although some rules refer to the schools.

ABJURATION spells are protective in nature, though some
of them have aggressive uses. They create magical barriers,
negate harmful effects, harm trespassers, or banish creatures
to other planes of existence.

CONJURATION spells involve the transportation of objects and
creatures from one location to another. Some spells summon
creatures or objects to the caster’s side, whereas others allow
the caster to teleport to another location. Some conjurations
create objects or effects out of nothing.

DIVINATION spells reveal information, whether in the form of
secrets long forgotten, glimpses of the future, the locations of
hidden things, the truth behind illusions, or visions of distant
people or places.

ENCHANTMENT spells affect the minds of others, influencing
or controlling their behavior. Such spells can make enemies
see the caster as a friend, force creatures to take a course of
action, or even control another creature like a puppet.

EVOCATION spells manipulate magical energy to produce a
desired effect. Some call up blasts of fire or lightning. Others
channel positive energy to heal wounds.

ILLUSION spells deceive the senses or minds of others. They
cause people to see things that are not there, to miss things
that are there, to hear phantom noises, or to remember things
that never happened. Some illusions create phantom images
that any creature can see, but the most insidious illusions
plant an image directly in the mind of a creature.

NECROMANCY spells manipulate the energies of life and
death. Such spells can grant an extra reserve of life force,
drain the life energy from another creature, create the
undead, or even bring the dead back to life. Creating the
undead through the use of necromancy spells such as
animate dead is not a good act, and only evil casters use
such spells frequently.

TRANSMUTATION spells change the properties of a creature,
object, or environment. They might turn an enemy into a
harmless creature, bolster the strength of an ally, make an
object move at the caster’s command, or enhance a creature’s
innate healing abilities to rapidly recover from injury.



COMBINING MAGICAL EFFECTS

The effects of different spells add together while the durations
of those spells overlap. The effects of the same spell cast
multiple times don’t combine, however. Instead, the most
potent effect —such as the highest bonus — from those castings
applies while their durations overlap.

For example, if two Hallowed cast bless on the same target,
that character gains the spell’s benefit only once; he or she
doesn’t get to roll two bonus dice.

ADJUDICATING SPELLCASTERS

Spellcasters can be a tricky thing in a modern or science
fiction game, or even one of historical fiction. These classes
and spells are included here in the interest of providing a
complete toolkit for play. That being said, it's important that
players be willing to adjust their ideas for the world and
setting that the game master is setting up.

In short, it should always be left to the discretion of the GM
whether a spellcasting character class is appropriate for a
given game. Further, the GM may declare that certain spells
are inappropriate for their game.

In a dark horror game where magic is associated with
otherworldly corruption, for example, the GM may declare
that spells with overt effects like fireball may simply be
deemed inappropriate and contrary to the way that magic
works in their game. Indeed, spells like revivify, resurrection,
and frue resurrection may be unavailable in many games,
to give character death a stronger feel of finality. In horror
games, such spells may exist but be extremely rare and carry
unforeseen and dark consequences.

The GM should be open about which spells are and are not
available in their game, about changing material components,
or about the potential for hidden and unknown consequences
to magic at all times. Players in turn should accept and such
decisions for the milieu in which they are playing.

MAGIC AND MONSTERS

Along these lines, certain spells herein allow casters to
conjure forth monsters of various types to aid them. In
order to make the most of these spells, it may be essential
for the GM to have access to the core Fifth Edition Fantasy
Monster Manual, or at very least, those creatures listed in
the Systems Reference Document. While some monsters are
included in this book in Book 7, there is simply not enough
space herein for an all-inclusive bestiary. If the GM does not
have access to monster statistics needed, these spells may be
deemed inappropriate for the game, or the GM can create
monster stats on their own.

PARANORMAL
OPTION: MAGIC AND MADNESS

In some dark horror games, magic may be an eldritch force
from beyond the pale that slowly corrupts the user and drives
them gradually mad. If this option is in play in your game,
casting a magical spell carries a potential sanity cost, and the
Sanity rules in Book 5 should be in play. Each time a spell is
cast, the PC should make a Sanity check; failure means taking
SAN loss, based on the spell’s level:

CANTRIPS: no SAN loss, no SAN check required
LEVEL 1-2: 0/1d4 SAN loss

LEVEL 3-4: 1/1d6 SAN loss

LEVEL 5-6: 1/1d8 SAN loss

LEVEL 7-8:1/1d10 SAN loss

LEVEL 9: 2/2d6 SAN loss

INSANE INSIGHT

There is an upside to dwindling sanity as it applies to spells.
As a character’s sanity gets lower, their connection to the
dark forces from beyond the pale increases, which provides
an insight into the true nature of the universe. This insight is
both advantageous and detrimental.

The advantages are that the caster’s magic becomes more
powerful. When a character’s sanity score reaches 50% of
their current maximum sanity, they gain +2 to their spell save
DC and to their spell attack bonus. When their sanity score
reaches 25% of current maximum sanity, and again at 10%
of current maximum sanity, this bonus increases by +1 each,
so by the time a character is at 10% of their maximum sanity,
they have +4 to spell save DC, and +4 to spell attacks.

On the down side, when spellcasting characters reach 50%
of their current maximum sanity, they suffer disadvantage
on all Wisdom saving throws, when they reach 25% of
maximum sanity they suffer disadvantage on all Charisma
saving throws, and when they reach 10% of maximum sanity
they suffer disadvantage on all Intelligence saving throws.

MAGIC AND VEHICLES

Finally, in games where magic and technology exist side-
by-side, it is left to the discretion of the GM whether spells
can affect vehicles, and which spells are effective. Lightning
bolt, for example, as well as just about any spell that does
lightning damage, should certainly be able to affect the
electrical systems of a vehicle. Fireball, on the other hand, may
or may not have a measurable effect, depending on whether
the GM considers it an explosion (putting it in the same realm
as something like a LAW rocket or hand grenade), or whether
it's just a sudden conflagration of fire, which most vehicles
would simply drive through.
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SPELL LISTS BY CLASS

ARCANIST

Unseen Servant

CanTrIPS (O LEVEL)

2" LeVEL

Acid Splash
Chill Touch
Dancing Lights
Fire Bolt

Light

Mage Hand
Mending
Message

Minor Illusion
Poison Spray
Prestidigitation
Ray of Frost
Shocking Grasp
True Strike

1" LEVEL

Alarm

Burning Hands
Charm Person
Color Spray
Comprehend Languages
Detect Magic
Disguise Self
Expeditious Retreat
False Life
Feather Fall

Find Familiar
Floating Disk
Fog Cloud

Grease

Hideous Laughter
Identify

Illusory Script
Jump

Longstrider

Mage Armor
Magic Missile

Protection from Evil and Good

Shield
Silent Image
Sleep

Thunderwave

Acid Arrow
Alter Self
Arcane Lock
Arcanist’s Magic Aura
Blindness/Deafness
Blur

Continual Flame
Darkness
Darkvision
Detect Thoughts
Enlarge/Reduce
Flaming Sphere
Gentle Repose
Gust of Wind
Hold Person
Invisibility
Knock

Levitate

Locate Object
Magic Mouth
Magic Weapon
Mirror Image
Misty Step

Ray of Enfeeblement
Rope Trick
Scorching Ray
See Invisibility
Shatter

Spider Climb
Suggestion

Web

Haste

Hypnotic Pattern
Lightning Bolt
Magic Circle
Major Image
Nondetection
Phantom Steed
Protection from Energy
Remowve Curse
Sending

Sleet Storm

Slow

Stinking Cloud
Tiny Hut
Tongues
Vampiric Touch

Water Breathing

4™ LeveL

3*° LEVEL

Animate Dead
Bestow Curse
Blink
Clairvoyance
Counterspell
Dispel Magic
Fear

Fireball

Fly

Gaseous Form
Glyph of Warding
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Arcane Eye
Banishment

Black Tentacles
Blight

Confusion

Conjure Minor Elementals
Control Water
Dimension Door
Fabricate

Faithful Hound
Fire Shield

Greater Invisibility
Hallucinatory Terrain
Ice Storm

Locate Creature
Phantasmal Killer
Polymorph

Private Sanctum
Resilient Sphere
Secret Chest

Stone Shape
Stoneskin

Wall of Fire

5™ LEVEL

Animate Objects



Arcane Hand
Cloudkill

Cone of Cold
Conjure Elemental
Contact Other Plane
Creation
Dominate Person
Dream

Geas

Hold Monster
Legend Lore
Mislead

Modify Memory
Passwall

Planar Binding
Scrying

Seeming
Telekinesis
Telepathic Bond
Teleportation Circle
Wall of Force
Wall of Stone

Etherealness
Finger of Death
Forcecage
Magnificent Mansion
Mirage Arcane
Plane Shift
Prismatic Spray
Project Image
Reverse Gravity
Sequester
Simulacrum
Symbol
Teleport

PARANORMAL
Thaumaturgy

15" LeveL

8™ LEVEL

6™ LEVEL

Chain Lightning
Circle of Death
Contingency
Create Undead
Disintegrate
Eyebite

Flesh to Stone
Freezing Sphere

Globe of Invulnerability

Guards and Wards
Instant Summons
Irresistible Dance
Magic Jar

Mass Suggestion
Move Earth
Programmed Illusion
Sunbeam

True Seeing

Wall of Ice

Antimagic Field
Antipathy/Sympathy
Clone

Control Weather
Demiplane
Dominate Monster
Feeblemind
Incendiary Cloud
Maze

Mind Blank
Power Word Stun

Sunburst

Bane

Bless

Command

Create or Destroy Water
Cure Wounds

Detect Evil and Good
Detect Magic

Detect Poison and Disease
Guiding Bolt

Healing Word

Inflict Wounds

Protection from Evil and Good
Purify Food and Drink
Sanctuary

Shield of Faith

2" LEVEL

9™ LEVEL

Astral Projection
Foresight

Gate
Imprisonment
Meteor Swarm
Power Word Kill
Prismatic Wall
Shapechange
Time Stop

True Polymorph
Weird

Wish
HALLOWED

Aid

Augury
Blindness/Deafness
Calm Emotions
Continual Flame
Enhance Ability
Find Traps

Gentle Repose
Hold Person

Lesser Restoration
Locate Object
Prayer of Healing
Protection from Poison
Silence

Spiritual Weapon
Warding Bond
Zone of Truth

3*° LEVEL

CanTRIPS (O LEVEL)

7™ LEVEL

Arcane Sword
Delayed Blast Fireball

Guidance
Light
Mending
Resistance

Sacred Flame

Animate Dead
Beacon of Hope
Bestow Curse
Clairvoyance
Create Food and Water
Daylight

Dispel Magic
Glyph of Warding
Magic Circle

Mass Healing Word
Meld into Stone
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Protection from Energy
Remove Curse
Revivify

Sending

Speak with Dead
Spirit Guardians
Tongues

Water Walk

Fire Storm
Plane Shift
Regenerate
Resurrection

Symbol

8™ LEVEL

4™ LeveL

Banishment

Control Water

Death Ward
Divination

Freedom of Movement
Guardian of Faith
Locate Creature

Stone Shape

Antimagic Field
Control Weather
Earthquake
Holy Aura

Dispel Magic
Fear

Fly

Gaseous Form
Hypnotic Pattern
Magic Circle
Major Image
Remove Curse
Tongues

Vampiric Touch

9™ LEVEL

4™ LeveL

5™ LEvVEL

Astral Projection
Gate
Mass Heal

True Resurrection

OCCULTIST

Banishment
Blight
Dimension Door

Hallucinatory Terrain

5™ LEVEL

Commune
Contagion

Dispel Evil and Good
Flame Strike

Geas

Greater Restoration
Hallow

Insect Plague
Legend Lore

Mass Cure Wounds
Planar Binding
Raise Dead

Scrying

CanTrIPS (O LEVEL)

Chill Touch
Eldritch Blast
Mage Hand
Minor Illusion
Poison Spray
Prestidigitation
True Strike

Contact Other Plane
Dream
Hold Monster

Scrying

6™ LEVEL

1" LEVEL

6™ LEVEL

Blade Barrier
Create Undead
Find the Path
Forbiddance
Harm

Heal

Heroes’ Feast
Planar Ally
True Seeing
Word of Recall

Charm Person

Comprehend Languages
Expeditious Retreat

Hellish Rebuke

Illusory Script

Protection from Evil and Good

Unseen Servant

Circle of Death
Conjure Fey
Create Undead
Eyebite

Flesh to Stone
Mass Suggestion

True Seeing

7™ LevVEL

2" LevEL

Etherealness
Finger of Death
Forcecage
Plane Shift

7™ LEVEL

Conjure Celestial
Divine Word

Etherealness

Darkness

Enthrall

Hold Person
Invisibility

Mirror Image

Misty Step

Ray of Enfeeblement
Shatter

Spider Climb
Suggestion

8™ LEVEL

Demiplane
Dominate Monster
Feeblemind
Glibness

Power Word Stun

9™ LEVEL

3*° LEVEL

Counterspell
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Astral Projection
Foresight
Imprisonment
Power Word Kill
True Polymorph



THE GRAND GRIMOIRE OF SPELLS

Acip ArRrROW
2" level Evocation

CASTING TIME: 1 action
RANGE: 90 feet
COMPONENTS: V, S, M
DURATION: Instantaneous

A shimmering green arrow streaks toward a target within
range and bursts in a spray of acid. Make a ranged spell attack
against the target. On a hit, the target takes 4d4 acid damage
immediately and 2d4 acid damage at the end of its next turn. On
a miss, the arrow splashes the target with acid for half as much
of the initial damage and no damage at the end of its next turn.

At higher levels: When you cast this spell using a spell slot of
3 level or higher, the damage (both initial and later) increases
by 1d4 for each slot level above 2™. The material component
is powdered rhubarb leaf and an adder’s stomach.

Acip SpLASH
Conjuration cantrip

CASTING TIME: 1 action
RANGE: 60 feet
COMPONENTS: V, S
DURATION: Instantaneous

You hurl a bubble of acid. Choose one creature within range,
or choose two creatures within range that are within 5 feet of
each other. A target must succeed on a dexterity saving throw
or take 1d6 acid damage.

This spell’s damage increases by 1d6 when you reach 5" level
(2d6), 11* level (3d6), and 17 level (4d6).

Aip

2" level Abjuration

CASTING TIME: 1 action
RANGE: 30 feet
COMPONENTS: V,S, M
DURATION: 8 hours

Your spell bolsters your allies with toughness and resolve.
Choose up to three creatures within range. Each target’s hit point
maximum and current hit points increase by 5 for the duration.

At higher levels: When you cast this spell using a spell slot of 3
level or higher, a target’s hit points increase by an additional 5
for each slot level above 2". The Material component is a tiny
strip of white cloth.

ALARM
1+t level Abjuration

CASTING TIME: 1 minute
RANGE: 30 feet
COMPONENTS: V, S, M
DURATION: 8 hours

PARANORMAL

You set an alarm against unwanted intrusion. Choose a door,
a window, or an area within range that is no larger than a 20-
foot cube. Until the spell ends, an alarm alerts you whenever
a Tiny or larger creature touches or enters the warded area.
When you cast the spell, you can designate creatures that
won't set off the alarm. You also choose whether the alarm is
mental or audible.

A mental alarm alerts you with a ping in your mind if you are
within 1 mile of the warded area. This ping awakens you if
you are sleeping.
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An audible alarm produces the sound of a hand bell for 10

seconds within 60 feet.

The material component is a tiny bell and a piece of fine silver wire.

ALTER SELF
2™ level Transmutation

CASTING TIME: 1 action
RANGE: Self
COMPONENTS: V, S

The material components for this spell are None
DURATION: Concentration, up to 1 hour

You assume a different form. When you cast the spell, choose
one of the following options, the effects of which last for the
duration of the spell. While the spell lasts, you can end one
option as an action to gain the benefits of a different one.

Aquatic Adaptation. You adapt your body to an aquatic
environment, sprouting gills and growing webbing between
your fingers. You can breathe underwater and gain a
swimming speed equal to your walking speed.

Change Appearance. You transform your appearance. You
decide what you look like, including your height, weight,
facial features, sound of your voice, hair length, coloration,
and distinguishing characteristics, if any. You can make
yourself appear as a member of another race, though none of
your statistics change. You also can’t appear as a creature of a
different size than you, and your basic shape stays the same; if
you're bipedal, you can’t use this spell to become quadrupedal,
for instance. At any time for the duration of the spell, you can
use your action to change your appearance in this way again.

Natural Weapons. You grow claws, fangs, spines, horns, or
a different natural weapon of your choice. Your unarmed
strikes deal 1d6 bludgeoning, piercing, or slashing damage,
as appropriate to the natural weapon you chose, and you are
proficient with your unarmed strikes. Finally, the natural
weapon is magic and you have a +1 bonus to the attack and
damage rolls you make using it.

ANIMAL FRIENDSHIP
1%t level Enchantment

CASTING TIME: 1 action
RANGE: 30 feet
COMPONENTS: V, S, M
DURATION: 24 hours

This spell lets you convince a beast that you mean it no harm.
Choose a beast that you can see within range. It must see and
hear you. If the beast’s Intelligence is 4 or higher, the spell
fails. Otherwise, the beast must succeed on a Wisdom saving
throw or be charmed by you for the spell’s duration. If you
or one of your companions harms the target, the spells ends.

At higher levels: When you cast this spell using a spell slot
of 2" level or higher, you can affect one additional beast for
each slot level above 1. The material component is a morsel
of food
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ANIMAL MESSENGER
2" level Enchantment

CASTING TIME: 1 action
RANGE: 30 feet
COMPONENTS