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INTRODUCTION.

Since its creation in 1993, the fantasy world of Earthdawn® pushed my
buttons: rich history that matters to the game, magic items that become
more powerful the more you learn about them, a consistent metaphysics
of magic that make sense, a world requiring exploration, everyone har-
nessing magic in their own way, non-trivial politics with no obvious choices,
orcs and trolls as people, more interesting location detail than you could
ever possibly use, dangerous spellcasting, and on and on. Yet, for all the
greatness of its world, the game never really took off the way, say, its
contemporary Shadowrun did, either in the broader market or at my
gaming table. Now, though, the recent kickstarter to fund the game’s fourth
edition has rekindled my enthusiasm for Earthdawn®. Yet, as eagerly as I
backed the kickstarter and long to play in that world again, my interest
in going back to those mechanics, even in updated form, approaches zero.
Therefore, this seed, suggesting ways to alter Dungeon World to fit into
this rich high-fantasy setting. Like all DivNull Seeds, this one isn’t fully
grown. It's never been really tested and barely been proof-read. It's possible
I will develop its ideas further (a lot more could be written), but more
likely I will not. If it plants a fire in your belly to do something with the
idea, go for it. But, please, share what you make of it with the rest of us. I
hope it bears sweet fruit.

— Lester Ward (Wordman), September 8, 2014

GOALS
« Add tools to embrace the world of Earthdawn®.
« Change as little as possible so that other Dungeon World material
can be used without much tinkering.
« Make spell casting slower and more dangerous.
« Connect the playbooks to steadings, at least a little.

PROVENANCC

Nearly everything in this document comes from somewhere else.
Obviously, it wouldn’t exist without the games Dungeon World and
the various editions of Earthdawn®. Both of these games should be
considered required for using this document.

While some of the text of Dungeon World is used directly in this
document (thank you Creative Commons!), almost nothing is written
about Earthdawn® or its world. It is assumed you either have consult-
ed or will consult books from that product line for details about it.

This document also requires the use of Mounted Combat, Andri
Erlingsson’s Dungeon World supplement providing rules for mounts
and vehicles.

The playbooks pull moves from various places. Most start with
some large chunks of Dungeon World playbooks, then add in moves
inspired by the Earthdawn® disciplines. All of them incorporate things
like the karma rituals and favored craft skills. Species moves use the
Dungeon World racial moves as a guide, but informed by the sensibil-
ities of the species from Earthdawn®.

« The air sailor includes the moves from Mounted Combat’s adven-
turing crewman compendium class, plus original moves focusing
on regimen and assisting.

The archer includes parts of the Dungeon World ranger and fighter.
The beastmaster mashes select parts of the Dungeon World ranger
and druid playbooks together.

The cavalryman usurps the moves from Mounted Combat’s beast
rider compendium class, plus original moves.

The elementalist contains remnants of the Dungeon World wizard
and cleric playbooks and spell lists.

The illusionist contains remnants of the Dungeon World wizard
and cleric playbooks and spell lists.

The nethermancer contains remnants of the Dungeon World wizard
and cleric playbooks and spell lists, inspiration from Alex Norris’
shaman playbook and the Wraithlander specialty.

The scout pulls parts of the Dungeon World ranger playbook,
combined with moves cherry picked from others, and moves
related to mounts.

The sky raider is mostly original moves, based on typical talents
for the discipline.

The swordmaster is variation of the Dungeon World paladin play-
book, exchanging flavor of the righteous quest with that of swash-
buckling fixation and adding in bits moved over from the fighter.
It also pulls in some moves from Timothy Schroeder’s arcane
duelist playbook and Class Warfare.

The thiefis largely the Dungeon World playbook, minus stuff about
poison and more trickery/perception, as well as some inspiration
from Alex Norris’ initiate playbook.

The troubadour contains some of the Dungeon World bard play-
book, but mostly draws from the version by David Guyll and
Melissa Fisher.

The warrior is largely the Dungeon World fighter playbook, with
some moves shuttled into other playbooks and some added
magical tricks and leadership.

The weaponsmith is largely new material.

The wizard is about two thirds of the Dungeon World wizard
playbook and maybe one third of its spell list.

The spell lists started by sprinkling the wizard and cleric spell lists
around the four spellcasting disciplines, then filling in holes with
inspiration from equal parts Earthdawn® spells and those from
the Holmes and Mentzer editions.

« The captain obsession uses moves from Inverse World.
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WHAT IS THc SAMCT

As much of the basic mechanics of Dungeon World has been left intact
as possible, under the assumption that this will make it easier people
to pull other supplemental material made for Dungeon World into the
Fourth World without needing to modify it as heavily. One example
of this type of thinking is sticking with the stats used in Dungeon
World. This allows large numbers of the existing basic moves to be
used directly from the main Dungeon World rules without modifica-
tions (even cosmetic ones like replacing references to “Constitution”
to “Toughness”).

WHAT IS DIFFCRENTT

Some fundamental things from Dungeon World are removed or altered,
and some new material has been added. These include:

« Alignment and alignment moves have been replaced by moves
that make use of the Passions.
The Vancian magic system, and spellcasting in general, is replaced
by a slower, less certain, casting system.
Species match those in Earthdawn®, with appropriate changes to
species moves.
Playbooks replaced entirely, though with a lot of borrowing, to
be built around the disciplines from the main Earthdawn® rules.
The elimination of the cleric playbook without the addition of
an obvious “healer class” necessitates the need to change the
approach to healing a bit.
The notion of weaving magical threads is lifted from Earthdawn®,
bludgeoned a little bit, and used to tie a number of things togeth-
er. This creates new moves that allow the game to pull in some
fun stuff (such as group patterns). Along the way, it changes how
level advancement works a bit, with the discipline moves tuned
with this in mind.

« Addition of relics, a type of magic item that grows in power as its
wielder discovers more about the item and completes deeds it
respects.

« Addition of special moves appropriate to the setting.

Multiclass “dabbling” is mostly eliminated. Compendium classes

and relics are used for branching out instead, though some (costly)

special moves may also be used.

Unlike Earthdawn® and other FASA-created games of the early

19907, this document will take pains to avoid capitalizing Every-

thing In Sight, because that is Distractingly Annoying.

All disciplines (playbooks) focus on two stats. Six stats combine

into pairs in fifteen unique ways (i.e. C(6,2)=15), so there are fifteen

disciplines. This was initially done because I mistakenly thought

Earthdawn® did the same thing.



ON ADEPTS & THREADS

focus their magic in a particular way and choose to dedicate themselves
to a specific way of living. Such adepts, including all player characters,
walk the path of a discipline which dictates how they channel their
magic. As adepts advance in their discipline, they talk of reaching the
next circle (functionally equivalent to “level” in Dungeon World and,
importantly, starting at the first circle, not “initiate”).

In the Fourth World, the primary expression of magic involves the
weaving of threads which connect the pattern of the adept to the
pattern of something else, allowing the adept to tap into or channel
it. Weaving threads allows an adept to access advanced moves, form
closer connections with their group, bond to magic items, and so on.
Not all adepts can use threads the same way, but all adepts can use
them in some way. How they choose to do so defines their character.

Using threads departs from standard Dungeon World practice, and
will appear in many of the mechanics that follow in this document.
Most uses of threads are pure additions to Dungeon World, but some
alter/replace existing mechanics. Likewise, while threads are inspired
by the concept in Earthdawn®, they do not necessarily operate the
same way, or mean the same thing in the Fourth World, so take care
to avoid making assumptions based on how Earthdawn® does things
with threads and stick to what the text here actually says.

Because weaving threads is the key to unlocking power, it should
come as no surprise that the number of threads an adept can weave
at once is limited. All adepts can weave no more than two threads
per circle. As a resource, each thread can be in one of two states. An
available thread is one that has not been woven into anything, and
is available for the character to use for something. A woven thread
is one that is in use and cannot be used for anything else.

USING THRCADS

A quick tour of how threads will be used in this document, with more
details in the chapters which follow...

ACTIVATE TALENTS

A playbook details each discipline; however, the “advanced moves”
of the playbook are selected differently than in standard Dungeon
World playbooks. Called talents, these moves are presented in one
continuum that makes use of minimum circle requirements. Rather
than automatically gaining one advanced move each level, adepts
gain a talent by weaving a thread into it. It is expected that, on average,
adepts will weave one of the threads gained each circle into a talent
and the other into something else. This is not required, however.

Everyone in the Fourth World uses magic in their aéily lives. Some

Some disciplines will almost certainly use more threads to buy talents,
some may use less.

Once a thread is woven into a talent, it will likely stay that way for
the life of the character. It is possible to unweave such a thread, but
this comes at a cost. You use moves to activate and deactivate talents,
as detailed in the “Thread moves” section of the “Moves” chapter.

BOND TO RELICS

Magic items in Earthdawn®, like those in Dungeon World, go beyond
the +1 flaming sword, and the Fourth World follows suit. As the “On
Relics” chapter will detail more fully, certain magic items contain
stages of untapped potential (measured in ranks, usually four) that
can be unlocked by finding out specific information about the item,
performing deeds the item requires, and connecting the item to the
wielder using one or more threads. Each rank of the relic mastered
by the wielder provides a move, usually on par with a talent.

BOND TO OTHER MAGIC ITEMS
Not all magic items are relics. Most, particularly consumable items
like potions, can be used without requiring a thread be woven into
them. Others may contain strong or complex enough magic to require
a thread connect their pattern, but not strong or complex enough to
require the discovery of key knowledge or deeds typical of relics.

Any Dungeon World magic item that supplies a continuous effect
(e.g. bag of holding, the sartar duck, Timunn’s armor, etc.), is a good
candidate for requiring a thread. Some may require a thread be woven
into the item only while it is activated (e.g. immovable rod, inspecti-
cles, tricksy rope, etc).

As a practical matter, requiring that threads be woven into some
utility items serves to limit “magic item bloat”, where one character
uses huge numbers of magic items.

CAST SPELLS

Some spells require one or more threads be woven into them to be
cast. These threads do not remain woven for long, unraveling once
the spell is cast and sustaining itself. As a result, spellcasters general-
ly hold some threads in reserve for use in casting spells, instead of
weaving them into other things. This is explained in more detail in
the “spellcasting moves” section of the “Moves” chapter.

MAKE SPECIAL MOVES

A number of special moves require weaving threads. For example, it
is possible to create and reinforce the pattern of a group of adventur-
ers by having each adept in the group weave a thread into the group’s
pattern, and then have everyone in the group benefit from this pattern.
This and other special moves are details in the “Thread moves” section
of the “Moves” chapter.

ADVANCCMCNT STRATCGICS

With two threads gained each circle, you may expect that Fourth World
characters will be a bit more potent than characters of the same level
in Dungeon World. To the extent that this is true, it’s probably ox; the
magic backing Earthdawn® characters should make them more potent.
A lot depends, however, on how threads are actually used as the
character advances. Typical approaches are some combination of the
following:

THE STANDARD APPROACH
One thread each circle is woven to a discipline talent. The other is
woven to a magic item, maybe a group pattern.

THE RELIC HUNTER
Most threads are woven to magic items. Maybe a quarter go toward
talents.

THE PATH WALKER
One thread each circle is woven to a discipline talent. The other is
woven to an obsession (compendium class).

THE SPELLCASTER

A disadvantage of casters is that they need to keep threads free to
weave into spells. Most casters will keep roughly a quarter of their
threads free for casting (more at low circles).

THE COMPLETIST
All threads are woven into the discipline, with maybe a couple into
other things.

SPeCICS

Following the lead of Dungeon World, all moves for “race” are specif-
ic to the disciplines, though the temptation to do otherwise is high.
As aresult, the various flavors of namegiver might feel a bit different.
For example, for the most part windlings have no particular advan-
tages or disadvantages for their small size, other than what might be
leveraged in the fiction.

Generally speaking, the moves for obsidimen and (sometimes)
windlings are less impressive than the moves for the other races. For
the former, this is because all windlings have access to the astral sight
move. For the latter, this is because all the disciplines that allow ob-
sidimen provide a “tough skin (1 armor, 0 weight, obsidimen only)”
choice.

Unlike Dungeon World, most playbooks/disciplines can be followed
by most species. The only exceptions are similar to the exceptions
traditionally recommended in Earthdawn®.

Using the species from Earthdawn® creates one odd problem: the
standard look section in the Dungeon World playbooks becomes, well,



alittle racist. For example, it traditionally focuses half of its attention
on hair and clothing, when a quarter of the Fourth World species don’t
even have hair and one of them almost never wears clothes. This
necessitates a slightly more abstract look section in the playbooks.

HIRCLINGS

Hirelings in the Fourth World work as they do in Dungeon World, but
have some terminology clashes and additions. The following changes
are made to hireling skills:

APPRENTICE
The importance of creating art and other goods in the Fourth World
encourages a broad system of apprenticeship for all manner of artis-
tic endeavors. Nearly everyone has been an apprentice to someone
at some point in their lives. Apprentices speed the wheels of gather-
ing and preparing materials and crafting of all kinds. They often assist
with the minor magical rituals common to life in the Fourth World.
Extra Hands—When an apprentice assists in a long term project
(crafting, forging, creating art, creating goods, gathering materials,
preparing materials, magical rituals, etc.), they reduce the amount of
time the project takes by an amount commensurate with their skill
(usually about 5% per point). If the project entails risk, the apprentice
bears the brunt of it. If you employ multiple apprentices, use the
highest skill, plus one for each additional apprentice (maximum 10).

INITIATE
This skill replaces “adept” from Dungeon World in order to avoid
confusion with how the word is used above. It functions just as the

adept skill does.

SELLSWORD

This skill replaces “warrior” from Dungeon World in order to avoid
confusion with the discipline of the same name. It functions just as
the warrior skill does.

S€LeCTING A DISCIPLINE
With fifteen disciplines, getting new players to choose a discipline
can be a bit challenging, particularly if they know nothing about
Earthdawn®. One option is to limit the number of disciplines when
introducing people to the game and/or setting. This can also have
the advantage ofleaving more complicated disciplines out of player’s
hands until they get used to the game.

Another option is to present the interview/flowchart to the left to
help them decide.

Every Fourth World character harnesses

magic in some personal way. My magic...

...enhances my martial

prowess, making me...

...focuses inward, enhancing
my skill so that ...

...focuses outward, weaving

...a master of ranged combat.
I am the...

archer
dex, wis _

...a duelist extraordinaire.
I am the...

swordmaster
dex, cha .

...unstoppable, wading through
my enemies. l am the...

)

warrior
str, con

...the scourge of the air ways.
Iam the...

sky raider
str, dex ;

...nothing escapes my attention.

I am the...

- D

...nothing can keep me out for
long.Iam the...

thief
dex, con

...none may rival my
craftsmanship. [ am the...

weaponsmith
str, int ,

...manipulates the building
blocks of nature. I am the...

elementalist
con, cha

...deceives, confuses, conceals
and dazzles. I am the...

illusionist
dex, int

spells and other magic that... J

...connects me to other beings,

so that I may...

...traffics in spirits and the forces

of life and death. I am the...

nethermancer
con, wis

...manipulates the underpinnings

of magicitself. I am the...

- D

...compel my allies to be better
than they are. I am the...

air sailor
con, int

...harness the power of the
animals around me. I am the...

beastmaster
wis, cha

...inspire those who ride under my

banner to greatness. I am the...

cavalryman

str, cha

...entertain (and manipulate)
anyone I meet. I am the...

troubadour
int, cha




ON BASIC MOVCS

The basic moves from Dungeon World are used unaltered. The basic

moves from Mounted Combat are used unaltered.

ON SPECIAL MOVES

Use all the special moves listed in the Dungeon World as is, unless
noted below. The following special moves are added into Fourth World
games.

ASTRAL SIGHT

When you have the ability to view the astral plane and spend a
moment to activate it, take +1 ongoing on any roll using INT, WIS,
or cHA. Take -2 ongoing on any roll using STR, DEX, or CON. Take
an additional +1 ongoing to discern realities. These bonuses and
penalties last until you spend a moment to deactivate astral sight.
While astral sight is active, you may interact with (and injure) astral
creatures, and they you.

Not all characters may use astral sight. Something in their playbook
must grant them the ability to use this move, such as being a windling,
being a magician, or having a talent that grants it. Some magic items
may also allow its use.

CREATE ART
When you create a work of art and are not tainted by horrors, say
what you are creating. If you do it...

o ...using brute force, roll+sTR

o ...with precise detail work, roll+DEX

« ...through performance, roll+cHA

o ...featuring particularly deep insight, roll+wis
o ...some other way, roll+INT

*On a 10+, choose three. ¥On a 7-9, choose one:

« Carry +1 forward to use the art in a greeting ritual.

o The art will fetch a good price.

« The art inspires the emotional reaction you desire in most who
see it.

« The art inspires the intellectual reaction you desire in most who
see it.

« The art requires less effort (time, cost, exertion) than usual.

« Your name will be associated with the art by those who see it.

« Your deeds will be associated with the art by those who see it.

PERFORM A GREETING RITUAL
When you exchange items made by your own hand when first
meeting a stranger, roll+CcHA. ¥On a 10+ choose three. *On a 7-9,
choose one:
« They find the item they receive more useful to them than the item
they gave you.
« You find the item you receive more useful to you than the item
you gave them.
« Their item truthfully conveys the degree to which they are or are
not tainted by the horrors.
« Your item truthfully conveys the degree to which you are or are
not tainted by the horrors.

PERFORM RITUAL DISCIPLINE
This move replaces Bolster. When you perform a focusing ritual
particular to your discipline, say what the half-hour ritual involves,
then gain 2 preparation. If you begin this ritual with unspent prepa-
ration, lose it. Spend preparation, 1 for 1, to choose an option:
« Add one to the result of a roll you make, after the roll is known.
« Immediately heal yourself 1d6 damage.
« Some talents or spells may let you spend preparation.

PERFORM THE RITUAL OF ADVANCEMENT
This move replaces Level Up. When you have downtime (hours or
days) and xp equal to (or greater than) your current circle+7, you can
reflect on your experiences and hone your skills.

« Subtract your current circle+7 from your Xp.

« Increase your circle by 1.

« Add two to the maximum number of threads you may weave.

« Choose one of your stats and increase it by 1 (this may change

your modifier). Changing your Constitution increases your

maximum and current HP. Ability scores cannot go higher than
18.

END OF SESSION
This move works as the Dungeon World move of the same name, but
checking your Passion instead of your alignment.

DISCOVERY

When you give a general name to a type of thing that has never
been named by any other namegiver before, carry +2 ongoing
when interacting with that thing. Making this move is a potent and
rare event, for example, when someone is the very first to ever en-
counter a new species of creature or plant. Being the first to witness
(or invent) a novel magical phenomenon might also qualify. Often,
if something new is encountered by a group, there is a negotiation
(or protocol, or fight) to determine who will have the right to name
it.

Note that, while this move is not likely to be invoked often in play,
its implications may still have an impact on the game in various ways.
The great dragon who first named kobolds is probably still kicking
around somewhere, for example. Likewise, as the first kaers reopened
not long ago, likely many of the namegivers who first named what
they discovered when they explored the surface are alive and well.

NAMING

When you give a proper name to something worthy that does not
yet have a name, carry +1 ongoing when interacting with that thing.
This often happens, for example, when someone crafts a new weapon
and gives it a name (or reserves that honor for someone else). It might
also happen when someone discovers a new island (or cave system,
or river) that has never seen a namegiver before. And, yes, it means
that whoever named you has this power over you as well.

Note that not everything is worthy of a name. A tree in the middle
of a forest may be no different than any other, but the big oak at the
bend in the river where they sometimes hang criminals may be worthy.
Sometimes unworthy places or objects may become worthy by the
events that surround them, such as an anonymous hill becoming the
site of a heroic last stand, or a pen used to sign a historic document.
Often, however, such places or objects gain names spontaneously.

ON THRCADS
Thread moves are a type of special move during which an adept weaves
a thread for some purpose.

EMBRACE A TALENT
When you perform a short ritual to make a talent from your
discipline part of yourself, weave an available thread into your own
pattern, activating the talent.
« Mark the talent with a check in your discipline playbook. You
gain the use of this talent immediately.
« The thread is now woven into that talent and may not be used for
other purposes.

CROSS TRAIN
When you receive sufficient training in a talent from another
discipline to make it part of yourself, perform a short ritual with
your instructor, then weave two available threads into your own
pattern, activating the talent. You may not weave more threads to
other disciplines than you have woven to your own. A discipline’s
starting moves are not talents, so cannot be selected in this way.

« Note this talent on your playbook. You may use it immediately.

o Mark the threads as being woven.

« The threads are now woven into that talent and may not be used

for other purposes.



RELEASE A TALENT
When you no longer wish to have a talent as part of yourself, you
may perform a short ritual to unweave a thread (or threads, if cross
trained) from your own pattern, deactivating the talent. If the talent
is required by another talent to which you have woven a thread, this
ritual fails. Otherwise:

« Uncheck the talent in your playbook. You lose the use of this

talent immediately.

o The thread is now available for other purposes.

« Gain a random debility.

« You may not mark xp from following your Passion this session.

BRANCH OUT

When you perform the ritual of advancement and receive the
proper initiation, you may weave one of your available threads into
the first move of an obsession. This works the same way as the talent
activation move, but once this thread is woven, it can never be undone;
you cannot “unwalk” the path of an obsession. Once you begin walking
the path of an obsession, you may use the embrace/release a talent
moves for the additional moves in the class; however, you can never
have more threads woven into obsessions than you have woven into
your discipline.

INTEGRATE A RANK

When you spend a day meditating on a magic item you possess
with an unlocked and unused rank, you may weave an available
thread into the magic item, gaining the benefit of the unlocked rank.
You may not make this move if someone else has woven threads into
ranks of the same item.

RENOUNCE AN ITEM

When you die or renounce possession of a magic item, any threads
you have woven into ranks of that item immediately become available.
Just as immediately, you lose the benefit of the item and all its ranks.
Some items may take renunciation personally, demanding different
keys or deeds should you try to weave a thread into them again, if it
allows that at all.

BOND TO A PLACE

When you know a place’s true pattern and spend a day and night
ritualistically connecting yourself to that place, when the ritual
completes, weave an available thread connecting your pattern to the
pattern of the place. So long as this thread remains woven, you may
discern realities about that place as if you were there. If someone else
comes to know the place’s true pattern, they could, with some diffi-
culty, track the connection through astral space to locate you.

BOND TO A PERSON

When you know a willing namegiver’s true pattern and spend a
day ritualistically connecting yourself to them, when the ritual
completes, weave an available thread connecting your pattern to their
pattern. Either you or the target may unravel this thread any time, but
so long as it remains woven, you may:

« spend a moment to take any amount of damage in order to heal

them by that amount.

« meditate with closed eyes to discern realities using their senses,

no matter the distance between you.

« meditate to whisper a message which they will hear no matter the

distance between you.

Often, the other namegiver will perform this ritual on you at the
same time, weaving a thread of their own to your pattern. If someone
else comes to know the target’s true pattern, they could, with some
difficulty, track the connection through astral space to locate you.

ON PASSIONS

DEVOTION

When you perform an act of true devotion to a Passion, roll+de-
votion, where “devotion” is a value between one and four assigned
by the GM to represent how impressive the Passion is likely to find
the act. ¥*On a 10+, gain 3 hold. ¥On a 7-9, gain 1 hold. Spend that
hold as follows:

« Take +hold spent forward to immediately make an entreaty to
that Passion.

« When you or an ally takes damage, spend 1 hold to call on the
Passion, who intervenes with an appropriate manifestation (a
sudden gust of wind, a lucky slip, a burst of light) and negates the
damage.

« When you perform an action under the purview of the Passion,
spend 1 hold to take +2.

« Offer one or more hold and suggest something the Passion might
do.If the GM agrees, spend the hold and your suggestion happens.

ENTREATY

When you call on a Passion for help, roll+nothing. If you follow
the Passion (i.e. you have checked that Passion’s move on your sheet),
take +1. %On a 15+, a harbinger of the Passion (somethinglike alarge
angel) will soon manifest and do what the Passion thinks needs doing.
*On a 10-14, the situation immediately changes in a way that could
be seen as the Passion lending a hand. ¥On a 7-9, nothing happens
immediately, but the M will look for an opportunity to show the
Passion’s favor during the session. *On a 3-6. your entreaty falls on
deaf ears. *On a 2—, the Passion is offended.

ON SPCLLCASTING

Spellcasting in the Fourth World is both slower and more dangerous
than the Vancian spell system used in Dungeon World. All disciplines
able to cast spells (collectively called magicians) cast spells in the
same way, though each discipline uses different abilities to do so.
Spells do not need to be memorized and are not forgotten when cast.

To learn a spell, the magician must copy it into a grimoire, a system
of recording spells (usually a book). Knowledge of spells may arrive
spontaneously (all magicians gain a spell when they advance to a new
circle), but can also be tracked down from written sources, learned
from other magicians, etc.

To cast a spell, a magician must first spend time weaving one or
more threads into the spell’s pattern. This weaving can attract unwant-
ed attention in astral space. To mitigate this, magicians may make use
of an astral construct called a spell matrix. This makes casting (rel-
atively) safe, but magicians can only master a limited number of spell
matrices at once, and each must be prepared with a specific spell
before that spell may be cast through it.

Weaving the threads through a grimoire attracts more attention,
and can have more nasty side effects, but is sometimes done when a
magician needs a spell not attuned into a matrix.

Most reckless of all is weaving spell threads into raw spell energy.
This is most often done in desperation, but can be used to improvise
a spell the magician doesn’t know, or wouldn’t normally be able to
cast (a spell from another discipline, for example).

When possible, the GM should shift to action to another pc while
a pC is weaving a spell, then shift the action back to the weaver right
after. This helps convey the feeling of spellcasting as a slow build up
to release, and other things happening as the magician gathers magic.
Narration of what the weaving looks like can also be useful, and gives
the players a way to recognize spellcasting from monsters when the
GM uses similar description to show signs of an approaching threat.

If the magician manages to fully weave the spell without messing
up or getting interrupted, they can cast the spell. This can also go
wrong—sometimes very wrong—particularly if the magician is not
careful.

The whole process of casting spells uses the following moves:

ADD A SPELL TO YOUR GRIMOIRE

When you add a spell to your own grimoire, you truly learn the
spell. The spell remains in your memory, so may be rewritten if a
grimoire gets stolen or destroyed. You may add spells from your own
discipline of any circle into your grimoire.



ATTUNE A SPELL MATRIX
When you spend uninterrupted time (a half hour or so) in quiet
contemplation of a spell matrix, you:

« Remove the spell pattern in the matrix (if any).

« Repair any damage done to the matrix.

« Place the pattern of any spell in your grimoire with a circle equal

to or less than your own into the matrix.

The total circles of the spells in all your spell matrices from a given
discipline combined may not exceed twice your own circle in that
discipline (e.g. a third circle wizard can only attune six circles worth
of wizard spells into her matrices).

WEAVE THROUGH A MATRIX
When you weave a thread into a spell matrix, roll+the ability indi-
cated by your discipline. *On hit, the thread is woven into the spell.
*On a 12+, you may also weave an additional thread into the spell.
If you do, take -2 forward toward casting the spell. *On a 7-9, also
choose one:

o Local spirits in astral space become interested in what is happen-

ing.
o Take 1HP damage.
o Take -1 forward toward casting the spell.

WEAVE THROUGH A GRIMOIRE

When you weave a thread into a spell in a grimoire, roll+the ability
indicated by your discipline. If the spell is of a higher circle than you
have in your discipline, take —1. If the grimoire is not yours, take —1.
If the spell is from a discipline you do not follow, take —1. *On hit,
the thread is woven into the spell. #On a 12+, you may also weave
an additional thread into the spell. If you do, take -2 forward toward
casting the spell. ¥On a 7-9, also choose one:

« Take the spell’s circle in damage.

o Take -1 forward toward casting the spell.

o Take a chance: if casting the spell misses, magical energy damages
that spell in the grimoire. It must be re-inscribed into the grimoire
before it may be used again.

In addition, the weaving attracts attention in astral space. Roll a d6;
ifyourolla 1, you have attracted the attention of a horror, and it marks
either you or the grimoire (see the “Horrors” chapter). Even if you
avoid this fate, some astral nasty may come calling.

Scrolls are not as common in the Fourth World as they are in many
fantasy settings; however, weaving through them functions as weaving
through a grimoire, with the exception that on a 7-9 result, you must
choose all three choices and the scroll is consumed.

WEAVE RAW MAGIC

When you weave a thread into raw spell energy, roll+the ability
indicated by your discipline. If the spell is of a higher circle than you
have in your discipline, take —1. If the spell is one with which you are
familiar, but is not in your grimoire, take —1. If the spell is from a
discipline you do not follow, take —1. *On hit, the thread is woven
into the spell. ¥On a 12+, you may also weave an additional thread
into the spell. If you do, take -2 forward toward casting the spell.
*0On a 7-9, also choose one:

« Take twice the spell’s circle in damage.

o Take -2 forward toward casting the spell.

« Once the spell is cast (successful or not), the thread becomes

“tangled” in astral space, making it unavailable until you can spend
a few minutes to untangle it.

In addition, the weaving raw magic is like a flare in astral space,
attracting attention. Roll a d6; if you roll a 1 or 2, you have attracted
the attention of a horror, and it marks you (see the “Horrors” chapter).
Even if you avoid this fate, some astral nasty may come calling.

CAST A SPELL

When you unleash a spell you've fully woven, roll+the ability in-
dicated by your discipline. *On a 10+, the spell is successfully cast.
*On a 7-9, the spell is cast, but choose one. ¥On a 6—, the spell is
not cast, and choose one:

« You draw unwelcome attention or put yourselfin a spot. The Gm
will tell you how.

« The spell disturbs the fabric of reality as it is cast—take —1 ongoing
to cast a spell until the next time you make camp.

« You take 1d3 damage.

« The spell matrix used to cast the spell (if one was used) becomes
damaged and casting the spell inside requires an additional thread
to be woven into it until the matrix can be repaired.

Once the spell is cast, any threads woven to cast it become available

immediately.

ON BLOOD MAGIC

Blood magic draws its power from sacrifice, usually a small amount
ofblood. Atbest, blood magic is a moral grey area, as its practice once
provided the only defense against the horrors, but also a tool for
corruption. Even so, its practice is common enough that most know
what it is and probably know someone who uses it.

Practicing blood magic is a one way street: once you start down
the path, you can never go back. It makes use of the following moves:

FIRST BLOOD
When you first practice blood magic, you perform a short ritual to
prepare your blood. Once this ritual completes, you...

o ...reduce your maximum HP by one. You may never get this HP
back. Not by magic, not after a year and a day, never.

o ...take S blood. Blood may be committed to power blood magic,
asindicated by other moves. While blood remains committed to
one thing, it may not be committed to anything else. Blood may
be uncommitted with a few minutes concentration, ending what-
ever it was powering, and making the blood available for use.
Blood may also be spent. Spent blood is consumed and lost
forever.

o ...must conceal your use of blood magic or face social conse-
quences. While using blood magic may improve your standing
with some people, most frown on the practice and some actively
shun or persecute those who use it.

You may repeat this move to gain more blood, reducing your hit

points further.

SELF-MUTILATION

When a blood charm is implanted into your flesh with your
consent, you must pay the cost in blood (usually a commitment of
afewblood). If you lack the available blood to pay the cost, you may
uncommit blood powering other effects immediately, if you choose.
If you still lack enough, you immediately make the first blood move
until you have enough blood to pay. The blood charm provides its
benefit so long as the blood it needs remains committed.

SWAP PARTS

When you uncommit blood to an active blood charm, the charm
immediately goes dead. If not removed from your body, it will begin
to rot. Once removed, it may leave a void. For example, if the charm
was installed in an eye socket, the socket remains empty when the
charm is removed.

PUSH TALENTS

When you sacrifice part of yourself to succeed at a move, describe
how you do so, then spend 1 blood. You succeed as if you rolled a
12+.



BLOOD PEACE

When you swear to a truce with another namegiver, you both cut
the wrist of your dominant weapon arm and commit 1 blood. The
cut forms a crescent-shaped scar, easily seen by those who know to
look. For the next year and a day, the scar turns blood red and you
take +1 ongoing to taking your last breath (not cumulative). During
this period, if you break the oath, the committed blood becomes spent
and your scar turns black. If the other party breaks the oath, your
blood is uncommitted and your scar turns white. If the duration
expires with the truce maintained, both your scars turn silver and
blood is uncommitted. If you both agree, you may extend the truce
for another year and a day. This works as above, except that the scar
becomes gold for the duration.

BLOOD PROMISE

When you swear to perform a task for another namegiver, you
cut your forehead, name a talent you intend to use to fulfill this task,
and commit 2 blood. Often, the other namegiver will make a blood
promise of their own to you at the same time. You may only make
one blood promise at a time. For the next year and a day, the cut turns
red and you gain +1 ongoing to using the talent you named. If you
complete the task within a year and a day, the cut heals, the blood is
uncommitted and you loose the ongoing bonus. If you fail to complete
the task in time, the scar turns black, the blood is spent, and you loose
the ongoing bonus.

BLOOD SWORN

When you and another namegiver swear loyalty to each other for
the rest of your lives, you place a cut over your hearts and commit
3 blood. So long as you remain loyal to the other, the scar turns gold
and you gain +2 to one ability score and +1 to another (18 max, as
always). You may also, any time you like, take 1d6 damage and heal
the other of the same amount, no matter where they are. Should the
loyalty of either of you fail, for the next three years and three days,
both of your scars turn black and you lose your ability bonuses, but
the blood remains committed. After this period, if you renew your
vows of loyalty, the scar becomes gold again, and grants benefits as
before. If you do not renew your vows, the blood becomes spent and
the scar remains black. If one of you dies, the scar turns white and
the other uncommits their blood. You may only swear this oath once
in your life.

FORGE A GROUP PATTERN
When a group bonds together magically, the members of the group
perform a long ritual to create the group’s pattern, during which:

« The group’s name is decided and declared.

« A symbol is created representing the group and its history.

« Each member commits 1 blood.

« Each member of the group weaves a thread into the group’s pattern,
making those threads unavailable for other purposes as long as
the group pattern exists.

« Each member is treated as having a bond with every other member
(by the Aid move, for example), though this bond cannot be used
to mark xp.

Once completed, the group is magically linked together. All

members of the group gain access to the bonded group moves.

ON BONDED GROUPS

Members of groups who have bonded using blood magic (see “Forge
a Group Pattern”, above) form a bonded group and may make the
following special moves to interact with the other members of the
same group.

BROADCAST THOUGHTS

When you can see or be seen by your fellow group members, you
may “speak” to them without uttering a sound. All members within
line of sight (and only those members) can “hear” you, regardless of
other sound in the area.

DISCERN CONDITION
When you concentrate on a group member regardless of how far
away he or she may be, roll+wis. Any effect that would benefit or
hinder the discern realities basic move may benefit or will hinder this
move. ¥On a 10+, ask the GM three questions from the list below.
*On a 7-9, ask one:

« Where is the group member in relation to me? (Answer will

include distance and direction, but not how to get there.)

« What are the group member’s surroundings like?

« What is the group member’s physical condition?

« What is the group member’s emotional state?

EJECT A MEMBER

When one member of a group is singled out by all other members
for expulsion, all members of the group (other than the one to be
expelled) gather and perform a short ritual, during which:

« The expelled member’s thread is unwoven from the group’s pattern,
and becomes free for that member to use for something else. The
exile’s committed blood is spent.

« The expelled member is no longer part of the group and may not
use (or be the target of ) group moves from that group.
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EXPAND THE GROUP

When a majority of the group gathers and agree to add a willing
recruit to the group, they conduct a short ritual, during which the
recruit weaves a thread into the group’s pattern and commits 1 blood.
At the completion of the ritual, the recruit is considered a full member
of the group. Any members of the group not present for the ritual
immediately become aware of the new member.

LEAVE THE GROUP

When you die or quit a group, your thread is unwoven from the
group’s pattern and your blood is uncommitted, freeing both for other
use. You no longer may make (or be the target of) group moves for
that group. Other members of the group immediately become aware
you have left.

MOVE AS ONE
When you fight alongside your fellow group members, gain +1
ongoing to defend them.

SHARE BOUNTY

When you briefly touch a willing group member, you may transfer
one ongoing bonus to them. You immediately lose this bonus and
they gain it. You cannot regain the same kind of bonus while it remains
on them. The bonus returns to you at the next sunrise, unless it expires
prior to that.
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NAMES choose or invent
Dwarf: Dojar, Igfar, Lohor, Odtun, Ottas, Rogha, Urkev, Yrgir

Elf: Atsis, Certadel, Drantil, Draseth, Erthil, Kelrral, Nyssear, Sayghia, Thertir
Human: Ayas, Deosran, Eyser, Leaust, Raualeing, Riray, Teanbur, Tiardtia
Ork: Cafina, Dultur, Hachtor, Loyas, Luzeng, Ratiss, Tokale, Untenth, Yurt
Troll: Breoric, Clegaross, Naripos Pataiom, Rebanell, Todarub, Yovoraph
T’Skrang: Ayenthgar, K’ghaust, Krey’asver, Rie’sam, S’erissom, V’en, Vawrak
Windling: Addare, Bejel, Charrare, Nayesh, Shujuz, Shuthict, Yijichi, Yimkral

LOOK

Gaze: disciplined, curious, enthusiastic

choose one for each

Appearance: utilitarian, regimented, polished
Accoutrement: functional, refined, decorated
Body: stocky, supple, willowy

STATS

Your maximum HP is 10+Constitution.
Your base damage is d6.

SPeCICS

[0 DWARF
When you defend using a shield, take +1.

choose one

0O ELF
When you help someone volley, take +1.

0 HUMAN

When you help someone parley, take +1.

00 ORK

When you help someone hack and slash, take +1.

J TROLL
When you help someone discern realities, take +1.

[ T'SKRANG
When you help someone defy danger, take +1.

0 WINDLING
When you taunt, take +1.

STARTING MOVES

MANY AS ONE
When you aid a member of your crew or bonded group, ona 10+
they may take +2 to their roll instead of +1.

ONE BIG HAPPY

When someone to whom you have a bond is on an airship you
crew and invests any effort into helping out, you may treat them
as part of your crew for the purpose of triggering talents.
LOYALTY

When you have served on an airship, you may choose bonds with
that ship. Bonds to ships extend their benefits to anyone who ever
served as crew on that ship.

EXPRESSIONS OF UNITY

When you create art with rune carving or embroidery, take +1. If
you use the result in a greeting ritual, when you aid or hinder the
recipient, treat them as if you had a bond with them.

PASSION

[J ASTENDAR
Convey the beauty of flight to someone earthbound.

choose which you follow the most

art, music, love

(0 CHORROLIS trade, wealth, desire

Gain a profit on something sold far from where it was purchased.

(J FLORANUUS
Make use of three dimensional movement when winning a battle.

energy, victory, motion

0 p1s
Rigorously enforce discipline.

slavery, bureaucracy

GCAR

Your load is 9+sTR. You carry dungeon rations (5 uses, 1 weight), a
ragged bow (near, 2 weight), a bundle of arrows (3 ammo, 1 weight),
and a shield (+1 armor, 2 weight). Choose your weapon:

O short sword, axe, or warhammer (close, 1 weight)

O cutlass (close, +1 damage, 2 weight)

O rapier (close, precise, 1 weight)

O spear (reach, thrown, near, 1 weight)

Choose your defenses:

O leather armor (1 armor, worn, 1 weight)
O chainmail (1 armor, worn, 1 weight)

Choose two:

O 2 healing potions (0 weight)

O adventuring gear (1 weight)

O antitoxin, poultices and herbs (1 weight)
O repair kit (6 uses, slow, 1 weight)

0O 22 coins
BONDS name of one of your companions in at least one
Sailing on the will always be my home.

As a passenger on my ship, caused quite a stir.
is the reason I sail.
swindled me out of a week’s pay.

I doubt could handle a life in the air.



TALENTS

You may weave threads into these talents, if you meet their require-
ments:

OO AEGIS
When you defend while wielding a shield, you may also spend hold
on the following:

« Knock the attacker down or back.

« If it is mobile, the thing you defend may move or be moved

somewhere safe from the attacker.

« Take -1 forward and negate the attack’s effect or damage.
Second thread (requires circle 6): You also gain +1 hold, even ona 6-.
You may also spend 1 preparation to gain +1 hold.

[J BRAINS AND BRAWN
When you defy danger with quick thinking (+INT) or by enduring
(+con), take +1.

[JI CANNOT DO IT, CAPTAIN!

When you or your crew proclaim the impossibility of a task related
to your airship and you are told to do it anyway, gain +1 forward on
that task.

(J TAUNT

When you mock, tease or otherwise provoke an Npc, roll+CcHA. ¥On
a hit, they become more aggressive towards you and your crew or
bonded group, possibly attacking. *On a 10+, you also take +1 forward
against them. *On a miss, they do as they please and you take -1
forward against them.

OO WORK THE PROBLEM

When you use training, teamwork and creativity to study a situation
or environment, you can discern realities with +INT instead of +W1s.
Second thread (requires circle 6): In addition, on a 12+ the questions
you ask the GM may be anything, not limited by the list.

00 DAMAGE PARTY
When you work with your crew to jury rig an airship (Mounted Combat,
pg. 9), take +2.

Second thread (requires circle 6): On a 12+, if you repair something

requires circle 2

caused by gaining stress, remove that point of Stress.

0 EAR TO THE WIND
When you discern realities or spout lore about the history, crew, lo-

requires circle 2

cation, destination, condition, or cargo of any airship, take +1. Ona
12+, in addition to the normal effects, you get to ask the GM any one
question about the subject.

00 GOT YOUR BACK
When you fight next to a member of your crew or bonded group, gain

requires circle 2

+1 armor.
Second thread (requires circle 6): Gain +2 armor instead.

OO0 MERCHANT MARINE requires circle 2
When you use the supply move, before you roll choose one:
« Roll+INT instead of roll+CHA.
« Ifthe cost of the item includes ““Charisma’, you may subtract your
Intelligence score from the price instead of your Charisma score.
« Ona 12+, youwill find what you are looking for at a bargain price.
« On a 124, you will find what you are looking for at a fair price
and find something else unexpected and useful at a fair price.
Second thread (requires circle 6): Choose two instead.

[] SPANNER IN THE WORKS
When you hinder someone, you may use +INT instead of +Bond.

requires circle 2

[J THAT’S THE SPOT
When you volley with a vehicle-mounted weapon, you may use +INT
instead of +DEX.

requires circle 2

00 CLEVER ASSISTANCE
When you aid someone, you may use +INT instead of +Bond.

requires circle 4

(J SPURN THE EARTH requires circle 4
When you leap or fall from a very great height, roll+con. ¥On a hit
just before impact, you conjure a reaction between earth and air,
settling gently to the ground. *On a 10+, at your option, you may
use this reaction to carry you back to where you started falling (the
deck of the airship you were on, for example).

(J AND TAKE THAT requires circle 6
When someone you are aiding hacks and slashes on 10+, deal your
damage to their target as well.

(J LEAF ON THE WIND requires circle 6
When you pilot an airship, you may automatically take the 10+ results
of any control vehicle rolls.

[J LOVE, SPIT AND DUCT TAPE requires circle 6
A vehicle you are occupying or piloting may continue moving even
if it has no stress left. You cannot use any pilot or passenger moves
while it is in this state. The vehicle will not run again once you come
to a stop. One more mark of damage will halt the vehicle.

(J VITALITY requires circle 6
When you make camp with your crew or bonded group, you heal
+1d8.
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NAMCS
Dwarf: Ahlan, Dopku, Idrur, Lanlar, Meslar, Nethin, Nylmo, Otkus, Uldir
Elf: Ardith, Etrosal, Hatki,, Mostitil, Nyshia, Perpeas, Quaciareas, Torkeyder
Human: Aeray, Eris, Ion, Iturit, Niunt, Oetor, Rotas, Sachrad, Semos, Yount
Ork: Annys, Ashrod, Badryn, Farald, Ockath, Olang, Toghlye, Yaldver, Yustina
Troll: Fardar, Higol, Hostir, Mended, Rivel, Tulum, Vivuk, Zayoth, Zikith
T’Skrang: Ayuskshy, Ayia’che, K’ranskel, Sh'den, T’ingath, V’ther, Vac'ough
Windling: Amkral, Anaki, Ashaja, Benaja, Bethiru, Chiddus, Ksanus

LOOK

Gaze: distant, attentive, staring

choose or invent

choose one for each

Appearance: calloused, tanned, decorated
Accoutrement: hooded, reserved, elegant
Body: graceful, compact, built

STATS

Your maximum HP is 10+Constitution.
Your base damage is d10.

SPeCICS

[0 DWARF
You may defend an ally from a distance, rolling +DEX instead of +CoON.

choose one

You may only spend hold to redirect an attack to yourself if that attack
could reach you.

O ELF
When you discern realities during combat, you take +1.

(0 HUMAN
When you help or hinder someone with whom you have no bonds,
take +1.

J ORK

When a defending ally opens up an attacker to you, take an addition-
al +1 forward against that attacker.

J TROLL

When you select enhancements for your expressive style, you may
choose to add the forceful tag.

[ T'SKRANG
When you use trick shot, you take +1. You ignore the circle require-
ment for the trick shot talent.

00 WINDLING
When you volley on a 7-9, you may choose to take -1 forward to
your next volley instead of the listed choices.

STARTING MOVES

CALLED SHOT
When you attack a defenseless or surprised enemy at range, you
can choose to deal your damage or name your target and roll+DEX.
« Head *On a hit, they do nothing but stand and drool for a few
moments. ¥On a 10+, also deal your damage
« Arms *On a hit, they drop anything they’re holding. *On a 10+,
also deal your damage
« Legs *On a hit, they’re hobbled and slow moving. ¥On a 10+,
also deal your damage

EXPRESSIVE STYLE
When you hold your favorite bow, you channel magic through it in
your unique way, altering the weapon to express your soul and tech-
nique. Choose whether you express magic using:

O bows

O crossbows

Choose two enhancements that get applied to your favorite weapon
of that type when you use it (and disappear when you put the weapon
down):
O Your magic directs your shots to exposed spots: +2 piercing.
O Your magic expresses your vendetta: when volleying at a spe-
cific type of creature (your choice), take +1.
O Your magic speeds your cycle: ignore reload tag.
O Your magic directs your shots to vulnerable spots: +1 damage.
O Your magic makes the weapon feel at one with your body: -1
weight.
O Your magic braces the weapon allowing a brutal directness: Use
STR to volley, not DEX.

EXPRESSIONS OF THE ARC

When you create art with wood carving, take +1. If you use the
result in a greeting ritual and the person receiving your art retains it,
you may always find them using directional arrow.

PASSION

[J ASTENDAR
Make an artistic or flawless shot.

choose which you follow the most

art, music, love

[J FLORANUUS
Outmaneuver an opponent.

energy, victory, motion

(J JASPREE
Hunt to provide sustenance.

growth, wilderness

[J VESTRIAL
Kill from ambush.

deceit, trickery
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GE€AR
Yourload is 12+sTR. You carry a bundle of arrows (3 ammo, 1 weight),
and dungeon rations (S uses, 1 weight). Choose an example of your
favored bow type:
O fine bow (far, near, 2 weight, your style enhancements)
O crossbow (near, +1 damage, reload, 3 weight, your style en-
hancements)

Choose your defenses:
O leather armor (1 armor, worn, 1 weight) and adventuring gear
(1 weight)
O chainmail (1 armor, worn, 1 weight) and adventuring gear (1
weight)
O scale armor (2 armor, worn, clumsy, 3 weight)
Choose two:

O 2 healing potions (0 weight)

O extra arrows (3 ammo, 1 weight)

O antitoxin (0 weight), dungeon rations (1 weight), and poultic-
es and herbs (1 weight)

0 any mount (with GM approval)

O 22 coins

BONDS name of one of your companions in at least one
and I downed a great beast once, and paid for it dearly.
is in constant danger, I will keep them safe.

has seen the lands of my home, more recently than

once saved me, when no one else would.



TALENTS
You may weave threads into these talents, if you meet their require-
ments:

00 HEIRLOOM

When you consult the spirits that reside within your favorite bow,
they will give you an insight relating to the current situation, and
might ask you some questions in return, roll+wis. ¥*On a 10+, the
GM will give you good detail. ¥On a 7-9, the M will give you an
impression.

[J IMPROVED BOW
Choose one extra enhancement for your expressive style.

(0 BLOT OUT THE SUN requires circle 2
When you volley you may spend extra ammo before rolling. For each
point of ammo spent you may choose an extra target. Roll once and
apply damage to all targets.

JOJ ACCURATE requires circle 2
When you deal damage, deal +1d3 damage (with a bow) or +1d4
damage (with a crossbow).

Second thread (requires circle 6): When you deal damage, deal +1d6
damage (with a bow) or +1d8 damage (with a crossbow).

0 BOW HISTORY
When you spend an extended period each day for several consecutive

requires circle 2

days studying a ranged weapon or ammunition for a ranged weapon,
roll+INT. ¥On a 10+ you gain insight into the item’s past and nature.
Choose three and take +2 forward to study the item further. ¥*On a
7-9 choose one and take +1 forward to study the item further.
« Discover the item’s basic abilities (that is, abilities that may be
used without weaving threads into the item).
« Discover how many threads may be woven into the item, if any.
« Understand exactly what must be done (and where) to learn the
item’s name.
« Discover the question that must be answered to gain the next key
to the item, if any.
« Discover if the item requires that any deeds be performed.

[J DIRECTION ARROW
When you need to locate someone and have a personal item repre-

requires circle 2

sentative of them, you may fire an arrow into the air. At the apex of
the arrow’s flight, it explodes into sparks, which shape into an arrow
pointing the direction to the target.

00 WOOD SKIN
You gain +1 armor.
Second thread (requires circle 6): You gain +2 armor instead.

requires circle 2

000 RELENTLESS
When you volley an enemy, your next attack against that same foe
deals +1d4 damage.

Second thread (requires circle 6): When you volley an enemy, your next

requires circle 2

attack against that same foe deals +1d8 damage, instead.

(J FLETCHER
When you spend some time reflecting on your expressive style and

requires circle 4

making arrows or bolts specifically for use with it, roll+w1s. You create
a bundle of ammunition (3 ammo, 1 weight). #On a 10+ choose
three. *On a 7-9 choose one:

« The ammunition is high quality: +1 ammo.

« The ammunition is armor piercing: +1 piercing.

« The ammunition is wicked: +1 damage.

o The ammunition is non-lethal: deals stun damage.

(J MOUNTED VOLLEY requires circle 2
When you volley while riding a mount or piloting a vehicle, add the
mount’s Control to your damage. If the mount or vehicle already
provides a move like this, add that damage as well.

[J SUPPRESSING FIRE requires circle 4
When you lay down covering fire, roll+DEX. ¥On a 10+ choose three.
*On a 7-9 choose one. You may spend one preparation to make an
additional choice, even on a miss:

« Your allies can make a quick dash without being attacked.

« Your enemies keep their heads down.

« You deal damage to one enemy.

« You don't expose yourself to danger.

« You don’t reduce your ammo by one.

[J TRICK SHOT requires circle 4
When you make a fancy shot with your ranged weapon (cutting a
rope, banking a shot to hit someone around a corner, snuffing out a
candle, shooting an apple off someone’s head, etc.), roll+DExX. Hit or
miss, this shot reduces ammo by one. ¥*On a 10+ the shot succeeds
as intended (dealing damage, if appropriate). ¥On a 7-9 the trick
works, but imperfectly (the rope is hanging on by a thread, you deal
-1d6 damage, you obliterate the candle, you unintentionally knick
the target, etc.)

(J WARP WOOD requires circle 4
‘When you touch wood and concentrate, living or dead, you may bend
and shape it as you desire. Take -1 ongoing to any other task while
you do so.
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[0 ARCANE SHOT
When you fire an arrow or bolt, you may transform it into magical

requires circle 6

energy once it is released. Choose one when you fire:

« The ammunition becomes a bolt of fire, igniting anything flam-
mable it hits.

« The ammunition becomes a shard of ice, coating the area around
its point of impact with ice.

« The ammunition becomes insubstantial, passing through most
targets, but capable of wounding creatures which are themselves
insubstantial.

o The ammunition becomes white light, marking any target it hits.
This deals no damage, but any attempts to hit that target with
ranged weapons take +1 for the next few minutes.

« The ammunition becomes a sticky black goo, tangling up a hit
target, or making an area it hits difficult to cross.

[J ARROW’S VIEW
When you fire an arrow or bolt, you may choose to replace your vision

requires circle 6

by what would be seen if your eyes were on either side of the flying
arrow head, until the moment of the arrow’s impact. If you do, take
-1 forward from sensory confusion.

[ DEATH FROM THE DARK
When you volley from a concealed position on a 12+ you deal your

requires circle 6

damage, and confuse, demoralize, or frighten your enemy.

[J INCULCATE WOOD
When you touch wood, living or dead, or a vehicle, item or structure

requires circle 6

made of wood, it becomes immune to fire so long as you remain in
contact with it and desire it be so. Any flames burning the wood when
you touch it immediately snuff out.

[J SMAUG’S BELLY
When you know your target’s weakest point your arrows have +2

requires circle 6

piercing.

(J SEED OF DESTRUCTION requires circle 8
When youvolley on a 12+, you deal damage and may choose to reduce
ammo by one. If you do, the arrow that struck the target grows into
a vine-like wood elemental that continues to attack the target (as an
assassin vine would, for example). This creature vanishes if it kills the
target, the combat ends, or you dismiss it (whichever comes first).



NAMES choose or invent
Dwarf: Birbir, Iddiv, Inlis, Lidtus, Lilva, Lovtir, Obran, Rotsin, Thilgan, Urser
Elf: Athloedia, Eldraril, Hatlith, Lornel, Orleal, Oshar, Verkas, Warceth
Human: Elana, Obelis, Herran, Syla, Siobhan, Aziz, Pelin, Sibel, Nils, Wei
Obsidimen: Ausmos, Eilsul, Jooben, Lauven, Oraress, Ossiteng, Wailtperser
Ork: Astai, Cundul, Dalpol, Fardas, Nofshy, Oldoll, Onoq, Othull, Unn
Troll: Beshun, Cruphith, Diyad, Fesith, Hophul, Issurk, Kochal, Silom, Wasam
T’Skrang: Ayelmor, Ch'ar, Ch’polhin, R'pertas, Shenggar, Vo'is, Yai’ia, Z'er
Windling: Ashaki, Chadduz, Nathari, Nathichi, Shuthus, Shuyel, Yishnai

LOOK

Gaze: wise, wild, haunting

choose one for each

Appearance: hairy, messy, braided
Accoutrement: ceremonial, practical, weathered
Body: powerful, limber, furtive

STATS

Your maximum HP is 8+Constitution.
Your base damage is d8.

SPeCICS

[0 DWARF
Your companion spirit gains the burrowing tag. When choosing a

choose one

species for your companion, include: beetle, huttawa, mole.

0O ELF

Your companion spirit gains the fearless tag. When choosing a species
for your companion, include: unicorn.

0 HUMAN

Your companion spirit gains +1 control. When choosing a species
for your companion, include: war-horse.

0J OBSIDIMEN

Your companion spirit gains the giant tag.

0 ORK

Your companion spirit gains +1 ferocity. When choosing a species
for your companion, include: raptor, thundra beast.

J TROLL

Your companion spirit gains +1 armor. When choosing a species for
your companion, include: tricorn raptor.

[ T’SKRANG
Your companion spirit gains +1 cunning. When choosing a species
for your companion, include: amphibious beast.

00 WINDLING
Your companion spirit may gain the miniature tag. When choosing
a species for your companion, include: bee, dragonfly, kue, spider.

STARTING MOVCS

COMPANION SPIRIT
You have a supernatural connection with a companion spirit who
manifests as a loyal animal. You can’t talk to it per se but it always acts
as you wish it to. Name your companion spirit and choose a species
(see Mounted Combat for descriptions, replace control and armor
stats with those below):

« Bear, bird, bison, boar, camel, cat (small or large), dog, flightless
bird, frog, hawk, goat, horse, land lizard, llama, monkey, mule,
owl, pigeon, rabbit, rat, stag, troajin, wolf, zoak

Choose a base:

O Ferocity +2, Cunning +1, Control +1, 1 Armor, Instinct +1

O Ferocity +2, Cunning +2, Control +2, 0 Armor, Instinct +1

O Ferocity +1, Cunning +2, Control +2, 1 Armor, Instinct +1

O Ferocity +3, Cunning +1, Control +1, 1 Armor, Instinct +2

Choose as many strengths as its ferocity:

« Fast, burly, huge, calm, adaptable, quick reflexes, tireless, camou-
flage, ferocious, intimidating, keen senses, stealthy

Your companion spirit is trained to fight humanoids. Choose as many
additional trainings as its cunning:

« Hunt, search, scout, guard, fight monsters, perform, labor, travel
Choose as many weaknesses as its instinct:

« Flighty, savage, slow, broken, frightening, forgetful, stubborn,
lame

LOYAL COMPANION
When you must control your companion spirit as a mount, you
may roll twice and take the better result.

COMMAND
When you work with your companion spirit on something it’s
trainedin...

« ...and you attack the same target, add its ferocity to your damage
« ...and you track, add its cunning to your roll

« ...and you take damage, add its armor to your armor

« ...and you discern realities, add its cunning to your roll

« ...and you parley, add its cunning to your roll

« ...and someone interferes with you, add its instinct to their roll
« ...and you undertake a perilous journey, take two roles
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EXPRESSIONS OF THE BEAST

When you create art with body painting or wood carving, take
+1.If you give the result in a greeting ritual, any attempt to track the
recipient succeeds as if you rolled at 10+, if they have the art in their

possession.

PASSION choose which you follow the most
(J GARLEN hearth, healing
Help a steading prosper.

[J JASPREE growth, wilderness

Help something Oor someone grow.

[J THYSTONIUS
Endanger yourself to combat an unnatural threat.

valour, physicality

0 p1s
Shackle someone as a beast.

GCAR

Your load is 7+sTR. You carry some token of your land, describe it.

slavery, bureaucracy

Choose your defenses:
O hide armor (1 armor, worn, 1 weight)
O tough skin (1 armor, 0 weight, obsidimen only)
O wooden shield (+1 armor, 1 weight)

Choose your armament:

O shillelagh (close, 2 weight)

O staff (close, two-handed, 1 weight)

O spear (close, thrown, near, 1 weight)
Choose one:

O adventuring gear (1 weight)

O poultices and herbs (2 uses, 1 weight)

O ahorse or dog

O halfling pipeleaf (0 weight)

O 3 antitoxin (0 weight)

BONDS

name of one of your companions in at least one
smells more like prey than a hunter.
The spirits spoke to me of a great danger that follows .
and I are tracking the passage of a terrible monster
through this land.
has tasted my blood and I theirs. We are bound by it.



TALENTS

You may weave threads into these talents, if you meet their require-
ments:

00 HUNT AND TRACK
When you follow a trail of clues left behind by passing creatures,
roll+wis. ¥On a 7+, you follow the creature’s trail until there’s a
significant change in its direction or mode of travel. ¥On a 10+, you
also choose one:

« Gain a useful bit of information about your quarry, the M will

tell you what
« Determine what caused the trail to end

O EMPATHY
When you study someone, you can also ask their player “What is
your character feeling?” in addition to anything else that happens.
Also, add these to the list of discern realities questions:

« How could I make your character feel ?

« What is making your character feel this way?

OO NATURE OF THE BEAST

When you spout lore about an animal or monster, you use CHA instead
of INT.

Second thread (requires circle 6): In addition, on a 12+, you get to ask
the GM any one question about the subject.

(0 THICK HIDE
So long as your feet touch the ground you have +1 armor.

00 WILD TONGUE

You can speak with and understand animals.

Second thread (requires circle 4): You can speak with and understand
any non-magical, non-planar creature.

[J BORROW SENSE
When you touch an animal or your companion spirit, one of your
senses changes to be like that of the animal’s for a short time. When
discerning realities, in addition to the normal result, hit or miss, you

requires circle 2

may ask “what does my new sense reveal that I otherwise wouldn’t
be able to sense?”.

[J COMFORTABLY NUMB
When you touch a person or animal, you may deaden their emotions

requires circle 2

and sense of pain. This stops them from feeling extremes of anger,
joy, or sadness, lasting for several hours or until the target suffers any
kind of emotional trigger or trauma.

00 DOMINATE
When you weave an available thread into a non-sentient, natural
creature, roll+CHA. ¥On a 10+ choose three. *On a 7-9 choose one.
You may spend one preparation to make an additional choice, even

requires circle 2

on a miss.

« The target treats you as a friend.

« The target may be ordered to perform simple tasks.

« The target will not remember being dominated.

The effect lasts while the thread remains woven. If the target takes
damage, is put in more danger than you, or otherwise has its trust
seriously betrayed, the thread unravels. You may also release the thread
at any time.

Second thread (requires circle 6): You may also dominate sentient
creatures.

(] EYES OF THE TIGER
When you mark an animal (with mud, dirt, or blood) you can see
through that animal’s eyes as if they were your own, no matter what
distance separates you. Only one animal at a time may be marked in
this way.

requires circle 2

[0 FRIGHTEN ANIMALS
‘When you make disturbing, unnatural noises, you frighten all natural
animals in earshot. This triggers a control mount move for any riders

requires circle 2

present. Uncontrolled mounts and other animals flee the area at top
speed.

dJ MAN’S BEST FRIEND
When you allow your companion spirit to take a blow that was meant

requires circle 2

for you, the damage is negated and your companion spirit’s ferocity
becomes 0. Ifits ferocity is already 0 you can’t use this ability. When
you have a few hours of rest with your companion spirit its ferocity
returns to normal.

[J WELL-TRAINED
Choose another training for your companion spirit.

requires circle 2

(0 BALANCE
When you deal damage, take 1 balance. When you touch someone

requires circle 4

and channel the spirits of life you may spend balance. For each balance
spent, heal 1d4 HP.
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00 PRIMAL URGES
When you weave an available thread into a creature, roll+wis. *On

requires circle 4

a 10+ choose three. ¥On a 7-9 choose one. You may spend one
preparation to make an additional choice, even on a miss.

« Youplant a strong emotional urge into the target (fear, fury, hunger,
thirst, desire, drowsiness, etc.). This does not force the target to
act against its will, but will influence its actions.

« You avoid feeling this urge yourself.

« The thread frees up immediately, instead of when the emotion
has run its course.

« When the effect ends, the target will not realize it was manipu-
lated.

00 ANIMAL POSSESSION
When youlock eyes with an animal, you may project your mind into

requires circle 6

it to control its body for a time. You retain your own intellect, but
cannot perform any actions that the animal is normally incapable of,
such as speaking. Any damage inflicted on the animal is also applied
to you. Your real body collapses, unconscious.

(J CROWD CONTROL requires circle 6
When you catch the attention of a crowd and fix your will upon their
emotions, roll+wis. *On a hit, you may instill one emotion of your
choice into every member of that crowd. ¥On a 10+, you may also
command the crowd to take one concrete action—the majority will
obey. ¥*On a miss, the crowd turns on you.

(J SPECIAL TRICK requires circle 6
Choose a talent from another class. So long as you are working with
your companion spirit you have access to that move.

[J UNNATURAL ALLY requires circle 6
Your companion spirit develops, taking on a monstrous form. Describe
it. Give it +2 ferocity and +1 instinct, plus a new training.

J FRENZY requires circle 8
When you hack and slash, you may target two enemies within range
of your weapon or apply damage twice to one target.



NAMES choose or invent
Dwarf: Agmir, Ardis, Cenli, Eldar, Itlon, Kulzer, Laryar, Revnar, Stuglar
Elf: Belsath, Dynla, Issdil, Kimval, Onreal, Orsis, Ranelennea, Serreata
Human: Ceichaver, Itas, Joosk, Pamar, Ruine, Telodad, Traikalen, Wyroth
Ork: Agmor, Ageld, Dald, Duch, Falt, Kostrad, Lus, Ontold, Ramrod, Ulttas
Troll: Bithan, Gutam, Kezad, Lykad, Michirk, Nutim, Telled, Uped, Veltim
T’Skrang: G'risban, Ge’at, Kra'nys, R'’kel, S’toraw, Testtai, Vhatran, Vyildtai
Windling: Athict, Bejiru, Charkare, Chishiru, Chiyakra, Shujeni, Yithel

LOOK

Gaze: confident, empathetic, steely

choose one for each

Appearance: tousled, dashing, noble
Accoutrement: muddy, pragmatic, ornamented
Body: slight, sturdy, athletic

STAT

Your maximum HP is 10+Constitution.
Your base damage is d8.

SPeCICS

[0 DWARF
Your maximum HP are increased by one.

choose one

O ELF
Your long lifespan prepares you for loss. You do not reduce your
maximum HP when your favored mount dies.

(0 HUMAN

You may make moves using your banner that would normally require
you to be mounted while not mounted.

J ORK

Your base damage is always d10.

J TROLL

When you deal damage while mounted on your favored mount, deal
+2 damage.

[ T'SKRANG
When you would become unseated from your mount, you may use
your tail to stick with your mount and bring it back under control.

00 WINDLING
When you volley from a flying mount, deal +2 damage.

STARTING MOVES

NO SECRET SO CLOSE

You have a deep supernatural connection to a mount appropriate to
your species and size (with GM approval). You likely have raised this
mount since birth. The link between your pattern and your favored
mount’s pattern is so strong, it has its own name, which only you
know. Your mount will never attempt to buck you off no matter the
danger. Your mount refuses other riders and does not require a bit
and bridle to control.

Your favored mount has typical stats and moves for its type, but
your link to it increases its control stat by one. When you ride your
favored mount, your base damage increases to d10.

Should your mount die, you lose a piece of yourself (permanently
reduce your maximum HP by one). If you choose, after a suitable
period of mourning, you may spend several months developing a
connection to a new mount.

BANNER FROM A TRUMPET

When you fly your banner while you and your favored mount
strike an inspiring pose, roll+cHA. *On a hit, all allied hirelings
take +1 loyalty forward. *On a 10+, allied hirelings also take +1
forward to their next use of a skill. Your banner displays your person-
al colors. What are they? It also shows a symbol representing the
bond between you and your favored mount. What is it?

EXPRESSIONS OF JOINING

When you create art with body painting or braiding, take +1. If
you use the result in a greeting ritual, the recipient takes +1 forward
to control a mount.

PASSION

(0 MYNBRUDJE
Fight for a noble cause.

choose which you follow the most

justice, empathy, truth

[J FLORANUUS
Mobilize a force.

energy, victory, motion

0 THYSTONIUS valour, physicality
Lead an attack.
[0 RAGGOK vengeance, jealousy

Even a score.
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GCAR

Your load is 12+sTR. You carry dungeon rations (S uses, 1 weight).
Choose two weapons:
O lance (reach, +1 damage when charging, 2 weight)
O spear (reach, thrown, near, 1 weight)
O long sword, battle axe or flail (close, +1 damage, 2 weight)
O crossbow (near, +1 damage, reload, 3 weight) and bundle of
bolts (3 ammo, 1 weight)
O fine bow (near, far, 2 weight) and bundle of arrows (3 ammo, 1
weight)
O dagger or gauntlets (hand, 1 weight)
Choose your defenses:

O chainmail (1 armor, worn, 1 weight) and adventuring gear (1
weight)
O scale armor (2 armor, clumsy, worn, 3 weight)
Choose two:

O 2 healing potions (0 weight)
O shield bearing your banner symbol (+1 armor, 2 weight)
O antitoxin (0 weight), dungeon rations (1 weight), and poultic-

es and herbs (1 weight)
O 22 coins
BONDS name of one of your companions in at least one

may ride under my banner any time.
I don’t trust the mount rides.

I don’t understand why my mount likes so much.



TALENTS
You may weave threads into these talents, if you meet their require-
ments:

(0 SUMMON UP THE BLOOD
When you whistle loudly for your mount when it is not nearby; it will
quickly arrive at your side in a dramatic fashion.

[0 WHERE GRACE IS SERVED WITH MUSCLE
You ignore the clumsy tag on armor you wear when mounted.

O NEITHER FEAR NOR ANGER

When you defend using a shield bearing your banner symbol, roll
+CHA instead of +CON.

Second thread (requires circle 6): While on your favored mount, when
you defend on 7+, add your mount’s control to the amount of hold
you gain.

(J FOR WANT OF A NAIL

When your mount suffers harm while you are riding it, you may
prevent this harm by taking it onto yourself.

(J UPON THE SIGHTLESS COURIERS OF THE AIR

When you carry a message or package on a perilous journey, the
journey’s scout, trailblazer and quartermaster all take +1 to their rolls.
Only one cavalryman may provide this bonus per journey.

OO HIDE THY SPURS
When you lead the charge into combat riding your favored mount,
those who ride under your banner take +1 forward.

Second thread (requires circle 6): Those under your banner also take
+2 armor forward.

requires circle 2

JOJ INCISION IN THEIR HIDES
When you deal damage while mounted, deal +1d4 damage.

Second thread (requires circle 6): When you deal damage while mounted,
deal +1