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Choosing a class determines what abilities you'll
be able to inherently learn upon character creation,
and upon reaching Hero Level 2. (We say “Inherently”,
because you can use the 7t attribute TEC at any time

" to learn abilities outside your primary and subclasses.)
Upon reaching Hero Level 3, you'll be able to
inherently learn abilities from any class in the game.

- The class system exists to help you quickly build a
™ | character with a direction in mind. It does not exist to
box you into a certain play style. Just be aware that
3\ since a good amount of your abilities are learned early
S on, this decision does have some weight to it.
O
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Your primary class and subclass also allow you to

use their special Force Breaks at will, but only during

your turn (unless otherwise noted.) You can only use 1
i force break between long rests, and only after the 3+

round of any given combat. Since combat typically
lasts 3 rounds, you'll likely only need to use them
during the toughest of fights. There is a little more to
this mechanic, explained in the Advanced Rulebook,
pg. 16.
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Finally, classes offer you a form of identity, so that
if you tell someone you’re a Hunter/Thief, a
Guardian/Warrior, or a Druid/Geomancer, they have a
general idea of what you're capable of. Enemies and
NPCs might be able to know your primary class just by
looking at you, while only those that are close to you
would know your subclass. The labels melee fighters,
ranged fighters, mages, defenders, supports, and
summoners only exist to help organize classes. A Ninja
or Low Priest could play like a defender, and an
Astrologist or Druid could play as an offensive mage.
Most mages have at least one Summon Spell, and
many melee fighters have a few Ranged Skills and
support-like abilities of their own.

IFEARNIINGRFABIISITIES

Whenever you gain +1 Primary Class Ability, or +1
Subclass Ability, you may learn an ability from that
class. You don’t automatically know every ability from
your classes, you must learn them individually. (The
only exceptions are force breaks, you do automatically
know them.) You may learn abilities one of 3 ways: By
leveling up, increasing your TEC, or acquiring a trait or
class feature that allows you to.

At Character Creation (Hero Level 1), you get to
learn +2 Primary Class Abilities and +1 Subclass

Ability. (Via Hero Level 1 Awards.)
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ABILITY ARCGHIETYRPES

Abilities are special skills your character can
perform. Most characters rely on the use of their
abilities, especially support and summoner type
Heroes who can’t always rely on strong attacks. They
come in 4 different types:
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1. ALWAYS ACTIVE (AA)

Always Active abilities “(AA)” are passive or used at
will, and do not require an action of any type to use
(unless otherwise noted.) These can be used at any
time and provide great options for roleplay outside of
combat.

2. COMBAT ACTIVE (CA)

Combat Active abilities “(CA)” are passive or used
at will, and do not require an action of any type to use
(unless otherwise noted.) They do, however, require ,{
you to be in combat to be activated, due to limited
resources or the Adrenaline required to perform it
(such as exhausting battery life, special ammos,
chemicals, divine favors, stamina, epinephrine,
demonic aid, etc.) A Hero may request to use a
combat active ability outside of combat at the cost of
Vitality. The amount of Vitality required, if any, would
be determined by the Game Master. fd

3. ACTIVATED (1-9)

Activated Abilities take an action to use and have
CDC (Cooldown Counter) costs associated with them,
from (1) to (9). When you use an Activated Ability, you
put CDCs on it equal to its CDC cost (if an ability has a
CDC cost of (3), you will put 3 CDCs on the filled-out
ability card.) Whenever you cooldown, you will remove
1 CDC from this ability. When all CDCs are removed
from the ability, you will be able to use it again.
Outside of combat, each CDC equals 10 seconds of
time you must wait before you can use it again. Many
factors, such as equipment bonuses, may influence
the amount of CDCs required to use an Activated
Ability. (Because of this, some abilities may cost O
CDCs to use. These abilities still take an action to use,
but are immediately available for reuse thereafter.)
Mana potions and the “Cooldown” action can help you
use high CDC cost Activated Abilities multiple times
per combat.

4. ENEMY

Enemy abilities can only be used by enemies, or
Azure Battlemages. These abilities don’t have CDC
costs, but still take an action to use. Each enemy
ability can only be used once per round.
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Ability types specify what you need to have
equipped to use certain abilities. Abilities are split into
5 types: Basic Skills, Spells, Song Skills, Ranged Skills,
and Melee Skills. Anyone has the potential to learn

" any ability of any type. Furthermore, some of these
abilities may have sub types, such as Offensive Spells
and Support Spells.

BASIC SKILLS

Basic skill abilities are labeled as “Battle” or
“Mechanical” skills. There are no requirements to
Z using basic skills.

'
SR sPELLS
J
Spells can be broken down into support spells,
offensive spells, and summoning spells. There are no

i requirements, but you should read about

Concentration checks, pg. 15, Basic Rulebook.

2 Song skills are like basic skills, except you can only
use them if you have an instrument weapon equipped
(for example, Bladed Guitar or War Trumpet), or a trait
that allows you to use them otherwise.

RANGED / MELEE (EQUI/IPMENT) SKILLS

Equipment skills are restricted, but simple. If
anything is labeled a MELEE SKILL, you must have a
melee weapon equipped to use it. If something is
labeled a RANGED SKILL, you must have a ranged
weapon equipped to use it. A section labeled RANGED
SKILLS: BOW, CROSSBOW means that they are ranged
skills, that require you to have a bow or crosshow
weapon equipped to use. If a section is labeled MELEE
SKILLS: SHIELD, then you must have a shield equipped
to use those abilities. If something is called a MELEE
SKILLS: 2H WEAPONS, you must have a 2H melee
weapon of any type equipped to use it. The more
complex skills may be called MELEE / RANGED
SKILLS: DUAL 1H WEAPONS, meaning that you must
have any two 1H weapons equipped to use them, be
they melee, ranged, or one of each. Either will work.
MELEE / RANGED SKILLS: 1H DIFFERENT WEAPON
would mean that you must have two different 1H
weapon types equipped (such as an 1H Axe and a 1H
Pistol, or a 1H Sword and 1H Mace.)

.
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You must have the appropriate equipment
equipped to use these abilities, AND keep them
equipped to retain their bonuses. For example, you
can’t use the Berserker’'s melee ability “Masochism” to
gain extra DMG on your next attack, and then switch

3
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to a ranged weapon to use that bonus. If you do, your
bonus will be lost, because you no longer have the
required equipment equipped.

UNDERSTANDING ABILITIES

If an ability says within your range, it’s implying
within your currently equipped weapon’s range.

If an ability doesn’t specify a range, then you can
target anything within your line of sight. Average,
unobstructed line of sight (for abilities) is 20 spaces.

Spell Abilities automatically hit, unless otherwise
noted (see Concentration, Basic Rulebook, pg. 15)
Abilities that say 2x2, 3x3, etc. are referring to spaces.

At will means at instant speed and at no action
cost to the user. (AA) And (CA) abilities are almost
always meant to be used at will. Some might even ,{
reiterate that fact for clarification. Otherwise, it will
clearly state if it takes an action or quick action to use.

Abilities that affect a “Hero” cannot target minions.
However, they may be used on other humanoid allies
(like NPCs.)

Abilities that affect a “Creature” can target ’d
minions, as it implies it can affect any creature.

Scaling is important! If an ability deals Burning
(INT/3), and you only have 1 INT, it will deal Burning O.
If an ability has Splash (AGl/5), and you have 3 AGI, it
will have Splash O (no Splash at all.)

If you’re unsure about how an ability works, check
the Advanced Ability Rulings section on pg. 37.

You will want to write down your abilities on either
Ability Cards, scratch paper, or even notecards, so you
can easily keep track of them.

SILENTCANDLE GAMES

WAD\/ANCEDICIFASSS E'S

Some classes make heavy use of advanced
mechanics, found only, or mostly, in the Advanced
Rulebook. Only classes that significantly make use of
advanced mechanics are marked with an asterisk.
These classes are not restricted in any way, it’s just to
show newer players that some classes are more
complex than others. The most common advanced
mechanics include: Summoning, Class Features, &
Combat Terrain.
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BERSERKER

Berserkers are reckless DMG dealers. With violent

.- fighting traditions, these fighters revel in the glory of

iR ¢ spilling blood with weapons; Even if it's their own. CON
is vital to them, as HP and Vitality can fuel their
.+ abilities. Some of their best skills either drain HP,
< drain Vitality, or increase their vulnerability. They're

,* not afraid to cut and hit themselves with their own
k weapons for adrenaline. These sacrifices allow
3 Berserkers to boast some of the best melee abilities.

N FORCE BREAK
J

Attack an adjacent enemy. This attack
gains 5xHL DMG, and if it hits an enemy, you may do
this again (up to 3 attacks total.) The maximum

} accuracy on Rampage attacks is 4/5/6, and cannot
be rerolled by any means.

STARTING ITEMS

.
-

Carving Knife, Tomahawk x 6, Rations x 12

BERSERKER ABILITIES

MELEE SKILLS

LOCETH(9:V] When an enemy deals a critical hit to
you, your next attack, for 1 round, gains +10 DMG.
This effect can stack multiple times.

2] [eTeJe ST g H(¢7:V] Your second attack each turn gains
+10 DMG, if your first attack hit.

BCETCI 1 Y (:Y] If you're adjacent to 2 or more

enemies, weapons you have equipped with a normal
accuracy of 4/5/6 now have an accuracy of
2/3/4/5/6.

W EELIE1N(¢:V] Once per round, you may lose up to
5xHL Vitality. If you do, for 1 round, your next attack

(that hits/deals DMG) will gain that much extra DMG.

LOERCOTEREN(.V] Once per combat, as an action,

you may recover 20xHL Vitality and gain 20xHL HP. At
the end of combat, you lose 20xHL Vitality and 20xHL
HP, to a minimum of 1 each.

AL EET A CEL - ER] You may lose up to 50 Vitality

to gain double that in HP.

TG ET-CYE)] You may remove any amount of

status effect or wound stacks from yourself. For each

D -

stack removed, you lose 2 HP. Then, you may attack
an adjacent enemy. This attack gains +10 DMG.

LUNOITIRC Y] Attack an adjacent enemy. This attack
gains +10 DMG and is a critical hit. For 1 round,
enemy attacks cannot miss you.

BATTLE SKILLS

W[\ F-4(¢.V] Whenever you're defeated, roll
(1+CON/3)D6. If any die in this roll is a 6, you are

reduced to 1 HP instead.

EEEELCERACIEHENREN(.Y] When combat starts,

recover 20 Vitality. If you're surprised, double this
amount. If you’re ambushed, triple this amount. (The
GM may determine when this ability triggers.)

DL N(#.V] Once per long rest as an action,

you may double your max HP and heal to full HP. You
cannot heal or gain any more HP for the rest of this
combat. After combat, your max HP returns to normal. 0{
(You must have at least 3 STR and 3 CON to use this

ability.)

EEWERRCEIRE)) For 1 round, all attacks made against
you gain Lethal. All adjacent enemies are dealt this
effect as well.

With the power of fists, Staves, and discipline,
Monks can inflict a variety of effects. They can heal,
deal both DMG and SP-DMG, and can even inflict
status effects. Monks use CON for both healing and
survival, making it a primary stat for supportive
Heroes. STR helps monks deal DMG, WILL helps
Monks deal SP-DMG, and AGI helps monks with their
overall swiftness. Because of this, Monks can be built
in many ways, and can fit in just about any party. They
make a perfect primary class, but because their
abilities focus on fighting barehanded or using a Stave
weapon type in melee, Monks don’t make a very good
subclass.

FORCE BREAK

(I e r=4®1] Your next attack this combat «
gains +CON, STR, WILL, and AGI Elemental Damage of

your choice. This attack cannot miss.

Prayer Book, Bandage x 2, Massage Kit x 2

SILENTCANDLE GAMES
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EE L Fg0.V.] Your barehanded attacks have an
" accuracy of 3/4/5/6, have Lethal and deal 2D6 DMG.

At 6 STR, this amount changes to 4D6 DMG instead.

S E\CE IO FECY.V] When you use a Stave weapon

type, they have Lethal, and at will, may lose their

D -

(IEGETETE CHENXC )] Attack an adjacent enemy.

This attack gains Lethal. Then, heal all Heroes within
(1+CON/3) spaces for 1D6 HP.

WWAITOWVILGTENC Y] Attack all adjacent enemies with 1
attack. This attack is unaffected by Blind penalties.

W EEEE NESALENS EM(G)) Cure yourself of all

status effects, then attack an adjacent enemy. If this
attack is a critical hit, the attack also gains all the
stacks of status effects you just cured from yourself.

»™ melee weapons. If you do so, they will deal DMG
instead of SP-DMG. (Since you can do this at will, you
Y can fluidly switch between melee and ranged, making
Staves extremely versatile weapons in your hands.)

I « range and ranged weapon type to become blunt
3

Whenever you attack barehanded

or with a Stave weapon, your attack gains any 2 status
effects of your choice. They may both be the same, or
} both different. (Burning and Frost, or Stun 2, etc.) This

Masters of control in both the night and the after
hours, Night Lashers excel at disabling their victims
with the use of Whips and Axes. Night Lashers focus
heavily on wounding enemies, and then punishing
them for it. While their skills can be used with both
. Once per combat, you may Axes and the Night Lasher’s Whip, you don’t have to
perform 1 battle meditation at will (and only 1.) They have an axe weapon equipped to use them. If you
cannot be used if you have any amount of head don’t, you simply use the Night Lasher’s whip instead =
wounds. The 3 meditation options are listed below: (a weapon that benefits from Stealth.) Night Lashers
are a perfect subclass for those looking to augment
their alternate fighting style. ’d

effect also applies when you deal SP-DMG with the
Battle Meditation, Chi Blast, or Chi Charge Abilities.

1. Earth - Heal target Hero within 2 spaces for
(1+CON/3)D6 HP.

2. ;/\(/)zt;;l-fCure 1 status effect or wound from FORCE BREAK

3. Alr- Dealé:.i-V;ILL/ 3)D6 SP-DMG to target .\ % 14 Deal STR+AGI head wounds to an
enemy within < spaces. adjacent enemy (to a max of 10 head wounds.)

Massage Kit x 2, Binding Kit x 3

CLASS FEATURES

WY EEN i1 The Night Lasher’s Whip is a

spontaneously conjured weapon, summoned from .
pure, dark energy. Upon learning your first Night
Lasher ability, you gain the following benefit:
Whenever you attack an enemy, you may choose to
attack with the Night Lasher’s whip weapon instead,
ignoring what you have equipped in your hand slots.
The Night Lasher’s whip is a 1H melee whip weapon,
that has a range of 2, an accuracy of 3/4/5/6, and 2
deals 2D6 DMG. While you're Stealth, this weapon .
also gains Blind 3 and ignores Armor. (As noted on the '
L
t

MELEE SKILLS: BAREHANDED, 1H/2H
STAVE

Il CIN(Y:Y] Once per combat as an action, you
may attack an adjacent enemy up to 3 times. These

attacks gain a -1 accuracy penalty.

HETCENERETA(Y.Y] Once per combat as an action,

you may attack an adjacent enemy. This attack
ignores Armor and SP-Armor.

SNCENEAIERR I gP)) Attack an adjacent

enemy. Then, heal any Hero adjacent to that enemy
for 1D6 HP.

(o) IN=IESYCY] Deal (1+WILL/3)D6 SP-DMG to target
enemy within 4 spaces.

(o) [N ETF-CRCI] Move up to your speed and attack an
adjacent enemy. Then (after), deal (1+WILL/3)D6 SP-

DMG to any adjacent enemy.

following page, you can use Night Lasher abilities with
this weapon.)

5
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MELEE SKILLS: 1H/2H AXE, NIGHT
LASHER’S WHIP

I G CEEUICREY:Y] Whenever you deal a wound to an

enemy, you gain +1 HP (for each stack dealt), and
your Night Lasher’s Whip gains +1D6 DMG.

> = LT EVA(.Y] Whenever you attack with at least 1
“  Axe weapon, you may roll 2 accuracy D6, and choose

the better of the two.

3

T (o1 X(¢1.V] Once per combat, you may have one
attack gain +5 upper body wounds.

(eE1-4(¢7.)] Once per combat, you may have one attack
gain +5 head wounds.

BF( 1 CYOITIY(7.V] Once per round as an action, you
} may attack an enemy within your range. This attack

gains Lethal and Blind 3. If this attack is a critical hit,
you may gain Stealth.

o3 CHEAEEN(:.V] Once per combat, you may have one
attack gain +5 lower body wounds.

1A E)] Attack an enemy within your range. This
attack gains Slow for each lower body wound that your
target has.

(2] [s RS L1V [ [FTH )] Attack an enemy within your

range. This attack gains Frost for each upper body
wound that your target has.

L EENE)] Attack an enemy within your range. This
attack gains +3 stacks of each head wounds, upper
body wounds, and lower body wounds.

D CNCYE)] Attack an enemy within your range. This
attack gains an additional +2 DMG for each head
wound that your target has.

(6T Vel 3) Attack an enemy within your range. This
attack cannot miss and gains an additional +1 DMG
for each wound that your target has.

Test STR vs an adjacent enemy’s STR
three times. If you win the first test, deal 5 head
wounds to that enemy. If you win the second test, deal
5 upper body wounds to that enemy. Finally, if you win
the third test, deal 5 lower body wounds to that
enemy.

SILENTCANDLE GAMES
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NINJA

Ninjas are shadowy warriors, that heavily rely on
ninjutsu and Stealth. As a mysterious class, few are
found in plain sight. Ninjas believe in efficiency, and
most try not to even give their enemies a chance to
suffer. Other Ninjas believe that evasion is key,
distracting enemies with their dodging skills while
their allies do the dirty work. They work great as high
DMG assassins, or highly evasive combatants. Ninjas
are deadly when equipped with Dagger weapons.

FORCE BREAK

Gain Stealth, and no matter what actions
you take, you remain Stealth for 1 round.

STARTING ITEMS

Grappling Hook x 6, Throwing Knife x 12 .{

NINJA ABILITIES

BATTLE SKILLS

AEEINY.N Whenever a trap or enemy ability
causes you to test an attribute, you may roll 1 evasion

D6 first. On a 6, you automatically pass the test. ’d

] I\ M AT TN 0AYAV) Your evasion D6 now

automatically passes tests on a 5/6.

LT FEYILYAY] Whenever you're attacked, after
accuracy is rolled, you may roll 1 dodge D6. On a 6,
you negate the attack.

1] ] (o) =Te W0 LeTo =X (AY:V] Your dodge D6 now negates

attacks on a 5/6.

R CRIRGERIEL[OTEY (2] At the beginning of your

turn, you may roll 3 hiding D6. If you roll a 6 on any of
them, you gain Stealth.

NEETEENTACTN(.Y] As soon as combat starts, you o

may gain Stealth.

SHERBTANRIEEN(.Y] Once per combat, as an action,

you may have the next 3 attacks against you be
negated. This effect lasts 1 round.

SIVLe (o CIMDIEET LT TN (¢2Y] Once per combat, you

may gain Stealth (at will. Cannot be used until after
the 1st round of combat.)

2][151:4¢)] Gain Stealth, Airborne, and move up to 4
spaces. Then lose Airborne.

SNl Gl N¢:)] Gain Stealth, and deal 1D6 stacks
of Blind to all adjacent enemies.




¥

« EUCENNEIITEEA) Gain Stealth and attack an adjacent
"~ enemy. Then, gain Stealth, move up to your Speed,
and attack an adjacent enemy.

WNERLET ()] Target an enemy. Until end of

" combat, whenever you’re Stealth, attack, and hit that
& ) target, your attack becomes a critical hit.

3

oY
J

3

4

SAMURAI

Samurai are well rounded fighters, that swear by
the Sword, Spear, Bow, and Gun. Their history of
combat and warfare techniques have been passed
down among generations, making this class a very
traditional class. Living by a code of honor, they vow to
make every attack count. Most of their abilities have a
secondary effect, just in case they miss the initial
attack. In addition, you may purposely miss any
attack, even if it cannot miss (to trigger the Bushido
effect class feature.) Because of this, they make a
great primary class or subclass for any Hero that plans
on using Swords, Polearms, Guns, or Bows. (It’s
recommended that you flavor your Sword/Bow as a
Katana/Yumi. See Flavor, Advanced Rulebook pg. 16)

FORCE BREAK \

For 2 rounds, your attacks (within your
weapon’s normal range) cannot miss.

STARTING ITEMS ‘

Torch x 2, Burning Arrow x 5, Caltrops x 12

CLASS FEATURES ‘

This is an effect that is triggered if you miss
an attack using a Samurai ability. It's like a backup
plan. Abilities with Bushido have their own unique
bushido bonus effect. The bushido triggered effect
doesn’t cost an action but can only be triggered up to
2 times per round. (Switching weapons does not cause
you to lose bonuses provided by bushido.)

SAMURAI ABILITIES

LRI o] L=Te HELYAV] You may equip and unequip
Sword, Polearm, Gun, and Bow type weapons (from
your utility belt) at will. (Limit three times per round.)

SILENTCANDLE GAMES
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LT N3N (%:V] Once per combat, you may negate any
ability that targets you and up to 2 other targets (you

negate the ability from affecting them as well.)

VWEICILFYSTCEN(¢.Y) Twice per combat, you may

allow yourself or any adjacent Hero to once reroll any
1 Attribute Test. Your target may choose to either
keep the original or new roll.

MELEE SKILLS: SWORD, SPEAR

IS 1CRE)) Attack an adjacent enemy. This
attack gains Blind (1+STR/2). Bushido: Deal Blind

(1+STR/2) to target enemy within 3 spaces.

=TT S (1CRE)) Attack an enemy within your

range. This attack gains Blind (1+AGl/3) and Stun
(1+AGl/3). Bushido: Cure any 1 status effect or wound
from target creature within 3 spaces.

(CEINWACIENIECRE)) Attack an enemy within your

range. This attack gains +10 DMG. Bushido: For 1
round, you and up to 1 other creature within 3 spaces
cannot miss your next attacks.

(CEINREEAE)] Attack an enemy within your

range. This attack gains Lethal 2. Bushido: For 1
round, you and up to 1 other creature within 3 spaces
may gain Lethal on your next attacks.

(IS Gl LoV ] WAV =T ()] Attack an enemy within

your range twice. Each attack gains any status effect
2. Bushido: For 1 round, your next ranged attack gains
Repeat. (This ability can trigger bushido up to two
times.)

RANGED SKILLS: BOW, GUN

I MEEAEIEC)] Attack an enemy within your range.
This attack gains +10 DMG. Bushido: Target Hero

gains +1 Action Point.

HENEEACY] Attack an enemy within your range.
This attack gains 1D6 stacks of Burning. Bushido: For

1 round, target Hero’s next melee attack gains 1D6
stacks of Burning.

(OIESIEVET RS 1Y) Attack an enemy within your

range. You may roll 3 accuracy D6 on this attack and
choose the best one. (You may roll 6 accuracy D6 if
the enemy takes up more than 1 space.) Bushido: For
1 round, your next attack gains +10 DMG, or +20 DMG
if the enemy takes up more than 1 space.

SHELRTE[HCI] Gain Stealth, and then attack an
enemy within your range. This attack gains 1D6 stacks

of Blind. Bushido: Target Hero within 6 spaces gains
Stealth.




SOLDIER

Soldiers are well prepared for almost any combat
situation. These brave Soldiers know how to make use
of the training and resources they’ve been provided.

- While not always crafty, Soldiers typically carry a wide
array of tools and supplies with them. Usually
mercenaries, most can be found implementing their

~ .+ supplied devices on the battlefield. Offering multiple

< Equipment and Battle Abilities, Soldiers make a very

,* well-rounded combat class, that specialize in the use

k of multiple weapons. They make a perfect primary or
14 subclass for just about any Hero.

N FORCE BREAK |
J

You gain HL valor tokens that expire after
combat. Once per round, at will, 1 valor token may be
used to have one of your attacks critically hit, to gain

} +1 movement action, or to cure 1 status effect or
wound on yourself.

STARTING ITEMS

.
.

Flask, Parachute, Crovel, Torch, Rations x 6

SOLDIER ABILITIES

BATTLE SKILLS
LWEVERAZA {11 B0V You may equip and unequip

any weapons (from your utility belt) at will. (During
your turn only. Limit twice per turn.)

EES RGN -H(.Y.V] Repeater weapons have an

accuracy of 4/5/6 for you, and your Shotgun weapons
gain +2 Range. Great Sword and Maul weapons gain
+1D6 DMG for you. Mace and Crossbow weapons have
an accuracy of 3/4/5/6 for you as well.

[ DCLEERAVEELGEEEN(H.Y] When you critically hit an

enemy, you may have them become vulnerable to
either DMG or SP-DMG for 1 round. Once the enemy
has lost HP, this effect will end. (Vulnerability triggers
after the attack. Limit once per enemy.)

eI T-H(%7:V] When an Ability has you attack a

single enemy once, it may either ignore Armor, or
become a critical hit. (Limit once per combat.)

Once per round, as a quick
action, you may attack with a 2H ranged weapon in
your utility belt, as though it were equipped. This
attack gains a -1 accuracy penalty.

SILENTCANDLE GAMES
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(oINS \EN(¢72V] Once per round, you may have

target adjacent enemy lose 5 HP.

LTIV ERETEIRE)] Test AGI vs target adjacent

enemy’s AGL. If you win, all other creatures adjacent to
the target may make an attack of opportunity against

it. (Does not work against creatures that take up more
than 1 space.)

S IV EXE)) Gain 25xHL HP.

BATTLE / MECHANICAL SKILLS

(o EIREEVRA L 1 T H0LYAV] You may have one attack

each turn, that targets one adjacent enemy, gain
either +1D6 DMG or +2 wounds.

IR CYU ETIH(¢72V] Twice per combat, you may

either negate the effect of any HP healing or gain on
any 1 creature within 3 spaces, or double it.

(TS Gl NETERELEN(AV] Once per combat, as a quick

action, you may deal 1D6 stacks of any status effect
with Splash to target enemy within 3 spaces.

(IS I NI L X §A] Deal 2D6 SP-DMG to target

enemy within 5 spaces. Then, deal 1D6 stacks of any
status effect with Splash to that same enemy.

Tempests practice air magic, and prefer dual
wielding weapons over anything else. Augmented with
the speed and power of wind, they become deadly
tornados on the battlefield. Tempests can also benefit
from using two different 1H weapons, such as a Sword
and an Axe, or a Dagger and a Pistol (Having two
different 1H weapon types equipped is required for
“Dual 1H Different Weapons” skills.) Tempests have
great abilities for Heroes that prefer to fight with 2
weapons.

FORCE BREAK

For 1 round, your ranged and melee
attacks gain +6 range.

Whetstone x 2, Air Horn x 5, Wind Charm x 5




MELEE / RANGED SKILLS: DUAL 1H
) WEAPONS

' .- LAlsA(¢7.y] Once per combat, at will, you may attack
® )\ an enemy within your range.

F' - GEIGASICI-H(.V] When you’re attacked and hit, you

" mayroll 1 parry D6. On a 4/5/6, you negate the
k‘. attack. (Limit one success per round.)
2’

\WILERITEIH(%2V] Once per combat, whenever an
b ¥ adjacent monster or pawn attacks you and hits, you
may have them hit themselves instead.

M CREROINEB] Attack an enemy within your range. If
this attack hits, you gain the ability to attack that
enemy as a quick action (until the end of combat.)

} MELEE SKILLS: DUAL 1H DAGGERS
AN LTI P E N0V While you have Stealth, your

attacks gain Lethal.

(O] P-4 X (%:V] After you've attacked and hit an
enemy, put 2 CDCs on this ability. Your attacks gain

+1 wound for each CDC on this ability. (To a max of +4
wounds.)

I Y ETHIG ELNCY] Gain Stealth and then attack

target enemy that is adjacent to both you and another
allied creature. This attack cannot miss and gains
+2D6 Stealth DMG.

RANGED SKILLS: DUAL 1H PISTOLS

IS )10 .YV Once per combat as an action, you

may attack up to 2D6 enemies within 3 spaces, with 1
attack. This attack cannot miss or critically hit.

(I [EL P ETH(H:Y] Once per round, at will, you

may attack an enemy within your range. This attack
suffers a -1 accuracy penalty. (Limit twice per combat.)

MELEE /| RANGED SKILLS: DUAL 1H
DIFFERENT WEAPONS
Your attacks that deal

DMG gain +1D6 DMG.

83 o oo le [ Q ATIEEETN(AVAV] Always use the best

accuracy between your two weapons when dual
wielding. Your attacks also gain +2 wounds.

V[ Tele [ VY HETTH(T.V] Your attacks gain Lethal. Also,

your critical hits may deal 2 stacks of any status effect
of your choice.
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WARRIOR

Warriors are straight forward attackers, and they’re
the most common class for those that like to be
melee bruisers. With some of the easiest to use
abilities in the game, Warriors focus primarily on
melee weapon skills. Some abilities are just passive
perks that may benefit or modify their attacks.
Warriors have a nice mix of mobility, utility, and DMG.
They can be ruthless aggressors, or versatile fighters.

FORCE BREAK

WA .G For 4 round, all your attacks that hit
are considered critical hits.

STARTING ITEMS

Rations x 10, Torch x 10, Whetstone x 10
WARRIOR ABILITIES .{

BATTLE / MELEE SKILLS

I WAT TG CY 0LV Your attacks gain +2 wounds. .
WWEET LN GLE (Y. Mace, Maul, Spear, Hand Axe,

and Great Axe weapons have an accuracy of 3/4/5/6 fd
for you.

AT ) YA T CY (V) Twice per combat, when you

attack an adjacent enemy, you may give the attack an
accuracy of 2/3/4/5/6.

EELCYCTET(H(¢.Y] Twice per combat, you may negate
any non-boss attack that targets you.

EENCYHEEENER(:Y] Twice per combat, you may

deal either Taunt or Repel to an adjacent enemy.

P EHSICEES ENR(.] Twice per combat, when an

attack or ability causes you to lose HP, you may lose
half that amount instead. F

S R O (¢.Y] Twice per combat, as a quick

action, you may test STR vs adjacent enemy’s STR. If
you win, you may make an attack of opportunity
against them.

(o ET7-CYA\ 14 4EB] Move up to your Speed and attack
an adjacent enemy. This attack gains Lethal. You

o
cannot use this ability if you're currently adjacent to .y
an enemy.
[H24E8] Test STR vs target enemy’s WILL within 2 '
spaces. If you win, you may either deal Taunt or Repel v

to that enemy.




=4+ enemy’s WILL within 4 spaces. If you win, deal Taunt
" to that enemy.

MELEE SKILLS: 2H WEAPONS

' .- REEEER L ETS B Attack 2 adjacent target enemies
X )\ with 1 attack.

E

-~

TG galiel e8] Attack an adjacent enemy. This
attack gains +10 DMG.

WEREBEAST

Werebeasts are strange, yet healthy creatures.
They can develop all sorts of bizarre mutations, such
as an extra pair of legs, wings, or even don a coat of
toxic fur. Every Werebeast skill even gives an attribute
point, meaning they will grow faster than the normal
Hero. Werebeasts are a mostly modular class, that
sacrifice the ability to wear certain equipment for
innate flexibility.

FORCE BREAK

EEER LY For 1 round, you cannot be reduced
below 1 HP, and your attacks gain Lethal.

STARTING ITEMS

Teddy Bear, Birdfeed x 8, Rations x 12
CLASS FEATURES
WECELEERS WAVjil[4i[e]i}] Once you learn your first

Werebeast Ability, you are cursed with the Werebeast
affliction. This means you cannot ever wear
equipment in your Helmet, Gloves, or Boots slots. On
the upside, your barehanded attacks gain +2D6 DMG,
and you also gain +1 CON. (You may still equip
weapons and Shields.)

WEREBEAST ABILITIES

BATTLE SKILLS

(S ETNECT B N(AY:V] You gain +1 CON. Once per

round, as an action, you may gain Stealth.

(oG ETT-CY 3 I NCAY:V] You gain +1 STR. Once per round,

as an action, you may move up to your Speed and
attack an adjacent enemy. This attack gains +10
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DMG. You cannot use this ability if you're currently
adjacent to an enemy.

(OIS Gl =T CENCLYV] When you learn this ability,

choose a status effect. This is a one-time permanent
decision. You gain +1 WILL, and once per round, as an
action, you may deal 1D6 stacks of the chosen status
effect to up to 2 adjacent enemies.

(I I NEEVWEY(LY.V] When you learn this ability,

choose a status effect. This is a one-time permanent
decision. You gain +1 WILL, and your attacks that
target adjacent enemies gain that status effect 2.
(This ability applies whether you’re barehanded or
not.)

DU ERCECY(LY.)] You gain +1 AGl. Movement actions
only cost you a quick action.

(W E AR EIEVCERLY.Y] You gain +1 AGI, +6 Initiative,

and +1 Attack of Opportunity.

You gain +1 AGI, and your
attacks that target 1 adjacent enemy gain +2 wounds.
Once per round, you may deal AGI Trauma Damage to
an adjacent enemy.

[HCICHIEE I E IRV You gain +1 CON. Once per

combat, you may double your Armor and SP-Armor for
1 round.

UL YT RPLYAY] You gain +1 WILL, and once per
combat, you may deal 2D6 SP-DMG to all adjacent

enemies and heal yourself for 2D6 HP.

LOICRTHC.Y:V] You gain +1 CON, and adjacent
attackers that hit you are dealt Dissolve and Poison. If

you have at least 6 CON, they're dealt Dissolve 2 and
Poison 2 instead. If you have at least 12 CON, they’re
dealt Dissolve 3 and Poison 3 instead.

VELGI Nl ERBEYPAYAY] You gain +1 STR, and your

attacks that target adjacent enemies gain Poison 2.
Once per long rest, as an action, you may deal 2D6
stacks of Poison to target adjacent enemy.

You gain +1 STR. Once per round as an
action, you may deal Knockback (1+STR/2) to target
adjacent enemy. In addition, at will, during your turn
only, you may gain Airborne until the end of your turn.
(You cannot fly long distances with these wings, only
hop and glide for a moment. Conveniently, these wings
may emulate a parachute at any given time.)




Shields, Shields, and more Shields. Guardians

.- protect their allies with Shields and through intense
& )\ training, may even use Shields as weapons. They’re
potentially able to equip up to 3 Shields at any given
- time. Guardians specialize in surviving almost any

. endeavor and with the right skills, they can dish out

« some decent DMG as well. Only those who absolutely

love Shields should the path of the Guardian.

3

-
-

FORCE BREAK

3
L\‘:‘ For 1 round, all Heroes gain +10 Armor and
+10 SP-Armor.
STARTING ITEMS
}- Blessed Water x 1, Shield Amulet x 2

MELEE SKILLS: SHIELD

S o W= [Tl 1 F-H .YV Whenever you're attacked and
hit, roll 1D6. On a 6, you negate the attack.

Improved Shield Blocking (AA) RIS I [0]

Blocking” skill now negates attacks on a 5/6.

CIEI R ERCIRELY.V Your “Shield Blocking” skill now
rolls 2D6 instead of just 1D6.

SIIE NP0 F=H.V.V] Shields you have equipped may
gain the melee weapon type blunt, have 4/5/6

accuracy, and deal 1D6 DMG. In addition, you may
equip a Shield in each hand.

Dual Shield Combatant (AA) LIl R \CE- S EEE 924

Shields equipped and the “Shield Fighting” skill, your
Shields gain an accuracy of 3/4/5/6. At HL 3, your
Shields gain an additional +1D6 DMG each.

LG CUAG CYRST 11 WP-VAV) Target other Hero within 10

spaces may equip a Shield as a free equipment slot.
They cannot have another Shield equipped. (This
Shield unequips from target Hero if you’re defeated,
and re-equips if you’'re revived.)

LT RV [T FY0AY:Y] You may equip up to one 1H Shield
as an accessory, but it takes 2 accessory slots. You

cannot equip or unequip a Shield in your accessory
slots during combat and must do so before hand. If
you have the “Shield Fighting” skill, this counts as an
equipped weapon. (This is how you can equip and fight
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with 3 Shields.) When 3 Shields are equipped, both
your total Speed and Initiative stats are halved.

Once per round, you may have any
attack or ability that targets an adjacent Hero, target
you instead. (Enemy attacks and abilities that target
multiple targets are immune to Bodyguard, if you're
one of the targets already.)

LN CTH(¢A) Twice per combat, you may negate
any non-boss attack that targets either you, or an
adjacent creature.

LT CTH(¢.V] Up to three times per combat, you
may negate any pawn attack that targets either you or
an adjacent creature.

RELIELR T DITA(Y.V] Once per combat, for 1

round, you and all Heroes may become immune to
one status effect of your choice.

LG R IE G ESIET N C Y] Deal 1D6 stacks of .{

Knockback to all enemies adjacent to the recipient of
your “Telekinetic Shield” skill.

Justicars are men and women of the law, that
specialize in enemy control. Using innate forms of law
magic, those that try to break their commands are
dealt serious Almighty Damage. Any creature that is
targeted by this magic has an unnatural fear and
understanding of the law instilled upon them. Justicars
require high amounts of WILL and devotion to the
class in order for them to be effective. They relate best
to town guards and utilize 2H melee weapons.

FORCE BREAK

Deal (1+WILL/2)D6 Almighty =
Damage to up to (1+WILL/2) different enemies.

Whistle, Binding Kit x 2, Hand Cuffs x 10

CLASS FEATURES

Once per round, at will, any enemy may try to
break the law during their turn. Breaking the law
negates all Justicar abilities affecting them. To do so,
they must test WILL 7. If they succeed, the abilities
are negated, but they are dealt 15 Almighty Damage.




4 If they fail, they may try again as an action. It is up to
~the enemy whether they want to try to break the law
(risking divine punishment) or not. (Boss enemies may
break the law at will, and the GM may decide what
. monsters may. Pawns can never break the law. Law
. effects last until broken or dismissed by the caster.)

(=R YOI [TH(.V:V) Enemies must how test WILL 9 to
| 4 break the law against your Justicar abilities. (You must
be at least HL 3 to learn this ability.)

'
L“:‘ HIER M EIEES = MY V] Once per round as a quick

action, you may make it against the law for target
pawn within WILL spaces to attack.

} SOOI EIGEEEERAY.Y] Enemies that break the law

are dealt an additional +15 Almighty Damage.

k" BATTLE SKILLS
)

BT ITA(+72] Once per long rest, as an action, you
A may test WILL vs target monster’'s WILL within 6

spaces. If you win, they cannot take any actions on
their following turn. Monsters cannot try breaking the
law against this ability. (Reminder: Monster # Boss.)

SAELIE-RGEY ENTRE) It's against the law for target

enemy within WILL spaces to move.

W ENEICK) RSIENLENE)] It's against the law for target

enemy within WILL spaces to use any abilities.

RESHEIRINT-ROTETRE)] It's against the law for target

enemy within WILL spaces to attack target creature,
or to use any abilities that target or affect that same
creature.

WETEHEINENTRE)] It's against the law for any enemies
to make attacks of opportunity. This effect only lasts 1
round.

MELEE SKILLS: 2H WEAPONS

(e TV CI-X(¢7:Y] Each time an enemy attacks a

creature within your sight, put 1 CDC on this ability.
Your attacks gain +1 Almighty Damage for each CDC
on this ability.

(O] )T (11N (*2V] Once per combat, you may attack any
attacking enemy within your range. This attack

interrupts enemy attacks if it hits, and if it does, it is
now against the law for that enemy to attack.

DT WL LT \API) Attack an enemy within your

range, that has already broken the law this combat.
This attack gains 15 Almighty Damage.
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OTCUERAE-EL N )) Attack an adjacent enemy.

This attack cannot miss and gains Knockback 3. If
that enemy was knocked back, you may move to any
spaces that enemy was knocked back through.
(Moving this way does not provoke attacks of
opportunity.)

Paladins are righteous defenders, that carry their
own brands of justice. While they’re all holy (or unholy)
in their own way, they take on many different paths.
Some choose to be holy Paladins of the flame, while
others, decide to be unholy Paladins of the waves.
(Choosing to be holy or unholy does not change
anything other than theme.) Paladins are a heavy
defense class that specialize in the use of AlImighty
Damage, melee weapons, Shields, and 1 chosen
status effect.

FORCE BREAK

For 1 round, you cannot lose HP in any
way. (You can still be dealt status effects.)

STARTING ITEMS

Blessed Water, Prayer Book, Shield Amulet

CLASS FEATURES

Upon learning your first Paladin ability, you
must choose a path. This is a one-time permanent
decision. You may only be part of 1 path at any given
time. The term “P” is used in Paladin abilities often
and depends on your path choice.

Path of Flames - P = Burning. You also gain +1
Burning Resistance.

Path of Waves - P = Knockback. You also gain +1
Knockback Resistance.

Path of Glaclers - P = Frost. You also gain +1 Frost
Resistance.

Path of Decay - P = Dissolve. You also gain +1
Dissolve Resistance.

Path of Light (or Darkness) - P = Blind. You also gain

+1 Blind Resistance.

Path of Nature - P = Slow. You also gain +1 Slow
Resistance.




-
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Resistance.

Path of Plagues - P = Poison. You also gain +1 Poison
Resistance.

cause you to lose HP are dealt 2 stacks of P.

-
k}‘ EICEG P =GN 0AY. V] Adjacent attackers that hit and
3

2% Once per long rest, as an action and
= a quick action, you may double both your Armor and
5 SP-Armor stats for 1 round. Then, deal both Taunt and

1D6 stacks of P to all adjacent enemies.

el ENGNCYV Once per combat as an action,

} you may either have all Heroes gain 2 stacks of P on
their attacks, or have all Heroes become immune to P.
This effect lasts 1 round.

o3 Sl (e CON=E T M EaY:V] Once per combat, you may

interrupt an adjacent enemy’s attack and deal 1D6
stacks of P to that enemy.

R CENRPEETIEILESIET N() Deal 1D6 stacks of both

Knockback and P to all adjacent enemies. Then, you
may heal yourself and all adjacent Heroes for 3D6 HP.

IS CY M-I NY:V] Once per round you may deal

1D6 stacks of P to target adjacent enemy.

ELETRO AT N(%7:V] Once per combat, as an action,

you may test STR or WILL vs an adjacent monster’s or
boss’ STR. If you win, deal 2D6 stacks of P to that
enemy, and for the rest of combat, any Almighty
Damage you deal is doubled. If you fail, all adjacent
enemies may make an attack of opportunity against
you.

HL times per combat, whenever you
attack a single adjacent enemy and hit, you may have
that attack gain 10 Almighty Damage. (Limit twice per
attack.)

CEEIC U FESiT{1CHE)] Attack an adjacent enemy. This

attack gains 3 stacks of P. If this attack hits, you may
also deal taunt to that enemy.

RN CEITEY S ETE-CYC ] Move up to your Speed, then

attack an adjacent enemy. This attack 10 Almighty
Damage. You cannot use this ability if you're currently
adjacent to an enemy.
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OFFENSIVE /| SUPPORT SPELL

(VD] [\A=:1) | H)) Deal 10 Almighty Damage and 3
stacks of P to target enemy within 3 spaces.

Alternatively, you may cure P on target Hero within 3
spaces, and heal that Hero for 3D6 HP. Once per long
rest, you may also use this Activated Ability at will, for
a CDC cost of O (even if it has CDCs currently on it.)

SUPPORT SPELL

(o] eI ll=1141N™9) Choose target Hero within 4 spaces.
If there are CDCs on this ability, that Hero gains 2
stacks of P on their attacks and P immunity.

Wardens are manipulators of the biosphere and
use it to protect the life within it. They believe that the
planet is designed to sustain life through anything and
can adapt to any environmental change. The power of
the biosphere is especially strong when it’s forced to
defend itself... or others. Using the powers of water,
ice, lightning, and earth, Wardens protect their allies,
making excellent supportive defenders.

FORCE BREAK

For 1 round, enemies lose 5xHL HP when
they attack and hit Heroes adjacent to them.

STARTING ITEMS

Ice Satchel, Magic Moss, Warding Stick x 9,

S CREIET{H(7.V] Once per combat, you may negate
any attack that targets you or an adjacent creature.

The attacker is dealt 10 SP-DMG and Knockback 3.

S KETET(H(¢72V] Once per combat, you may negate
any ability that targets you or an adjacent creature.

The enemy is dealt 10 SP-DMG and Stun 3.

WWIMCTEEDTETN(¢7.V] Once per combat, you may negate
any attack that targets you or an adjacent creature.

The attacker is dealt 10 SP-DMG and Frost 3.




SUPPORT SPELLS

FCEUARETN(¢.V] Once per combat, as an action

and a quick action, you may heal all Heroes for 1D6
HP, and if any Hero has Burning, you may cure that as

= well. On your following turn, for just an action, you may
repeat the above, healing for same amount as before.
(You can only repeat the above once.)

- (o ETFCRIEEI1HED] Target adjacent Hero’s weapon
kﬁ. (or yours) gains Stun 3. It also gains +2D6 DMG if it
3

normally deals DMG, or +2D6 SP-DMG if it normally

deals SP-DMG (but never both.) This effect lasts until
Z the weapon hits a creature. (This effect cannot stack
with itself and can only ever apply to 1 weapon at any
given time.)

(O] Nel il =T s LN T=314P*9) Choose target Hero within

4 spaces. If there are CDCs on this ability, target Hero
has Slow immunity and heals 10 HP at the beginning
of each of their turns (using your Healing Mastery.)

(o] XIS =1\ [ ¥#))] Choose target Hero within 4

o spaces. Once per round, if there are CDCs on this
ability, you may deal either Stun 3 or Knockback 3 to
any enemy adjacent to the chosen Hero.

SICNEEAINP)] Choose target Hero within 4 spaces. If
there are CDCs on this ability, that target Hero gains
+10 Armor.

RCEITF-elE )] Heal target Hero within WILL

spaces for 2D6 HP. All enemies adjacent to that Hero
are dealt Knockback.

PN EER4()] Choose up to a 3x3 square of terrain
within WILL spaces. Summon a 15ft cube of dense fog

on this terrain. Dense fog blocks sight.

WIMCTENDRA(I) Attack an adjacent enemy. This
attack gains Frost 3, cannot miss, and has Splash.

LY (1 M AT EERCAYAY] Once per round, as an action,

you may deal 1D6 stacks of both Stun and Slow to
target terrain within 3 spaces.

Acidomancy is the practice of mixing arcane ma