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Chapter 2: People
“And then the giant was so entertained by the young troubadour’s song, he let her, and her man go and 

even gave them a sack of….”
“Boar shit.” Brumtha cut off the wizard before he could finish the statement.
Geldon brow furled. “No…it’s a sack of…”
“Not the sack. Your story is shit.”
“Well, it’s not really my story. It’s an old fable originally written in the liner notes of the…”
“Well, then that person was an idiot,” Brumtha cut in again. “And you are an idiot for spreading their lies.”
“Brum, settle down; it’s just a story. And I was enjoying it.” Ez cut in, a little worried at the way Brumtha 

clenched the Doomhammer. 
“Listen, girl. Giants will not let you go. The only bag a giant will ever give you is one stuffed with your 

innards. Giants are merciless, cruel, and full of hate. They must be destroyed. Each and every one of 
them. While you humans tell charming stories, the dwarves know the threat. I will not listen to these lies, 
and neither should you.” With a clamor of armor and a snort, the dwarven warrior rose, left the camp-
fire, mumbling what Ez knew were dwarven curses.”

“Well…I…ah…” Geldon was left speechless. 
“You have another story, Geld?” Ez asked cheerfully. “Maybe one that doesn’t involve giants?”
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he Multiverse churns with a vast diversity of 
people. While humans and their kin seem to 
be ubiquitous, they share the cosmic expanse 
with countless other types of people on every 

world and in every corner of existence. From merciless gnolls 
to the alien darkcaps, many seem to be at odds with more 
settled and peace-loving people, but while that may be true 
for groups, individuals among a people tend to all want the 
same things—life, purpose, security, and community, even 
when they have vastly different ways of reaching those goals. 

When you choose a people, you’re choosing a mix of some 
physical manifestations as well as a default culture. The 
manifestations are the more concrete of the two, detailing 
those people’s basic tendencies, senses, and physicality. 
Culture is often more ephemeral. While people tend to 
be raised by folks just like them and inundated with their 
people’s beliefs, religions, and social structures, you’re 
playing a Hero. Heroes are often outcasts and eccentrics. It is 
up to you to how closely you cling to a culture, rebel against 
it, or revere and emulate another culture.

This chapter introduces four people commonly called 
to the path of adventure—dwarves, elves, halflings, and 
humans. Each is detailed in its section, providing some 
general information and a group of subsections that detail 
their manifestations. You’ll find those sections and their 
details below.

Before moving on to the descriptions of these four 
people, this chapter provides the rules for a particular type of 
element called a shape element. These robust elements detail 
the various talents creatures of that shape possess and some 
other details on common manifestations. All the people in 
this book have the Humanoid shape element, so it starts 
that element’s details. It also provides information about 
the Quadruped shape element, which is handy if you gain a 
companion or a mount minion.

Boosts 
This section details the boosts and their limitation granted 
by your choice of people. That choice grants you two boosts 
that you can place in up to two different primary attributes. 
Your choice of people features limitations on where you can 
put these boosts. These boosts are above and beyond the 
ones you gain in Chapter 1 and can be used to increase a 
primary attribute above a score of 4.

Communication
Nearly every group of people communicate with each 
other and other people through a symbolic interchange of 
information. Most have at least one spoken language and 
written language. Some have a sign language or some other 
form of symbolic interchange of information. The people in 

this chapter all use at least one spoken and written language 
(though you may not know how to read and write by 
default). This section details the base methods of a people’s 
communication.

Elements
All people share at least four elements, which are the basic 
building blocks of a people’s manifestation.  
One of those elements is a form element. In the case of all 
of the people presented in this chapter, that form element is 
Humanoid. A form element details a base set of talents that 
every Humanoid creature possesses. Information about the 
Humanoid element and their base set of talents starts on the 
next page.

Another element each people possess is their existential 
element. This element details how a people face death and 
what comes after. Most of the people in this chapter have the 
Mortal element. Most Mortal creatures live for some time 
and die of either accident, old age, sickness, or violence

Elves are Amortal. Amortal creatures mature, age 
somewhat, but can’t die of old age. They can only die due 
to accidents, sickness, or violence. A creature’s existential 
element determines how that creature faces death and dying, 
which is detailed in the Hits attribute on page @@.

A third element is the size element. Heroes are usually 
either Medium or Small size. The size elements determine 
a creature’s control area and basic reach. Both Medium and 
Small creatures have a control area of 1 square and a basic 
reach of 1 square. 

Lastly, people can have various other elements, but at 
least one of them is their element. This element grants them 
access to special talents, spells, and sometimes training in 
particular items. At other times effects only affect creatures 
with a specific element.

Hits
When you choose your people, you gain some Hits based on 
that choice. This section tells you how many Hits you gain.  

Step 2: Choose Your People
The second step of Hero creation is to choose 
your people. You gain all the manifestations of 
your people, including boosts, Hits, and you 
select a talent from your people’s list. Once you 
choose a people, it can’t be changed with any-
thing short of truly potent magic.

t
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          Senses
           Most people can see, hear, smell, and touch to interact 
and gain information from the multiverse, just like most      
         of  us can. If a people possess heightened or limited 
    senses, the information is provided in this section. If they 
don’t have heightened or limited senses, this entry is missing.

Speed
Your people determine your Speed attribute. Their Speed is 
detailed in this section.

Talents
Many people gain a unique selection of talents that only 
they can take. Some people can take other talents instead 
of peoples’ talents. A few have the option of taking either 
their people’s talents or some other talent. Information 
about how people talents work for the group you choose is 
provided in this section.

People talents are organized by level. Like all talents, its 
level serves as the first requirement for taking a talent. You 
can only take a people talent of your Hero level or lower. 
While you can take many of the talents in each section at 
1st level, you must wait until you reach 4th level to take the 
other talents in this section.

Shape Elements
All Heroes in this book possess the Humanoid element. 
Humanoid is a shape element, a type of element that 
describes a creature’s form, methods of communication, 
senses, and locomotion. Each of these elements also 
possesses a set of talents available to creatures with that 
elements. The Humanoid element and its collection of 
talents are detailed below. 

This section also presents the Quadruped element. 
While no Heroes are Quadrupeds, Heroes may gain either 
Companions or Minions of that shape element.

Humanoid
These creatures stand upright and have two (or sometimes 
more) appendages to manipulate tools and wield weapons

Communication  All Humanoids speak a language, but not 
all of them can read or write. While there are many humanoid 
languages, the most prominent is Vold, and it’s usually written in 
Exuthar script (page @@).

Senses Some humanoids can See in Darkness 6 squares
Speed Humanoids typically have a Speed between 3 and 5 

squares, sometimes more if they are Huge or larger.

Talents
Humanoids possess the following talents.

   Climb               Humanoid

She asked me where the ladder went. I said, “up.” 

Requirement You must use at least one free hand and 
your legs to Climb.

Effect If the Climb is simple, you can move half 
your Speed up or down the incline without 
rolling a resolution. More difficult Climbs requires 
Might resolution against the Climb’s Mark. You’re 
Vulnerable while climbing.
Success Move half your Speed up or down the incline. 
Crit Move your Speed up or down the incline.
Fumble You fall.

Special If you have a climb Speed, you can Climb 
your Speed in squares without needing to make a 
resolution. You’re also not Vulnerable while Climbing.

Risky

Ez is Human
Our fledgling hero, Ez, is an orphan grow-
ing up in the slums of a city called Nesserin. 
She is human, which doesn’t seem to yield 
many abilities at first. She only speaks one 
language, has no special senses, and her size 
grants no bonuses. But humans are highly 
flexible and adaptable. When selecting her 
boosts, she can place one boost in any two 
primary attributes she wishes, and while she 
does not gain any people talents. Instead, 
she gains a class or general talent at 1st and 
4th level in place of a people talent.
At 1st level, Ez selects the Expert Sneak 

talent from the rogue list (see page @@) 
in place of a people talent. She places her 
boosts in Agility and Charm, so now her 
attributes are: 

Agility 5, Endurance 2, Might 1, Awareness 2, 
Charm 4, Knowledge 1
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    Escape                  Humanoid

I think the ropes are slackening. 

Effect You attempt to Escape a creature Grabbing 
you or something Restraining you. You can make 
either an Agility or Might resolution against the 
Endurance of the creature Grabbing you or a 
Restraining effect’s Mark.
Success You are either free or gain one success 
toward a Restraint.

Crit You are either free or gain two successes 
toward a Restraint.

Fumble As a failure unless it is against a Restraint. In 
that case, you lose one success already gained. 

Risky

      

       Grab                Humanoid

It held me so tight. I could barely breathe. 

Requirement You must have at least one hand free.
Effect Target one creature your size or smaller within 
your reach. Make a Might resolution against the 
target’s Endurance Defense. 
Success The target is Grabbed by you. If you are 
Grabbing with two hands, the target suffers a -2 
penalty to Escape the Grab.

Crit The target is Grabbed and takes a -2 penalty to 
Escape the Grab until the end of the next round. 
If you are Grabbing with two hands, it takes a -4 
penalty to Escape the Grab.

Fumble You can’t attempt to grab the target again 
until the end of the next round.

Attack

       Grab Edge          Humanoid

Throw me a rope! I can’t hang on forever! 

Requirement You must be falling and have one hand free.
Trigger You fall past an edge or other handhold.
Effect You attempt to grab hold of the triggering edge 
or handhold by making an Agility resolution against 
the Mark (typically, this is Mark 15).
Success You grab onto the triggering edge or 
handhold and are no longer Falling. You take Slam 
damage equal to the amount you’ve already have 
fallen -2 squares. 

Crit You grab hold the triggering edge or handhold. 
You take slam damage equal to the amount you’ve 
already have fallen -4 squares.

Fumble You take 2d6 Slam damage as you smash 
into the handhold or wall and continue Falling.

       Hide                   Humanoid

Fight when you can, but sometimes you must hide 
from the monsters

Requirement You must be behind cover or Concealed.
Effect Make an Agility resolution Awareness Defense 
(roll once and compare to all creatures within sight).
Success For as long as you’re behind cover or Concealed, 
you are Hidden from the affected creatures until the 
end start of your next turn, use a Risky talent, complete 
an Attack, or you are Pointed Out.

Crit As a success, but you can move up to 1 squares 
and stay Hidden.

Fumble You can’t Hide again until the end of the 
next round.

   Hold Breath           Humanoid

Mmmm. Mm-mmm. Mmmmmmm. 

Effect You attempt to hold your breath. Make an 
Endurance resolution against Mark 10. 
Success You hold your breath until the start of your 
next turn. Until you spend at least one entire round 
not Holding your Breath, you suffer a -2 penalty 
to your Hold Breath resolutions, and your Fumble 
range increases by 2. 

Crit You hold your breath until the end of your next turn.
Fumble You take a sharp intake of breath, taking 
twice the effect for Failure.

Special If you hold your breath for a number 
of rounds greater than your Endurance, you 
automatically fail. The failure effect is determined 
by the substance you are trying not to breathe in. 

    Interact                Humanoid

What’s behind this door? Riches or doom, I’m sure.

Requirement You must have at least one hand free
Effect You Interact with an item or object, creating 
some secondary effect produced due to how you 
manipulate the object. This could be opening a 
door, grabbing something from a pocket, drawing 
a sword, or flipping a lever. You may have to 
attempt an Agility or Might resolution to Interact 
successfully.

Risky

Losing Actions
You can only lose an action if you have actions to 
spare that round. If you fumble, and the fumble 
effect calls for you to lose an action, while you 
have no more actions, it acts as a mere failure. 

2
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W       Stride                  Humanoid

Walk purposely, but mind the road.

Effect You move overland up to your Speed in squares.

Risky

    Strike                 Humanoid
It’s not always about making the first strike, but it’s 
nearly always making the last one.

Effect Target a single creature within your Reach. You 
can Strike with your fist, foot, or a another weapon 
you’re wielding. Make a Might resolution against 
Armor.
Success The damage dice of the weapon you’re 
using + Might.

Crit Maximized success damage + 1d8 situation 
bonus damage.

Fumble Lose 1 action, or your weapon takes a Ding 
(Delve Master’s choice). 

Attack

    Swim                  Humanoid
But the water will ruin my fine robes. 

Requirement You must use both arms and both legs 
to swim.

Effect If the Swim is simple, you can move half 
your Speed horizontally. You can also move up or 
down through the water, but doing so is difficult 1. 
If the Swim is difficult 1, you must attempt a Might 
resolution against a Mark. You’re Vulnerable and 
Concealed while swimming.
Success You Swim half your Speed.
Crit You Swim your Speed.
Fumble You suffer a -2 penalty to Swim and Hold 
Breath resolutions until the end of the next round.

Special If you have a Swim Speed, you can Swim 
your climb swim Speed in squares without needing 
to make a resolution. You’re also not Vulnerable 
while Swimming.

Risky

   Trip                 Humanoid
When he falls, bash his skull.

Requirement You must use an appendage or a 
weapon with the Trip element. 

Effect Target one creature your size or smaller within 
your Reach. Make a Might resolution against Agility 
Defense.
Success The target falls Prone.
Crit The target falls Prone and takes 1d6 Slam 
damage.

Fumble You lose 1 action.

Attack

       Jump                     Humanoid
               I couldn’t see the chasm’s bottom, yet I still leaped

Requirement You must use your legs to Jump. 
Effect If the Jump is simple, you can move half your  
       Speed over the air, landing in the last square. You do 
not set off any pressure plates or similar triggers in the 
squares you jump over. You can Jump in any direction, 
upward or downward. But if you jump upwards, you 
take a -2 penalty to your Speed to determine the Jump. 
Difficult jumps require a Might resolution against a 
Mark. You are Vulnerable while you Jump.
Success You Jump half your Speed.
Crit You Jump your Speed.
Fumble You fall Prone at the Jump’s Start or its end 
(Delve Master’s choice).

Special If you have a jump Speed, you can Jump your 
jump Speed in squares without needing to make a 
resolution. You’re also not Vulnerable while Jumping.

Risky

   Point Out          Humanoid 

Watch out behind you!
Effect You Point Out a creature or object that you 
see to another creature within 6 squares that does 
not see that creature or object. They then see that 
creature or object.

    Push                  Humanoid 

Get your damned paws off me. 

Effect Target one creature your size or smaller within 
your reach. Make a Might resolution against the 
target’s Endurance Defense.
Success You push the target 1 square away from you
Crit You push the target up to 2 squares away from you.
Fumble You lose one action. 

Attack

       Seek                  Humanoid
The runes tell me nothing.

Effect You concentrate your senses to take stock 
of your environment better, recollect some bit of 
knowledge, or reconcile a puzzle. You often must 
attempt an Awareness, Knowledge, or Charm 
resolution to Seek successfully.

    Shift                   Humanoid

The subtle step avoids danger. 

Effect Move overland 1 square.
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Quadrupeds
These creatures propel themselves on four legs, and usually 
don’t manipulate tools or wield weapons.

Communication  Individual types of Quadrupeds 
communicate with members of their own kind by 
vocalization, body language, and leaving scents and 
markers, but they typically don’t possess the ability 
for language. 

Senses Some quadruped can See in Darkness 6 or 
12 squares. 

Speed Quadrupeds typically had a Speed between 4 
squares and 5 squares--sometimes more if they are Huge 
or larger. 

Talents
Quadrupeds possess the following talents. 

   Climb              Quadruped

He’s not good at it but he can make his way if he has to. 

Requirement You must use all your appendages to Climb
Effect If the Climb is simple, you can move half 
your Speed up or down the incline without need 
for a resolution. More difficult Climbs requires 
Might resolution against the Climb’s Mark. You’re 
Vulnerable while climbing.
 Success Move half your Speed up or down the incline. 
 Crit Move your Speed up or down the incline.  
 Fumble (Fumble Range 1-3) You fall.

Risky

   Grab              Quadruped

He does not let up, does he? 

Requirement There is nothing in your mouth.
Effect Target one creature your size or smaller within 
your reach. Make a Might resolution against the 
target’s Endurance Defense. 
Success The target is Grabbed by you. If you are 
Grabbing with two hands, the target suffers a -2 
penalty to Escape the Grab.

Crit The target is Grabbed and takes a -2 penalty to 
Escape the Grab until the end of the next round. 
If you are Grabbing with two hands, it takes a -4 
penalty to Escape the Grab.

Fumble You can’t attempt to grab the target again 
until the end of the next round.

Attack

   Hold Breath           Quadruped

Mmmm. Mm-mmm. Mmmmmmm. 

Effect You attempt to hold your breath. Make an 
Endurance resolution against Mark 10. 
Success You hold your breath until the start of your 
next turn. Until you spend at least one entire round 
not Holding your Breath, you suffer a -2 penalty 
to your Hold Breath resolutions, and your Fumble 
range increases by 2. 

Crit You hold your breath until the end of your next turn.
Fumble You take a sharp intake of breath, taking 
twice the effect for Failure.

Special If you hold your breath for a number 
of rounds greater than your Endurance, you 
automatically fail. The failure effect is determined 
by the substance you are trying not to breathe in.

    Jump               Quadruped
I couldn’t have made that leap. 

Requirement You must use your legs to Jump. 
Effect If the Jump is simple, you can move half your 
Speed over the air, landing in the last square. You 
do not set off any pressure plates or similar triggers 
in the squares you jump over. You can Jump in any 
direction, upward or downward. But if you jump 
upwards, you take a -2 penalty to your Speed to 
determine the Jump. Difficult jumps require a Might 
resolution against a Mark. You are Vulnerable while 
you Jump.
Success You Jump half your Speed.
Crit You Jump your Speed.
Fumble You fall Prone at the Jump’s Start or its end 
(Delve Master’s choice).

Special If you have a jump Speed, you can Jump your 
jump Speed in squares without needing to make a 
resolution. You’re also not Vulnerable while Jumping.

Risky

   Push               Quadruped

Nothing to take you aback like a toothy maw snapping 
at you. 

Effect Target one creature your size or smaller within 
your reach. Make a Might resolution against the 
target’s Endurance Defense.
Success You push the target 1 square away from you
Crit You push the target up to 2 squares away from you.
Fumble You lose one action. 

Attack
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   Step          Quadruped

The subtle step avoids danger. 

Effect Move overland 1 square.

    Stride                 Quadruped

Walk purposely but mind the road. 

Effect You move overland up to your Speed in squares.

Risky

   Swim               Quadruped

I had no idea they could swim.  

Requirement You must use all your appendages 
to swim. 

Effect If the Swim is simple, you can move half 
your Speed horizontally. You can also move up or 
down through the water, but doing so is difficult 1. 
If the Swim is difficult 1, you must attempt a Might 
resolution against a Mark. You’re Vulnerable and 
Concealed while swimming.
Success You Swim half your Speed.
Crit You Swim your Speed.

Fumble You suffer a -2 penalty to Swim and Hold 
Breath resolutions until the end of the next round.

Special If you have a Swim Speed, you can Swim 
your climb swim Speed in squares without needing 
to make a resolution. You’re also not Vulnerable 
while Swimming.

Risky
 

   Trip               Quadruped

Just a nip at the legs is all it takes. 
Requirement  There is nothing in your mouth.
Effect Target one creature your size or smaller within 
your Reach. Make a Might resolution against Agility 
Defense.
Success The target falls Prone.
Crit The target falls Prone and takes 1d6 Slam 
damage.

Fumble You lose 1 action.
Attack 
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Dwarves
Stout, strong, and infused with Elemental Earth’s essence, 
dwarves are bearded folk both broad and bold of features, 
compact and robust of body. The average dwarf stands just 
over a meter high. Their skin and hair are the color of the earth, 
from dun to deep obsidian, while their eyes feature the hues 
and sparkle running the gamut of the Multiverse’s gemstones. 
They are clannish and hard-minded people, devoted to 
family, craft, and their belief in destiny. While their love and 
dedication are as deep as the richest mithril vein, their feuds 
and ire are as scorching and destructively persistent as molten 
metals churning in the center of most worlds.

Elemental Hunters 
Migrants from Elemental Earth, over the millennium, the 
dwarves have perfected methods to dig so deeply into that 
realm that they can breach the walls of reality and migrate to 
the various worlds of the multiverse. Their goals are manifold. 
They search for new homes. They seek precious metals and 
gemstones. And they hunt giants and other enemies. They’re 
blunt and unyielding in these goals. To the dwarves, all earth 
is theirs by divine right—a donation by their gods, the Seven 
Regents. Metals and gemstones within the earth’s strata are 
their property—the raw material needed to craft great art and 
artifice perfected by their craft. 

Giants are a dire threat destined for extermination 
by dwarven hands. The dwarves hunt them as part of a 
longstanding blood feud that’s so ancient, so intrinsic, that 
its origins are multitude and obscured, given the variation 
of contradicting songs and stories that swirl on the subject. 
If one wants to witness the unyielding stubbornness of the 
dwarves, start a conversation about giants.

Dwellers in the Earth
Dwarves dwell in deep subterranean holds, massive and 
awe-inspiring. Dwarfhomes are often secret, never gazed 
upon by non-dwarven eyes. Others are more open, centers of 
craft and trade, and tolerant of other people, as long as they 
have enough gold to pay for dwarven treasures. Regardless of 
the hold’s openness, all are breathtaking accomplishments, 
designed to confound invaders and display power to visitors 
of all stripes

To outsiders, dwarves are stubborn, often sullen, sardonic, 
and melancholy. They seem quick to insult and anger, and 
their grudges erode at the rate of water on stone. But among 
their kith and kin, they can be jovial, intensely loyal, playful, 
and embarrassingly (at least to them) present and kind. 
They’re utterly unmoving in the face of their foes.

The dwarves worship their own pantheon of deities, called 

the Seven Regents, a council of equals, each holding sway over 
some aspect of dwarven life. Their templars and runepriests 
serve the regents. The templars serve as protectors of sacred 
sites, while the runepriests serve as diviners of the Regents’ 
will. Dwarven adventurers venture into the wider world to 
hunt giants, follow some quest given them by the runepriests, 
or are exiled, though sometimes self-exiled. With a reputation 
as formidable warriors and skilled craftsfolk, dwarves rarely 
have a difficult time finding employment outside their holds. 

Boosts 
When you choose to be a dwarf, you gain two boosts that 
you can apply to two of the following primary attributes: 
Endurance or Awareness. You can even both to the same 
primary attribute.
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             Communications
                 Dwarves speak Norne (called either Dwarven or Giantish by 
most other people, page @@) and Vold. All can read and write using 
the Thrund runes (page @@), but only do so on stone or metal. 

Elements
Dwarves are Mortal Medium Humanoids with the 
Dwarf element.

Hits
Dwarves are Medium creatures, but they are infused 
with elemental earth, so their base Hits are 10 plus their 
Endurance score.

Senses
Dwarves can See in Darkness (12 squares). 

Speed
Dwarves have a Speed of 3 squares. 

Talents
Dwarves have their own set of people talents. You take one of 
the following 1st-level talents when you decide to play a dwarf. 
You might take another when you choose your free talents, 
which is detailed in the Chapter 4. As you increase in level, gain 
more people talents, and can choose any of your level or lower.

Level 1 Dwarf Talents
The following talents can be taken by a dwarf who is at 
least 1st level. 

 Dwarven Armor Training    Dwarf 1

Dwarven women are so tough some of their children 
are born with armor.  

Effect Your Speed does not decrease while wearing 
Intermediate or Superior armor. You take no penalty 
to Climb or Jump when wearing Intermediate or 
Superior armor. 

 Dwarven Weapon Master    Dwarf 1

When you see a dwarf barreling toward, axe in hand, 
you’ll want to get your estate in order. 

Effect Pick either a axe, crossbow, great axe, war 
hammer, pick, or  weapon with the Dwarf element. 
When Attacking with the weapon of your choice, your 
crit range increase by 1 

Special You can take this talent multiple times. Each time 
you do, pick a different weapon. 

        Iron Mind                 Dwarf 1
Dwarves are so thick-skulled they can shrug off 
charms, compulsions, and common sense.  

Trigger You’re suffering from at least one Mental 
effect. Choose one of those effects.

Effect Make an Awareness resolution against the 
mark of the triggering effect.
Success The chosen effect ends. 
Crit The chosen effect ends, and you become immune 
to all Charms until the end of the current encounter, 
the start of the next encounter, or 30 minutes, 
whichever occurs first. 

Fumble This talent is sacrificed. 

 Novice Forgemage            Dwarf 1

Dwarven wizards are rare, but they are fire!.

Effect You gain a +1 talent bonus on all Knowledge 
resolutions made when casting Arcane spells with 
the Fire element.

 Novice Giant Hunter         Dwarf 1

Before you can kill a giant, be certain it can’t kill you. 

Effect You gain a +2 talent bonus to Armor, Agility 
Defense, and Endurance Defense against Attacks 
made by creatures larger than you.

 Novice Lorekeeper           Dwarf 1
 
Dwarves cherish those who know their enemy’s 
weaknesses and how to exploit them.

Effect When you use Seek to recall or learn a bit 
of knowledge about Dragons, Dwarves, Giants, 
Goblins, and Undead,  you gain a +4 talent bonus to 
the resolution roll, and you reduce the fumble range 
by 2.

    Novice Shieldbearer       Dwarf 1

Offense kills foes, but shields keep you and your kin alive.  

Requirement You are wielding a shield.
Trigger It’s the start of the round.
Effect It’s Defensive value increases by 1 until the end 
of the round.

    Relentless Ire             Dwarf 1
Get out of my way! I’m bathing in giants’ blood tonight!

Trigger You fail, but do not critically fail, an Attack 
resolution.

Effect Reroll the resolution and take the better result. 
Sacrifice If the target is not a Giant, once you use this 

talent, it’s sacrificed.
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 Rock Blooded                Dwarf 1
My blood is more stone than water.

Effect You gain a +4 talent bonus to Endurance 
Defense against Toxins.

 Runepriest                   Dwarf 1                                                  
When the dwarves need allies, runepriests find them. 

Requirement You must possess 1 level of priest. 
Effect When casting throw runes or other spells 
requiring runestones (page @@), you can target or 
affect any ally, not just dwarves. But they can’t be 
an enemy of the faith.

 Stonefooted                  Dwarf 1
He can’t ford a river worth a damn, but he can leap 
about on those rocks like that? 

Effect You ignore rocky Difficult 1 terrain, and treat 
rocky Difficult 2 terrain as if it were Difficult 1. You 
gain a +2 talent bonus to Climb checks when you 
are Climbing rocky terrain.

Level 4 Dwarf Talents
The following talents can be taken by a dwarf who is at 
least 4th level.

 Adamantine Courage         Dwarf 4
Maybe you just don’t have the stomach for it. 

Requirement You must have the Iron Mind talent.
Effect When you use the Iron Mind talent, all effects 
that Frighten you end, whether or not you succeed the 
resolution or choose that effect. 

 Blood of Iron               Dwarf 4
Maybe you just don’t have the stomach for it. 

Requirement You must have the Rock Blooded talent.
Effect You are immune to all nonmagical Toxins.

 Hammer and Anvil           Dwarf 4
We craft riches in the forge and victory on the field.

Requirement You must have the Weapon 
Specialization (shield) and Dwarven Weapon Master 
(war hammer) talents.

Trigger You hit or crit with a war hammer) and are 
wielding a shield.

Effect Make a Slam with your shield with a +2 talent 
bonus. If you succeed or crit, you either deal +1d8 talent 
bonus Slam damage or Push the target 1 square and 
knock them Prone (your choice). 

 Noticed Forgemage       Dwarf 4

Dwarven wizards are rare, but they are fierce.

Effect When you cast an Arcane spell with the 
Fire element, and it has the Bargain of Material 
spellcasting talent, you can cast the spell without 
using that talent. If you use that talent anyway, you 
deal +1d6 fire damage with that spell. And you gain 
a +2 talent bonus to Charm resolutions made against 
Dwarves and Giants. 

 Noticed Giant Slayer        Dwarf 4
Giant hunters are heroes in dwarven society. 

Requirement You must have the Novice Giant Hunter 
talent. You must have killed at least one giant.

Effect You gain a +2 talent bonus to damage rolls made 
against creatures larger than you. If that creature is a 
Giant, you gain a +1d6 bonus instead. And you gain a 
+2 talent bonus to Charm resolutions made against 
Dwarves and Giants. 

 Noticed Lorekeeper          Dwarf 4
Dwarves know that an axe wins the day, but 
knowledge guides the axe. 

Requirement You have the Novice Lorekeeper talent.
Effect You gain a +2 talent bonus to all your Knowl-
edge rolls. And you gain a +2 talent bonus to Charm 
rolls made against Dwarves and Giants.

 Noticed Shieldbearer         Dwarf 4

My shield defends both my sisters and me.

Requirement You have the Novice Shieldbearer 
talent.

Effect While you are using the Novice Shieldbearer 
talent, those adjacent to you with Defensive 
weapons have those Defensive values increased 
by 1. And you gain a +2 talent bonus to Charm rolls 
made against Dwarves and Giants.

 Unrelenting Ire              Dwarf 4

Deadly is the ire of the dwarves.

Effect When you use Unrelenting Ire with a Strike, and 
you hit or crit, you deal +2d6 talent bonus damage.

 Unyielding                   Dwarf 4

Some dwarves, you just can’t move.

Effect You gain a +4 talent bonus to your Endurance 
Defense against Grab, Push, Trip, or effects that 
attempt to move you. You also gain a +4 talent 
bonus to Grab Edge resolutions.

29

2
People



1
Start

2
People

3
Class

4
Talent

5
Gear

6
Story

7
Play

8
Mastery

10
Tresury

11
Adventure

9
Bestiary

30

        Elves
    Slightly taller than most humans, elves have sharp features, 
large almond-shaped eyes, and pointed ears of various sizes 
       and shapes. Their coloration is varied and dependent on the 
season of their birth. Spring elves have skin and hair of blues 
and green, with the skin tend to be lighter shades of those two 
colors. Their eyes can be any color found among the flowers of 
the multiverse. Summer elves have deeper green or golden skin, 
with blond to auburn hair. Their eyes are always golden. Autumn 
elves have skin ranging from golden to deep brown. Their hair 
is often the same range, but usually darker than their skin. Their 
eyes are light brown to black. Winter elves have skin of alabaster 
white to a frosty deep blue, and both their hair and their eyes 
are wintry white. All elves convey a mystical impression, that 
can sometimes that is oddly disquieting to many animals and 
some children. No matter their season, elves are both off-putting 
and poised. Contemplative in action, and often frustratingly 
noncommittal, they seem able to float away into shadow or 
sunbeam with a blink. When moved to violence, they murder 
with eerie grace. When hunting a foe, they’re as relentless as a 
cloying chill. 

Fae Outcasts
The elves are fae, though exiled from the World’s Twilight 
for the crime of killing the Goblin King. 

There is a deep shame among many elves for their exile. 
Since they’re amortal, many of them remember living 
among the Fae Courts and vast magical wildernesses 
of the World’s Twilight. Compared to the wonders of 
those realms, their scattering and exile amid the various 
worlds of the Multiverse seems pale, stale, and lacking the 
suffused magic of their lost home.

Intense Recluses
Elves tend to gather into relatively small enclaves, 
protected by magic, and unfriendly to outsiders. Each 
enclave strives to create a small corner of the World’s 
Twilight amid the landscape of their prisons. Within the 
heart of such enclaves, seen only by a select few other 
peoples, shows the true heart of the elves. 

Elves are intense creatures, but rarely resort to 
aggression either practical or political. Quietly obsessive 
creatures, they strive for personal perfection depending 
on paths known through contemplation or prophecy. 
Many become masters of music, art, mathematics, and 
philosophy, dedicating their life with what is beautiful 
and true. Others obsess to find a path back the World’s 
Twilight. Many are masters with the bow, preferring to 
kill their enemies from a distance, while still possessing a 
graceful skill when the distance is breached and blades fly 

from sheaths.
The elves have no gods, though a handful worship Vindri 

the Green Knight, finding her ethos both fair and good. 
Instead, elves attempt to pierce the veil of time and action 
through seers, shamans, and oracles, all of whom are held 
in high regard. Most elves have little desire to change the 
multiverse, only to endure it. Few venture out and become 
adventurers, but those who are often dedicated to cause or 
a life-defining quest.

Boosts 
When you choose to be an elf, you gain two boosts that you 
can apply to two of the following primary attributes: Agility or 
Knowledge. You can even both to the same primary attribute.

Communications
Elves speak Sebli’na (called either Elvish or High Fae by 
other people @@) and Vold, and all can read or write 
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using the Sebli’na script (page @@).

Elements
Elves are Amortal Medium Humanoids with the Elf element.

Hits
Elves are Medium creatures with a base Hits of 8 plus their 
Endurance score.

Senses
Elves can See in Darkness (12 squares). 

Speed
Elves have a Speed of 4 squares. 

Talents
Elves have their own set of people talents. You take one 
of the following 1st-level talents when you decide to play 
an elf.  You might take another when you choose your free 
talent, which is detailed in the Chapter 4. As you increase 
in level, gain more people talents, and can choose any of 
your level or lower.

Level 1 Elf Talents
The following talents can be taken by a elf who is at least 
1st level. 

 Elven Athleticism               Elf 1

Don’t try it, lad. You can’t beat an elf.

Effect You gain a +2 talent bonus to Climb, Jump, and 
Swim resolutions.

 Elven Grace               Elf 1

Elves move with supernatural alacrity and poise. 

Effect You gain a +1 talent bonus to Speed. When you 
Shift, you may move 2 squares instead of 1. 

  Elven Weapon Master           Elf 1

Elves are renowned masters of the sword and bow. 

Requirement You must be trained in the weapon 
you choose.

Effect Pick a single bow, longbow, longsword, sword 
or weapon with the Elf element. When Attacking 
with the weapon of your choice, increase your 
critical range by 1. 

Special You can take this talent multiple times. When 
you do, you pick a different weapon.

    Fae Magic                   Elf 1
Some fae cast simple spells using their language, 
which puzzles some. 

Effect Choose two cantrips from the wizard spell list. 
You gain the spellcasting talents for the spells you 
choose. You can cast these spells using either the 
Dweomoric or Sebli’na language if you know the 
Words of Power spellcasting talent.

 Keen Senses                     Elf 1

All elves can see in the darkness; some can just see farther. 

Effect You can See in Darkness 20 squares. Also, when you 
attempt a Seek using sight or hearing, you gain a +2 talent 
bonus, and your fumble range is reduced by 1.

 Novice Arrow Ace              Elf 1

Don’t bother hiding or taking cover. Just run! 

Requirement You must have Weapon Specialization in 
either the bow or the longbow and Keen Senses.

Effect When using the required weapon, you ignore any 
penalty for cover or Concealment.

 Novice Ghostwalker             Elf 1

You can’t see them, but the elves are all around us.

Effect When you Step and Hide, you do so silently and 
do not leave any tracks. You gain a +4 talent bonus to 
Hide resolutions.

 Novice Seer                     Elf 1

Elven seers can view the future. Some say they shape it.

Requirement You have the Sleepless talent. You must 
have a clear pool or a bowl with clear water.

Effect During daily preparations, you and up to one 
other person can perform a ritual activity. During 
that ritual, you can see into the future of yourself or 
the other person participating in this ritual. While 
the vision is always hazy and out of context, the 
participant gains the following boon once the ritual 
is complete.
Boon When making a resolution, roll two d20s and 
take the higher of the two results. This does not use 
an action and can be done even if the participant 
is unconscious or otherwise incapacitated. If 
the participant does not use this boon before its 
subsequent preparation, it is lost.

Arcane u Risky
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          Novice Spellsword        Elf 1
           That pointy-eared bastard cast a spell with his 
sword. 

Requirement You must be trained with the longsword.  
       You must have the ability to cast Arcane spells.
Effect When you Strike with a longsword, you can 
make a Knowledge resolution instead of a Might 
resolution. Instead of an open hand, you can use a 
longsword to complete a Focusing Gesture action. 
When you do, a longsword you’re wielding gains 
a +1 spell bonus to its Strike resolution. If you can 
cast first mastery spells, this bonus increases to +2. 
If you can cast second or third mastery spells, this 
bonus increases to +3.

Arcane

  Sleepless                       Elf 1
Weirdly, he never sleeps.

Effect You do not sleep but must meditate in still silence 
for at least 4 hours each night, gaining the same 
restorative effect as sleeping 8 hours. While in this 
state, you’re prone and take a -4 penalty to Awareness 
resolutions. You’re immune to the Sleep state..

 Unearthly Calm                 Elf 1
Nothing ever phases him. It’s creepy. 

Effect You gain a +4 talent bonus to Awareness 
Defense against Mental effects and, if you are a 
spellcaster, your spells can’t be disrupted.

Level 4 Elf Talents
The following talents can be taken by a elf who is at least 
4th level.

 Light Step                      Elf 4
That one will walk past as if you were nothing. 

Requirement You must possess the Elven Grace talent.
Effect Your Strides are not Risky.

    Finishing Shot               Elf 4
I’ve seen elves make shots that defy any sense of reality. 

Requirement You must be wielding a bow or a 
longbow. You must have the Elven Weapon Master 
talent with that weapon.

Trigger You hit the same target with two or more 
bow Strikes this round.

Effect Deal your Agility to the same target. This 
damage can’t be negated or reduced. If your Strike 
with this weapon applies bonus damage, you can 
apply that bonus damage to this effect.

Attack

 Noticed Arrow Ace             Elf 4
Your visions of the future manifest with greater power. 

Requirement You must possess the Novice Arrow 
Ace talent.

Effect When you Strike with a bow or longbow, that 
action is not Risky. And you gain a +2 talent bonus to 
Charm rolls made against other elves.

 Noticed Ghostwalker           Elf 4
Elves could be everywhere. They’re sneaky buggers. 

Requirements Sleepless and Novice Seer talents.
Effect When you successfully Hide, you can move 
a number of squares equal to your Shift and stay 
Hidden. When you crit, you can move a number of 
Squares equal to your Speed and remain Hidden. 
And you gain a +2 talent bonus to Charm rolls made 
against other elves.

 Noticed Seer                    Elf 4
Your visions of the future manifest with greater power. 

Requirements You must possess the Sleepless and 
Novice Seer talents.

Effect When you use your Novice Seer action, you 
can have up to six participants, and each participant 
gains the ritual’s boon. Even if you do not have 
access to a natural fresh water pool, you can use the 
base ritual each day, granting the effect to one of the 
two participants. And you gain a +2 talent bonus to 
Charm rolls made against other elves.

 Noticed Spellsword             Elf 4

She was consumed with arcane fire channeled 
through the elf’s blade. I’ve never seen the like.

Requirements You must be trained with the longsword. 
You must have the ability to cast Arcane spells. You 
must possess the Novice Spellsword talent. 

Effect When you cast an Arcane Attack spell with the 
Focusing Gesture talent, you can choose to use that 
talent last and replace it with a longsword Strike. 
When you do, the Strike’s target also becomes the 
spell’s target. On a success or crit, that takes the effect 
of both the Strike and the spell. And you gain a +2 
talent bonus to Charm rolls made against other elves.

 

 Powerful Spirit                 Elf 4

Elves don’t tread easily through death’s gate. 

Requirement You must possess the Sleepless talent.
Effect When you are Dying and Conscious, you are 
not Vulnerable. You Resist Mental, Necromantic, 
and Toxin effects.
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Halflings
At a glance or through inattentiveness, most halflings appear 
as human children. Standing a tad over a meter tall on average, 
halflings look like smaller humans. They possess the diversity 
of skin tone and body type and hair color and consistency 
that humans do, lacking humans’ body strength while having 
a nimbleness the larger folks typically lack. Not only are 
they physically similar to humans, nearly everywhere in the 
multiverse that you find humans, you’ll also find halflings. 
The two people are related, part of a more extensive ancestry, 
including troglodytes and even orcs, though this fact is often 
lost among many human cultures. And much like their taller 
kin, halflings are inventive, often individualistic, and curious. 
Curiously, they lack the naked ambition that humans possess. 
Fond of creature comforts, fine meals, and evenings filled 
with friends, cheer, drink, and pipe smoke, most halflings 
shun adventure and action, but those who do take it up with 
a near recklessness, sometimes only tempered by the people’s 
inexplicable luck.

Forgotten People
Halflings often call themselves the forgotten people. 
Most of them live at the fringes of comfortable society, 
sometimes unwillingly. While the Vold Empire affords 
these people citizenship, halflings are often relegated to 
underlying service of humanity, becoming shop-owners, 
farmers, craftsfolks, and laborers. In far-flung human 
societies out of contact with the empire, their lot is 
often worse, as they are considered social inferiors and 
sometimes even slaves. Often pragmatic, halflings often 
endure their secondary or worse status in society, carving 
out niches within its margins and even capitalizing on 
their forgotten nature. More ambitious or nefarious 
halflings often find a home within criminal organizations, 
where their ability to escape notice, along with natural luck 
and agility, are tremendous boons.

Unlikely Heroes
While most respectable halflings avoid strife and 
adventure, halflings pulled into that life often thrive as 
they parlay their natural gifts toward and daring results. 
While a contributing factor may be that many creatures 
underestimate halflings, there seems to be something 
even deeper within the core of their personalities that 
allow halflings to thrive amid daredevils, thrill seekers, and 
explorers. Those who underestimate halflings, do so at 
their own peril. 

Boosts 
When you choose to be halfling, you gain two boosts that you 
can apply to two of the following primary attributes: Agility or 
Charm. You can even both to the same primary attribute.

Communications
Halflings speak Vold (sometimes called the Common 
Tongue) but do not start with the ability to read and write.

Elements
Halflings are Mortal Small Humanoids with the Halfling 
element. As small creatures, they can choose to make a Might 
or Agility resolution when they Climb, Jump, or Swim.

Hits
Halflings are Small creatures with a base Hits of 6 plus 
their Endurance score. 

Speed
Halflings have a Speed of 4 squares. 

Talents
Halflings can take any of the following talents or a general 
talents in place of a people talent.
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                Level 1 Halfling Talents
                   The following talents can be taken by a halfling  
           who is at least 1st level. 

    Childlike Charm        Halfling 1

Because I’m small, they think I’m a child. I just take 
advantage of that misconception.

Effect You can use the Charm social activity, even if 
you do not meet the requirements. If you meet the 
requirements, you gain a +2 talent bonus to Charm 
resolutions when using that social activity.

 Halfling Luck             Halfling 1

Few are luckier than halflings. 

Effect When  you roll a fumble, you can choose to 
change the effect to a failure.
Sacrifice This talent is sacrificed when you use it.
Special If you possess Lucky talent, ignore its normal 
effect, and instead, you can use this talent up to 
three times per day before sacrificing it.

 Halfling Slinger           Halfling 1

Don’t underestimate a halfling with a sling.

Effect When Striking with a sling, your crit range 
increases by 1, and you increase the range by 5 squares.

 Spry Moves                Halfling 1

How did she get behind them? 

Effect When you Stride, you can move through an 
enemy’s control area, but you can’t end a Stride in 
their control area.
Sacrifice You can use up to three consecutive Steps 
or Strides, and move through enemy control areas 
during that movement, but you can’t end your last 
Stride in an enemy’s control area.

 Steadfast                  Halfling 1

They may be small, but they are always dependable. 

Effect You are resistant to Mental and Necromantic 
effects.

    Unnoticed               Halfling 1

What do you mean there were five of them? I only saw four.

Effect You can attempt to Hide even when you are 
not behind cover or Concealed. 
Sacrifice This talent is sacrificed when you use it.

Level 4 Halfling Talents
The following talents can be taken by a halfling who is at 
least 4th level.

 Curious Ambition          Halfling 4

She’s a bit different that the others, isn’t she?

Effect Choose a class talent you meet the requirement 
for. You gain that talent.

 Uncanny Grace          Halfling 4

Fast little bugger, ain’t he? 

Effect You gain a +1 talent bonus to Speed. When you 
Shift, you may move 2 squares instead of 1. 

 Fearless                Halfling 4

I know deep down she must be afraid, but nothing 
stops her.

Requirement You must possess the Steadfast talent.
Effect You’re immune to the Frightened state.

    Lucky Charm           Halfling 4

He’s lucky and quick, and that’s why I’ll never go 
adventuring  without him

Requirement You must possess the Halfling Luck and 
Lucky talent.

Trigger An ally within 10 squares fumbles a resolution.
Effect The triggering fumble becomes a failure.
Special Each time you use this, it spends a use of your 
Halfling Luck talent.

 Self Preservation          Halfling 4

That halfling is the best lookout I’ve ever had.

Effect You benefit from the On Alert exploration 
activity, even when you don’t use it during explora-
tion play. If you use it during exploration play, you 
gain a +4 situation bonus to Seek resolutions, and 
you can either Step or Attack as a bonus action at the 
start of an encounter.
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Humans
Standing around two meters, humans are a people who 
are instantly recognizable but hard to define. They come 
in various body shapes and other morphologies, skin 
colors, and hair colors and consistency. Humans are fond 
of cosmetics and hair dyes of every type: a fair number 
sport tattoos, piercings, and other body modifications. 
Individual pockets of society have their own particular 
fashions, but basic human clothing is a mix of practicality 
and current fashion trends. While isolated human 
populations tend to have shallower morphologies and 
stricter cultural norms, humanity is diverse.

There are fewer people as ubiquitous in the multiverse 
as humans and their kin. Their settlements dot nearly 
every world and delve into all but the least hospitable 
planes. They thrive in every climate, continually building, 
exploring, and “civilizing.”

Children of Empire
Most, if not all human people, have some connection to the 
massive and plane-spanning Empire of Vold, whose artifice 
and society are unrivaled, at least if you ask them. The 
empire, ever in need of raw material, seeks out and settles 
the worlds and planes of the multiverse, often searching for 
specific resources, which they gather with skill and gusto, 
and then leave the world (and often large groups of its 
human population) to fend for themselves. On the grand 
majority of worlds with human settlements, the humans 
there either serve the empire or were abandoned by it in the 
past. But this is not always the case. Other times humans 
settle worlds in the attempt to flee the empire, as some 
form of sedition or exile. Such schism and abandonments 
often happened so far in the past that the humans of these 
offshoot settlements have lost all or most knowledge of the 
Vold Empire, sometimes even while living in the ruins of 
Vold-made magical technologies.

Beyond Emipre
While connected to a monolithic empire, humans are 
surprisingly varied in shape, coloration, and culture. 
Ambitious and adaptive, they frequently dabble in new 
ideas and strategies for survival. While those with a 
stronger connection to the Vold often cling to the relatively 
democratic and permissive forms of its government and 
society, clinging to the notions of human rights, freedom 
of trade, the rule of law, and the idea of representative 
democracy within its imperial structure. Of course, 
separation from the relative safety and stability of the Vold 
Empire often has the effect of reverting human societies 
to highly aristocratic, often despotic, and superstitious 
societies of varying forms. Humans of any type seem to 
hold an old Vold maxim to heart: it’s good if it works. Of 
course, “works” is often a highly subjective idea. 

While many humans worship the hundred gods of the 
Vold, others worship more local cults and upstart deities. 
In this way, humans are one of the most religiously flexible 
of people.

Boosts 
When you choose to be an human, you gain two boosts. 
You can these boosts to two different primary attributes.

Communications
Humans speak Vold (sometimes called the Common 
Tongue) but do not start with the ability to read and write.

Elements
Humans are Mortal Medium Humanoids with the Human 
element. 

Hits
Humans are Medium creatures with a base Hits of 8 plus 
their Endurance score.

Speed
Humans  have a Speed of 4 squares. 

Talents
Humans do not have a special set of people talents. You can 
take that talent or a class talent or general talent when you 
choose a people talent. 
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